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ABSTRACT

ABSTRACT

With the development of digital entertainment industry in China, China's online
games have also maintained a strong momentum of growth. The rise of online games is
an ievitable link of the evelopment of digital entertainment. So, in recent years, 3D
game engine technology becomes a hot issue in computer graphics. The main features
of both 3D game and virtual reality are multi-sensory, immersion, and realistic. With
the development of computer hardware, the realistic of game becomes an important
criterion of game performance.

The 863 projects “Massive Multiplayer Online Game development platform” and
“Digital Media Creative Integration Environment”, developed by Digital Media
Institute of UESTC, are examples of trying to research on digital media technique and
game engine technique. With the projects metioned above, this dissertation do research
on the realistic effect in game engine such as: high dynamic range, depth of field, and
moiton blur. This dissertation focuses on the study in following aspects.

First, high dynamic range. This dissertation starts with illumination model, and
implement an extention of Phong model, and discusses High Dynamic Range, which is
a hot research field. Furhermor, the dizzertation introduces the rendering techniques
and implementation flow of High Dynamic Range. We realize the high dynamic range
lighting system on GPU as a plugin of our game engine, and enhance the virtual effect
of scene.

Second, depth of field, which is an important characteristics of human visual
system. Research on the imaging mechanism of lighting effect, this dissertation
proposes an efficient and real time algorithm for the simulation of camera imaging in
the three-dimensional scene based on both ideal and real camera models. The
algorithm takes extensive use of the Multiple Render Targets(MRT) Technology and
Graphics Processing Unit(GPU) for programmable performance. We output the image
of the three-dimensional scene and store as a texture, and also output each pixel’s

depth and blurriness information and also store as texture. At last, we filter the image,
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ABSTRACT

calculate the size of Circle of Confusion(CoC) for each pixel by the blurriness, and use
Circle of Confusion(CoC) to blend between the original(clear) image and blurred
image.

Third, motion blur, which is one of the realistic representation of virtual
enviroment. This dissertation continues do research on the imaging mechanism of
lighting effect, simulates the blur effect of motion object shoted by the real camera. In
order to improve efficiency, we transfer the calculation from CPU to GPU.

At last, we combine the simulation of high dynamic range lighting, depth of field,

and motion blur together.

Keywords: GPU, High Dynamic Range, Depth of Field, Motion Blur
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1.1 8EE=

AXRETESSTEEM T EIERERPR, RUER 863 WM “MN%
R AFEBEARTFERERATR” (No.2005AA114080) FEK 863 I H “FHH
FHARBLENERIFE” (No.2006AA012335) HEKFEARITRH. fi&EL
KEVE B = R LT 1R, BAME. B, YHE. ALIEREE. FX
LIRER, FARUGEREZRATHRFZNEOMETLR, BALRUTLEE
KUMRORBESG LR, FEERAMERFEAHITRHAETIR
EMBATIE, FRIFAMEMZIMERXABTCMENXBER, BRIMERE
BER, XHEHEEBRENEERAREOME, DR ENAFRRIER
BIELE.

1.2 8FHRENX

HELREARLHBARTENBREN— AN EEZIE, EETENI R
FERIREEANRE, EFREEG. WTHEMSSREUEEARBRLNTE
HFEAZAZED, NEEEANEGRETERMESXR. BEMNELREETELN
HETRHR, OERELE., BIEMENS, XRITHENERNEREE
M FHUREE, ERUFEPEERZWESRN “TIRR". EE=+Fmn
BE, MEBRGEAMTENBEENSERE, ELREBLEANETE
HIEE M, FHETZEATHENGE. tEsE. EUMIRE. RETR
ALEARZ I

BEATEERA (HDR, “High-Dynamic Range”), £—HMZEHHHBMITHE
REAR, HEABEAREUHHEI S ERFEETHALRANERRE.
MAA T BRiERASUEEZNA HDR HARBRE K. MNEERHEES LRERRK
MRBROKE, BERERARNKRE, MRRBanTFELh, TEXME
KR SRR REELRANE, BBt ANTERELRL
BARERR. £dE2MHLES, ETERMSHIERBITEH#R—SHK
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HFREOAN IR 47 18 3L

RAEBENNH. AT BTH—AFEMSENHE, BETREKN LB
R, FEHZIANEIXRE, EFEHETEEHSHERF, M ERARK
%, HHEASEHEN, ROEERELROABLFEERE, L4dER
RBIHEM S ERML T . 8E, ETEHRNEEMARY T HRHEN
BEl, APANATURERA, EaJLRZRGR, REFEEFENRRER.
EAEHTFRAED ), Hop &3] A %E# £ #5137 F R % (High Dynamci Range
Image) * 7 & BIZE T EG AR FRNA . B, HDR AR KN 4
BN —RIERRBRBHIFEZ —.

B (DOF, depthof field) 2 ARMERL T BN EERME. AR
ARG, B ATEECLENARMBGRER, REENNDTELTRE
¥ (focus plane) b, FEULEMRE TFHUME; TATREFEZIEDE,
MG FEEMAE. 5% (BfL) WEE. ER. URVERFERE T WiEs&E R
MEEMREE. R, HiERELREP, LFBRIANZEFIR, BN MN%
BAEEEHEERD, X, BIrMGRUEBIAEEL,. BA, FAERDFERF
HEERRY., BRXERAETRENEEREENBAT. MAREYER, &
BFIARANERULSREMNLRETERNRBEEY, BRHRNEL
&, LR

EEEM (Motion Blur) REMIMERN 3D AR FEELENRIAZ —. R
EYERE M ETER. NAEMEFENERENIN AP EEEENT]
fr, ER—HMRBSIHYBELRUKIERAFTIRBERN - E. SN
R TIELR/DFAETUR I TEE R ROBR . S ESshEEHRITERER. &R
BRXAN, DRERF EHRGEERERD), HEREMER EDEEBEEHR
Bl WM IAEE R EREAANRITEELSTURDEY, BRIRETES
Bh. BENER. SHEMREFETEENE) BT, fl, BEREH
BB ESEM A —FRITREREES MYE. EFERKBAEN, 8TEH
RITEEHTE, RESHMYEEERRE KRS LEREEN. BT E3hE
WRERABRENALERYE, BhHaEsiEMnEEGERAFELR.

BEHFRANORERRE, HENERLESE (GPU) UAXKELERER
HEERERRE, RAMRESTHENEELAENEENEERE, FRET
BHETHAXNESERNRE. BN 1999 4£dH NVIDIA B KEIA GPU KT 472
XS, GPU MEHMAMESRET EXMHA, FARHE 3D ELRFK
£, 2 TEEREZRKNAREDREELZNEGHET. 1 GPU NE—FF

2



-8 it

B FREGONAE (B, BEEERENFTH. HH GPUMEHERNE 6
MABRA M, 18 MPAREH—REMNSE, HEUEEEZELT CPU
PR, ERURK. BERFRRTEIHR N R KT K E)E TR
BragtERs, TR RRER, REEFNEROLE. ERIE-ERLR
MRTR TRETENE, BIEMELREBMELEEERIMEXBIR. B
b, ATHEHESEEER, RFEERHEAR. EEMIEMBARE L N APE
A, BINBLARTENERLES (GPU) R#TIHE.

WENBFREAR. ARIHENSEFAR . ERALRETEAF G REEL
BEER, MELBELNENAREE BN T BRI EVERENREKE,
BEHEEMERNLEREX.

1.3 KX T

ARG BT RO B BARRT T RALRAMAR. XK EETHE
BRETEHRXE (EEHE 4. 5. 6 BHTNH):
o ERMREERE., ARAENGRAECENAELR T EFHLEN
EHAEERBRA, FHRXMITERT T KRN
o REMREMRALBNERRGRENAREITHA, BT —FH

Fl GPU hnig i) s i SR B
o B/S RN AL R B ST BB (Bl B A EEHEATRR R, ST E B kA
BRERHAT T Lot BI85

BREETHHRNTE, SHERT XN ENSEEAREE. L RFE
UG KREEERIRIES, R AT T AR, ZMEHET S
B, FRABEIHRIIET.

BEER, AXFENCIFRAMGFARRLT

WRT &R EEXERER, RIERIIREHFER, X Phong BREHIT T X
B, 37 GPU LT T KRS ST malFEEARER, AERHAES)
SUEGEERFHBRNER: LA TET GPU KIER RFERL BET —H
SEREMESE; KIUTET GPU MBS, KEahEROEMEBET
GPU, BT CPU BffE]l, WR TEMHEMER: RLEENSHEAR. REH
. BEEM=ELSNM, X H ARG K B E R A LR R T
FRH, R—AFEARXHR,
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L4 B XHETRH

EXHNLE, ARG BPIRFABEARSTHRANITEHR, FXEE
MIEETEETESEN,. I, ANE, EVLHUT:

B-EREXMER. FENMBEAXMREERAARENL, BHBEEF
MEZETE. QIFANETZH. '

FBRERMRANE. MATIREZ4%EED (OpenGL M Direct3D)
MEMABEESIE (OGRE); AMATHAKLBER,; WREBAFHRBEIRE: #F
MAEAXMESTEAE (EHETEE. FR. BN MAXMRET T A
PR

B=E, METHEPEMORII BN, Fird TRz SEELRES.
RS B SRR R R R A E .

BNUE, FANET SR CHALHABRZNLIR. AETLAEHE
WEEBHEE. REMRTEF. BREHMLARE, FESHANBTE
BABEAE GPU LML, BENLHMERHETT 51

BHE, FHANET LN RERMRANLR. EX—F, RINENRFR
FEMBSRET, NMET LN ZEERNEE. RENRTEAR. AREamE
GPU EHISEHLNFE, BRERINAH T LRGRMELEA.

BAE, HANBTLHBIHEMEMRENLA. X—EFHRS5ERER
B, BAVEMNBANBEEMEREREF, NMET LRI SER M EENE
GPU LHISLIiFE, REBREHEMNRREN. R SRS E, KUTE
TrRATCEE RS RENZHHEMER, BERNAE TERRERMER
A, ,

BAE, MEXHMHERELAMESE, FHSERELA—FPRARNANTH
WMTRE,
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2.1 ZHHIEZOREMERIIZ N

3D AP Z2%8W7E 3D BN ABEFM 3D BRmEF2Z 8 A Fa@ g,
XFZHERNHAFRERE, THREFN=ZECD)EEAEEEZDAPDRFE
T, 21550 2. MEEEMEFRMNEAFRED T —EEE, BnEHEE
FHONAMAPL. NTEEEERGFRERMEEE R, LR APIH
S0 UM AIRE M ERrEE. FRONHAEERH424TE, BREXXF
BYERIE, REXREFIVRSSHENL, REIXFERAXNRNITRKESE,
XLERIERE AP I— R, BRRKR, EERNRARMERENAF RS
AT A R TR =4 API S| R ERZSH AT K EAFEN. 1 SGI &
A H) OpenGL , Apple 2 7] Quick-Draw 3D (QD3D), LA & Microsoft 2 & K
Direct3D . Xt FRAVK R, EEMREITTR THEFFIRZ ATV T XL API
RMThRE LR R, DMEMEDLE BmREE.

(—) OpenGL

OpenGL (“Open Graphics Library”) 2B EGFI KA D . OpenGL HiE
KRY 250 MR ERH, BF A LMERX LSRR EELF NENEE, K
FIER B =%NHEF. OpenGL & FWEIFMAIE, FlEEvHH %5 im N S
MR E. ERHEERFNFEMAKN Direct3D. OpenGL &KL FHA
E WSS AL (B K Direct3D HiBkE L. BRIXFHEME R AP £ LA
WREHMAY. 7 OpenGL XHAL HIEIERS, T Direct3D R7E Windows
FAAA. Eik OpenGL B %UEH . WHEH 3. CS. Doom. Quake ZEiifRF
FT OpenGL #ATVE S,

OpenGL fRALLER :

1. OpenGL HIRRAX 5 (7E opengl B H XAFHEMIRIY), 5 OpenGL [
MAERFALRRFERY BIEAE-

(1) OpenGL1.1

1995 4, SGI#H TE AEEN OpenGL 1.1 fi4, OpenGL 1.1 KItEAELL 1.0
MARE RS P aBEBuETEN R, E%ET4+ a4 OpenGL KM,
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MEBARFRFE, REWIE. &, BE. BRI S0E8F. Bk
LGRRERERE, SINT FSCREH%%E.

(2) OpenGL1.3

2001 ¥ 8 A, ARB &#iOpenGL 1.3 M8, ©HMT I HLENEE. KEHF
B, ZEXF. QOEERERAST RES, BRIUEEEEEER.

(3) OpenGL1.4

2002 £ 7 A, ARB IER KA OpenGL 1.4, BEWHEMATHEELE / AREL
., ARIER. B8RSR BTG,

(4) OpenGL1.5

2003 /17 A, ARB A4 OpenGL 1.5 #75. OpenGL 1.5 A& ARB #IE
B “EXY BIMMLEIES” (OpenGL Shading Language v1.0), &S HTEH R
MR MG, FMEAST RI6E, FREEEST— OpenGL 2.0 FRAH]
M#%. OpenGL 1.5 MIBRUEEMT HAZ MR (FIREEMNIER). ERFL
B(MR&HIBNFRIERRER)UEAZ . BREANIRESE. HEIEAR
f15:

T & Buffer Object: #4170 = ACF 7 X o] AR BB LB

Shadow XN EE: & inARHLE: Shadow Mk & Y bR %1

Rk EW(QUERY): 412 Curling {4 RER A IEFD BR#E IR ;

IE 3 5 LU HE (Texture): 3% /5 mipmap H 438 NFHIE RS E,;

OpenGL Shading Language v.1.0: f F& i (shaden)® % . EAEGURHK
W7 €85 R (fragment shader )R ¥ B LhAE

(5) OpenGL2.0

OpenGL 1.0 #EH F ALK —ERE A B, OpenGL M—MI R RGN T —
By RIEAE, XUy RESE—BLETIE, 52 ClearCoat. Multisample, ¥
MRZENES TEFLREET OpenML MR AT AR EKXE, EXAHRETF
OpenGLARB ¥ B4 2 —.

OpenGL 2.0 #7E OpenGL 1.3 E#fi E#TEXF . BE¥ETEAN A
WERBUE: ORRAHRLEAEREE; QRENEFARERT: QUK
HFEENG. IFSAGELE; OF BEHFEATE, F2BE855HERM
ZRATIRE;, OFRAXBRENA.

A THEIRMB SR KN BE R R (R AR M) 38 A4, OpenGL 2.0 2L T HA R
EWE: E—AMBRIEERAKIFFZTE, Sk, OpenGL 2.0 K OKERE
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J& 9 OpenGL 1.3 DhEe R B AL b in b w2 &3 A MF UhEE 3 R4 B, X 0%
EHEHRBEUNFR, EEEHE OpenGL FHEAREL . BEHHEMERENT B
RAHTHERER. B—ERMIEFREATILE, M%E kB4 2 OpenGL 2.0
MEIERAM. HEf, ARB & RH— 4 OpenGL2.0"W#%, AARKEEE
ZHWME “HEFEE APl B, FERFAFTEMTRERFE. SRS
M. DR KENARE. BT RRXTHESS, ARB ARERE T KA E
Bif) OpenGL 1.X. ¥ FHE R “4i OpenGL2.0”.

2. OpenGL ¥ /& (OpenGL Extensions)

OpenGL M Direct3D HLEGER, BAM—MKARKERY BLE. BEHH
FRU—AFThEE, TTLAEXIHTIREFF &K OpenGL ¥ &, ¥ KA Rlidix/
¥R MERF R EGTIRE. BTl R BRI R BHEEH OpenGL W4 B HE
ERB L, EREF R LUET OpenGL f# F & MEE4FLhEE. T Direct3D A
BEY BIE, SBAMFIIRESZMKKAFIR DirectX J5 4 7l B3 .

OpenGL ¥ REAREH GRS, ERAEMEM BETT LUK E KT R,
By REIBBHE R, TTERRRE, FUy BELAMHRAMNIIGE, TEAEZ
AR BARK, BONA—F, FURBFRATERZXAN R, EEEARR
KIEEEARFMRERF. XA EBEAE OpenGL 2.0 KRG LB RIER, OpenGL
20— BRHEZSE—F R, BT REA.

(Z) DirectX

DirectX B—#HMKE “NARFREEZD (AP)”, W4 Windows F2/FRHE
BRI INE £ B FF. Windows X#F DirectX 8.0, EREHBITENLE
ZIEATRE. £/ DirectX TR BFE5FERKITIRE, NIRRT TREERR
=% (3D) BS54 AR AR E KRB EMR. DirectX FEFREBENH
EENEEG TR, RARRESZNEMNEFSH. ZEFERSEERERE
FaeERET Windows A% DirectX #AFMSHEFHTEN LIETT,
[ B R e O 25 R A RE T RE M8 78 0 7 F e R R A

DirectX B &—4 API, BIERFREHEREFNSHIEE, N=4EFK
E SR AEER. XE& API #FHEEDIR (XPEE"% D) ARMmE). X
AR & (HRAT BRARS) FEHERERFEHY. WA DirectX
TR TR H T RE: Microsoft DirectDraw (2D 28 ). Microsoft Direct3D (3D
£:/). Microsoft DirectSound (&%), Microsoft DirectMusic (MIDI #H3%).
Microsoft Directinput (IAFEX). Microsoft DirectShow (Z)HEi#E/K ). Microsoft
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DirectPlay (MZ&AH).

DirectDraw #2 DirectX KEFHITE, EABER 2D ELRHE T RFHIH,
HTHAZEEREF I MAMAIREEREE S, £18 2D BRMLFIEE#EY GDI
BET—AFHK, HELEEESE LEFMER, W“4afEm” f “Diablo”
g2 A DirectDraw HAT K H.

DirectDraw 7 DirectX3.0 B E& AR, HEMEE PC BREEARK KE
kg, MIZESHEAEHLT 2D WERKR, @il 2D BALI 3D Bl X3
WA NE, IHEREZESHT Direct3D KL, B K Direct3D FARH S
£, HXTF 2D BAEHF—EMEE, BEEREMERXHES 3D HUE,
Direct3D A Z#SAEH, BEBERHECHEEMRER. THERIMKRER—TF
Pis, &% Direct3D 1R BITRE:

1. DirectX 5.0: D3D HZi® K

WAL TFRE KA 40 A DirectX, DirectX3.0 KAiGREAKRAT
DirectX5.0. R 5.0 5 3.0 BEABEAK, BEMNEXFTAER. DirectX5.0 i
D3D MR U5 M5 # OpenGL P4 ik . BIRTIAT B, ik 3D xR
FHTEELR, TRUINFERIELN=ZE=FIRINE; BRILCIMERE
RERIFREMFTHEETRASE.

2. DirectX 6: D3D U HIL

7E DirectX5.0 EAMAAE N 3D MEFRMET, X—R 3D MEEMEBH
DirectX6.0 MR FBATHL. FEMRREFEZ Nvidia #] Riva TNT, HiEH
VooDoo2, VooDoo3. E|TEAKAR, Witk RCLREM, & Nvidia 5§ 3DFX
#1314 . DirectX6 9 Direct3D ¥R T I T Hristt:

o JLARAR R BT A NE X
JUFR AR B T 2 R e A7
XREZHIEEYR,

QR EH,
AlIEAEZEM (fF/ Z Buffer B W Buffer);
i MRS E (BUMPENVMAP) A ROCEFKEAF IR E R B T
B R E R o
3. DirectX 7: D3D EHIL. DirectX7 F #) Direct3D FMN T LA T HriFtt:
o TEAMIREIAITN (T&L) X# (DirectX7 B AHIIFE);
® VHREMFELE,



F_E HRATNS

JUFTE S

i R SCEE s

B GCEAPRAER . LB, RPLCENEEHET;

D3DX LA FE;

3 Intel MMX %244, Intel B354 ZHIEH (SIMD). SSE®F AMD®
3DNow®ZEH4,

4. DirectX 8: D3D FIRE

DirectX MIRAZ] T 8.0 BB %, BRERARFERNHREMYE, HEEW
GHRETEXRNZEN, 3D BELBRAREH S~ Vertex Shader 1 Pixel
Shader. Vertex Shader # ISR #R A& 3D WK LA TR, FIB R RIZHIE
F A ; Pixel Shader U A KRB AW /5K 1 #I 5% A5 - Direct3D F DirectDraw
A "R, DirectX FKIKHE T —/NH#%R -----DirectGraphics. [R5 TR
Z 4 NEEh e

® SEA2E R DirectDraw 5 Direct3D

o FLREFVIEWIE IR SEIE S S BT, DN FERE.
FEr, EEMERNAREEZD (APD RKEFF TR SBARUEE]
FIRERE S

o THEEMALEES:;

AT P REEHINEGR, WERNHEsE, EERAERER,
AP EXRER, —REWS, TmE/LAFREEaEMTRE
E XK.

REGELEBIES;

ARERAFREEHNEAEGS, FuBERAsEAEAR, BEENX
B (MLIEED, ERATFEIRAE (EX) ZBARRNERRIEGE
HE A M R E B XPEE,

X EFRFES:

RAFLBRREFANZEXRZER, PINEERERR (BLHNE
ERR).
® LR

RFEERONTRAESR, flwmkie. BE W, E5%.
® 3.D F[GH;
RHFBEER, TRBRREABRTAREYE, EERFREEM

9



WA BT IR  RARX

JUA BN
o XFFm4EET;

Xtk B EER 3-DEMET R 3-D AR, 8558 HAMNR H B0 A A IS

& EHHEHK;

% T A T4 Direct3D ZEMBH =4SN ECIETREN, AT
Direct3D ZHARRFER, ZHHEBRRAT (LOD) JLF, EHERER
R .

o RIS

¥V RBRTILMREHZR, AFEdEefl -/ MERRSIEERENA

FHARELE.
® 7T Direct3DX SLFFE;

5T KEMF K. Direct3DX LAER— LT Direct3D Z £/
R, ATEWL 3-D BRITTRENERLE. EEET —IMEKE,
TR PR REE, EEAETASGERERRNINEE.

5. DirectX9: it ABEH—%r

DirectX B — XA ZH LB ERNAZENEE, ESHRATTRERPAE
M7, DirectX7 %O T&L 5% %] DirectX9 THe# I F T . DirectX 9 HH LM
2N REHFE -

® Vertex Shader 2.0 1 Pixel Shader 2.0

7 DirectX9 &1, Vertex Shader #1 Pixel Shader BFIMRAH R T 2.0, 1]
HWIF A BER 128N EFREEREE. EAEREDSHIEE LME NS E
GFREHRFH KK, XA DirectX9 F AP UR S LRMBERIBRER
HIRR .

Vertex Shader 2.0 5IA TR, ¥nT &44BkE. BRIMNTERF.
Vertex EFIMAEREZ AL 1024 &I844/ (ZaTRAeH 128 £, ¥
EHE AW REME R BRORI, FHREDER. RELIEAMEKRH
RPEHEAKENTRBOERES, HAEBRIFNEZOAR.

SR KBIA[4mF2 Pixel Shader RELIMAFBHERERMNB R MR IERFEH
fE. Pixel Shader 2.0 I A X FRABFBEBSNILHIES, TRARETLE
HICRARBEHRAB S ENREFES P . B—hRH Pixel Shader i& S # MR HIA R
RERRE 6 MFFM 28 £154, T 2.0 MK IX— LREAZEX 16 %
160 &84, HWFH TREZBUKEENRE.
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SESh &M Shader THAIKIK 118, W nVidia B Cg BEM ATI #
RenderMonkey, f£753Km EIRERMNFE CERS, nVidia B ATI EHH)
Demo %t /2 LA BIX — /5. DirectX9 - SGH T8O E X, Vertex Shader
# Pixel Shader 7B B MRE T - O, MERG T ELERKLHEA,
WEBRMLHE, XE—-PRETHFRARNAA.

o FABGEMN 32 AIMiBEmiER

BRI KEHBERRE (WRGB) A 8B ERL. &. Kfa, thiF
MNTERKREXELZEST, BESEPLUEEERE. B TEHRFPH
5y, HEbHEANILT Pixel Shader RE R RHBEEEE, REFTERKH
BE, XUEIHEEHELE. T DirectX9 X HHMHEABERKR, #5
HEER TIRAIRE. R DirectX9 X R EHEIFERE 32 MHMIZ KR,
RERAH 4 ETEARESENEE, XEEARGE LXFINBEMNER.
BRLEASE, DirectX9 HIRHAIBIEE (displacement maps) LUK Bt HI% &

SR/, # BZFE B S M, DirectX9 SDK F i — 4 B T Direct3DX
SR, RETITRME.
6. DirectX10: HIK—%t 3D MK TH#

DirectX10 ¥ 56 2/ FF GPU AP K e iE f4E R, 7 HX# GPU T AMES
Bk, B GPU NERBRIA B REGNTIRECRT, FEXHEMES, W
2D/3D/AIINE S SIS H B A2, DirectX10 ¥ DA Shaderd.0 A, HEE
5<Hi RayTracing Jt2k1B 2%, H§RIB A Displacement fE AFRMHEZ —.

(=) OGRE

THEBMNNMBT BARFRATHHENER =44 #0: OpenGL M Direct3D,
ENHERTRENNAREZD, THRIENE - LEHEESIZ OGRE.

OGRE (Object-oriented Graphics Rendering Engine) & — KK R, A LGPL
BB} 5%, OGRE (HRXNZKMERELRSIE) A CHARNE R ZBE
FRER 3D 5%, EMBENRUARERENFENEEMITLET 3D B4
BN FIRE BRI AR - 51 (2K FEX BB TR E i) 2R 48 PE (0 : Direct3D 1 OpenGL)
LM ERATHITT RS, FRETETRLHAMSHEOMELEE, #F7F
KEMSLFELRH API k.

BT OGRE PR IR MR MR FERTRBUER, |5 TH AL AL HIFF
BARFMAF . 38T wiki FRARET XENEIRE. BAREBTRIRD
HIFEER S %, EBRIAKR OGRE HFARTEBNIEREIE, HikitBiFHa
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WF RIS R 24T 1R X

FETEM—-ANBANERERSE. BR, 5H—FH, EWMHETED, LR

TEMEHMKTIELS, kP E5| %, ME5IEE. BiC2F BB

ALK A T OGRE fEA B 51 %, i Deck13 TYEE R B R Ankh.,
THEEANI* OGRE RAEFHAE—IM 2 A:

1,

e o ™ o

8. ZRANERMREARTHERAFPRERSMERID B, HFEH
FHSEERE S S F IS API (WDirect3D/OpenGL/Glide %%)

A BHREFERE (framework) R FHEFRNSRS B EFHRERF;
AT HEHPMEFRNE, OGRE £HIMEE LHFER, MELRAE
#, hierarchical culling, ¥EYHEHFESE;

B BRI 2 ER SO R .

43D APT #F

X #Direct3D M OpenGL;

Y #HWindows ¥4, HlVisual C++6 (B{Visual C++Net) FISTLport K%
#;

X #Linux F&, Fgee 3+ (Fgec2.9x) FSTLport K4wi%;

# Fi/Shader ¥,

® I FFMPNG. JPEG BTGA X/L#ICHHmELE; B34 MipMap;

o o 0o 0 @

B3hiFE S KLk B BT K,
TRHBEFERNSEEARAER (RS E) Mk CF. Hih. 5
),

MEMUAE LS ZHLEE, BEAEXREMERFN, XRF3HEL
B,

BINAZEEELNSHHE, NI KBERBELRE;
ZRBHBRE T RE R LS
BEHAESTUAREFRFREIRRERNEXRROM B

Ptk Meshes

B B RS B A 3K

RALHE M X MMilkshape3D S HOGRE # & #.mesh Fl.skeleton 3T{t
25

o IFEWIE (MERSNNERASE) ;
o IR SRR AA&SEILN HE

12



BT BRAANH

4,
L]

®* o0 > 0 0 @

S
HERBENMRETREENRETER, FAXRIMHHRRE. £

REBNNGRAR T, ELFREREHEGERBCHGIARS
%

BEAEE (MAEE) LIHHRERIERE;

Rt HBspSceneManager #fF RIREMENE LS, X HFME Quaked
X Mshader IAHT;

MBRIGRALKRR: HREIFYENME (attach) , I ED
h—iizs), TRTEUPUTFXTMEISRER.

N

HTRSGAETUEIHREEARYT BRI T K538 (emitter) TR T4
M WEE (affector) . BUHAESTURAHEFRFIRRENTRHF
BYE. XRFEHEBR TR, AR TRENERE:

IHERFE. REAMRZET, FREER R,

XREAER, CUEIEF;

B EHEAYE (REBHHFR A REERLBFREEZEN) .
HERe

HREHF M (ZIP. PK3)
XERBMEEEREN, EATAPAER RERYT BIIZHIIE;
iZF] “Controllers” Fi P AL EHEE — M E. GlnshASE -4
By = ) KA EALE;

RRAANNEEERATRENFE L,

L EBEATF X OGRE B T 4R, BERAIX OGRE K LM ER
E— AN

THEIXTK UML BREIRT OGRE HHIZ.0x & UL R E A1 812 W07 B A4
BRE, XKBRHAZERBBITENE, BRI M4 i) & 1 B
HE T — M RBA R .

13



WA RHIAF IR X

[ Roet ]
—
AR
Scone Mansgement
—
i Scenelanager ' Fhogh
] OctrasScanebanager
 ——————
" "
= = -
= == B T
—————
e ——
Resource Managaent Y
e | B e
i e EeR ) .
Eknnmcﬂlmgai W———— f ] i Y
 — [ArchiveFactory } {——T—q
P AN Fuge
MM&MFW«EI {GlTexture !
Kl 2-1 OGRE F R4 Rz %K

XK ERBINHEM (Root) W F. XZFF#A OGRE RZEH“AD7,
HR(Root)%1 % FIR A2 OGRE RAF KB A KIERITE, thin. 37 R & H 48 (Scene
Managers), %% 4 (Rendering Systems), %£#|% 0 (Render Windows) Flif
4% 2% (Loading Plugins). R (Root) X% 2 OGRE RZ&F—VIMIIFG, ES
RS R LA AIIBERIZOIER, R (Root) NEEHERZ OGRE REFH—
MARE . OGRE MERMARB A TI=MMAA.

1. HREHE

BEEBHARTHRPERLEAE, UREMRMAASE—EN. HRE
BHEMATERLHEAGEHREBRMEOHAF AR, EEE, HrAERAA
REZEONASFEAT “REZAMEHLERS, REE=AZUH” XH#
MiES, MR “REZEEXNEYREX LT, BIIRMREXER, &R
A UMXAGRFTEREN” XHEERLERAES.

2. BREE

RNEWFE., SCEERFHRE—VIXNE, LHCNBREARNTRE. W@
#. B, HEXERFELEEEEN, Fik, AN —HERTHZLEE.

3. EHR

14



FIE BRAUANA

BiE, BRELMOFE-VRNAHELERE, XPRIELEL. HEN
ERRSE. HEZHNEENTAENET. ERREZ APINEZZRENER. R
EERTFRETHRBIFEA—ALER, RETEMEENSLMNHED
PAELEA .

T ERMIL% EEE —BHE 4 (Plugins ). OGRE EER TR BB & T HY B,
TERBEAENRE—FENE RHT BH K. % OGRE FHEREH A AR A KT
B, APTTUBEX—MEERTHENALZTR, BSMTHNEHAENA (&
HIR SN F 48 # 2 Direct3D. OpenGL) KIS EH 2 (SceneManager) W1,
HEREMERFEAREHFA (HLmNREMEBMNEIEEMS) HHEt. BR
RS2 OGRE REFEANFEM TR, BEAZMHTXTUBRINRENT
FHHEE. MNEXMEXERE, OGRE AN RR—MEX H K in iR Ha 3
HRRRR TR, EETSHTEABT UG ERHTT R, WHEEArHHE.

22 BB R TR

20 N, LHER, ZEELGHRE, BRERFRZ2TENRLT—
MTR., RTEHEREKE, AMIRRAENKGLIANAEXRZEERAFR
RIS e . BT P 5 Bl bR bR E GKS(GKS3D), PHIGS &2+ iy S BIR,
R

20 4 80 FERWIHE, HIL GE(Geometry Engine) WAnE K EH A . GE
RO EATENRARENRBHANBRAEES S HRRHENR. GE 1
BORNMAENZSEH. EH— I FFaEEHEEsH ARG, 25
FTERERRKED, LIERE, &8, RPBHEHE. 121 XHK GE BTl
S ST = E B RUKEIThRE. & A 1T #E James Clark PLl B OH AR E L
1 SGI 5], &T SGI BB that B A E GL XX /EH OpenGL, BA
SHAS YR TE S ol W27 N

20 42 80 FEALHI 90 R, GE RHBERAEBE AU BENTE, 5
B A R IhBEE#T M CPU 1] GPU #% . B BB AL EENRESD NI
PR BRI ANER 4 B — 804 XY B TT S e JL AT AR A A R 3 P T 8 i AT Ab BB (5 30
SRBIHE):, B0 NEBEERETIMMLLUE RR—RTIMB R L H L
H, G838 MLRARMAMR. SRS, EALE. REBLEE,

20 42 90 4648, NVIDIA #ANAEMW 3D W5, HTF 1999 FEHHAFIF

15



HLF BRI A8 3T

SR XM B AL 38——GeForce 256, FE—REEREGH LT 3D JLAZE#Hk
FHEBITE. /5 GPUBABEERERNE, F955 6 M AR E MBI
9 GPU.

M SGI #J GE %) NVIDIA K GeForce, GPU £ T 20 &, BB TEM 3um
45/ E 90nm(2007 Z ) GeForce 8800 £/ T 6.81 {2 1AE), £REBHIIEER
AR LTS, BABREEEEROHFRNEST/LE. FAERLE
FTERBNNTRABEK, HRTAREMNERLAES, DANVIDIA 1 ATI A
AFRM GPU BARERE XS .

TR BRI AL, GPU BZE T HERMEE, §—REFH e —KE @
B E e B AT mIZ SR

B—1 GPU(Z| 1998 hib)E#E NVIDIA ] TNT2, ATI ] Rage 1 3dfx K
Voodoo3. iX4 GPU A EH=AR L 5%, sABEAS 1 B2 MENER,
AEE K KR CPU 402 3D BIRHIEE . BX—REREMHREES T&L 5%,
FEZ AR 3D mEMER, T ERFHEUGPU KB F .

%~ GPU(1999-2000)E1#% NVIDIA HJ Geforce256 M Geforce2, ATI HJ
Radeon7500, S3 #J Savage3D. EA1# T&L HhEEM CPU B HK, LT &
TR 5 25 e . MR A P B APT B OpenGL 1 DirectX7 #R T4 3 REAE 4 T 5 A5 #e 1
ft. X— GPURIATACEHBR TR, EFXESEIEMTRERN,

% =/ GPU(2001)2#5 NVIDIA #] Geforce3 1 Geforce4 Ti, KA Xbox,
2% ATI #) Radeon8500. X—4X GPU BIKFIANT AI4miZt, BTN RERER T
etE, ARAFNARF AR A8 E IR FIIREET A B0E, el ErE
A BIRUK & AE A AL 3 38 KA R . HIE R R, 2T GPU KB E M H
M. BRABRBENBRIASRETRESREY, RRBETESHREET. X
AR LLF A DirectX8 LA OpenGL ¥~ F& (ARB-vertex-program, NV-texture-shader
F1 NV-register-combiner)>R JF & fa] S {9 T7 5 & i R E 1P -

F A GPU(2003)YE#E NVIDIA K] GeforceFX(EH CineFX %2#4), ATI K
Radeon9700. #itt E—H GPU, BNHZ RN AL BENIRERRBRITX
KEFT R, TUEE ET&I84, RLBHHTREARE, TUAMETIER.
BREEMNRASZTHERBRANLGCEN IR, RERGIED, 1EEA, Mme
DIMAERHA, ZNTERHEMSR—NEERMK. DirectX9 MEH OpenGL
" JE (ARB-vertex-program . ARB-fragment-program . NV-vertex-program?2 .
NV-fragment-program) 7] A5 B FF & A 5 FI| X e kSR e R A< R BE7E GPU £

16



BE HRHNY

BATHE R R G ERE Ce B EEHMRMESEX—K GPU JFRB RN A.

#HAA GPU2004)EELL NVIDIA GeForce6800 #1{#%&. NVIDIA GeForce
6800 EEFR T 2122 T2 BAGKE, RABIREN 16 2 ELREN. DhRetax L
FEMEE. RiEF. MAEFTUERGRNGEE, XFIES: FEEERTF
PEX R SR, BREBEANTREER, TMU X# 64 (L7 SRR IEME
4, ROP(Z i B IT)X# MRT(Z BIREL)%.

AR GPU2006)EZ LA NVIDIA GeForce 7800 A% .GPU R CineFX
4051%, MTHZEAMLAMR, BEFZENTUNEEELKEE, XHFE
BExMEARR, BNRERERNEZERE. HBMEGR&EHEHE,
BEEREWT/LAE (B Nvidia GeForce 7800 A 1):

1) EMAEIGEERE T REHITRERFE, H CineFX 4.0 71 BRI X
DirectX 9.0c~ OpenGL2.0 & Shader Model3.0, &4t 8 NEAEGREITLA 24 4
ZEEBRET;

2) ATMEZNERRREH LETH [EEE32 MR MBHE, TR M4 64 Mg
WEMBEURR 128 NEREAE, TS &M REGERNR;

3) XRZ WL FIMERE, XERETZKK CPU S GPU Z BIFEIE R #:

4) #2613 S0E 19 2 56 (Render-to-Texture/pbuffer), M@ &G+ HE R
¥ M B GUEIX— R F BRI RE;

5) XFRBSCEDEE, U EHIEM RSV, o7 LU SCERE A ARG

NVIDIA CineFX 4.0 518K T E REMLEHABATSAERSE. GEER
B URMFEIENEL. MRATZARRTERE. BEECENXERF¥T
. UERMBEAESELTERNEY, BH5I%ik 3D 2B RERIERE L—E%
BEE SN RE.

%6/ GPU(2007) E E LA NVIDIA GeForce 8800 /X% . ZE 2007 Z£4] NVIDIA
KA GeForce 8800 IEZES|M T —/ GPU MIZIE N, G80 % LoHiH Ry
K 6.81 {ZERAE, £ G71 #2515, MEMKARFXA oonm TEHIE, B LM
i 12 BB, 1# 8800GTX HHBRMIERE.

NVIDIA [ TF2)fi24 GeForce 8800 GPU AR E T T H L ABETE MR E
¥, TUHEFERATE A AR AR

o 4 GPU R BEN AR .

o SEMEE MR,

o RMIEKH GPU WM St HEN .

17



WA BRI X

o S5kt E X F—4L DirectX (Bl DirectX 10) #7¥, # GPU HiK&k
AN HEsREEE, B0 geometry shader (JLAIE A 2%). stream out (JEH
ikl D

GeForce 8800 GTX R T4 —&H BB/EWH, AHE 128 MrE 32 fFSKE
BREE, B REEBENARTUIT—ZRMES.

X 128 MRALE RS GigaThread LAZLE BRE LA, B EHIT
MEERS. LAEGE. GEEARES, LRREREAIITTEE BT,
mEXRAKERFRELEN, ~ERE DX7. DX8. DX9. DX10 &£ OpenGL, G80
M —F ARTSIAR 100%HE1EHE.

221 BERRKE - —NEEELEIAREEL

FriBRUK & BRI — A KEEF LB MK F RS THELN/MEE,
LI TAEEE . BRATX B ERAUKEELHEN 3D BRELK PRI E LR,
HAREE, WTSEESZURHMNBERURITE, E=ARKLRERRRE
RN A AAPRED Setup BT EMILE S, REHRENXENNFEGEN S
ME M ERGERE EERELFNEZRARTEEEFE, BT RAMDAC
BE R TMDS EEEEBBELMALGESREFERE, BERRAFERE
B E HoAh B 1k & B B AR Qo A B I T

MY, 3D IMEFHEERERZNE CPU, AIFRENFTHRERR
¥R (EES) #TT%R. BBHE. #%8E, KELTMLERBE
A NIR . XA TR IES, L D3D A6, EIEBMNERSIHONE, 9
NEBRMAS, RuUBRKE, HEMEZR.

D3D HIERE L (Rendering Pipeline): FEfMIiRAH > HFABIFETH >
WS A KRR B> T T RR-> e B> BI>BE > O E-> ki Tt REEE
SZERHREERBELTZX INME.

18



FZE BRIANH

MR |
application ;
— CPU
GPU
HEET % ﬂ&i& l
- %%zlﬁjﬁ"ﬁ em- assemble > BERE
primitives H shadin; ';
§ L e
y ! frame buffer
|, TasE KL P l
vertex shader rasterization pixel shader

22 BB Mz ELE

E Tt (Rasterization) BREELWE 2-2 Bin, EPEL B HIEH R
REECERESL. NARFEIS. &. ZURE/LARTHE D YERR
AR EIE SN, XEEAREERTAEATNRTESIR. ERE. B, &
BARERMEMTIASE (Vertex)o XTUSITANFR . ARUHE, ETERL
Y ER BT LA B T SCE MR ENEE, ERMEDREFREEN NN
F&E (Fragment). FUEAB T OANR. G, S0E4N. FUALFERE,
BN LadaBENABEREURSWERERTER A TRELHOMNEE.
BEER. FE. BHESSIAMF TREASAMEFT LXK,

KB 1998 S5, LA Nvidia TNT2. ATI Rage #1 3DFX Voodoo3 H{X&HI
B SR X R o BE, XML R P BB RIERMEERIE. 199 F/5
%4, LA Nvidia GeForce256+ GeForce 2 A1 ATI Radeon 7500 & & it Al LA
AT A BT RN TR E. X—rH, BRREEHE 42
RELABRRINTR, T—HRMERELESFAR “AEBBES (Fix
Function Pipeline)”,

ERREEAR, BXHFNFRRKETE, AEEmMERISEESHEEE
REMERAESRITARES. RN, FREOFMEXARETEY LA RE
MIFH, FREHEANIER LSRN EAWRMZIEZ R AT K. 2001 FEM
2002 £E47], UL Nvidia f1 ATI ARKRMER B AL R BHEGEEEXKR
KEIEATABEBKRER, TRRBHATREE, FTRERERATREZRS.
X—EEMTEFRESABRAEEEXNERLESE, X—HENLEES
Nvidia GeForce3. GeForce4 ! ATI Radeon 8500, 2003 4E Nvidia GeForce FX %7

19



HyF RHEAFS783

#0 ATI Radeon 9700/9800 B 4@ AT T A M 5 Tl wizae 1. EEmBERE
£8P T KO 6 FR A0 AR AR B R el TR FE - (vertex shaden) U, A iMIBI R & R4
BB 1Ed R TR T (pixel shaden) Y, EEERELELANHEERELESL, W
B 2-2 EEEER. ATRTRAET S 5 oA 5] L2 sl R 75 f b 38,
WRARMER, AR TREFERENARERAELRER (Shader). AR
J& 3k # GeForce 6x 7x RFIFIAAM AT ATI 5xx ORI BEHRIEET RERT
BERINFRERE, I NREELEZENREAR “THERREEL
(Programable Pipleline)”.

A[4F2E 5 (Programable Pipleline), & B X, MERELTHF LR
AR . AT LLEE Y GPU FHE EBHITREN TR, REH. T8
MEREERIR. EABIATRECRNGEECSE. NAFEREEHT
MREHRRARITER TE, GEEARREAMEATTE AMEERHE
ITHE XGFER, XAFUKERMA T RS L.

Z i, GPU KRB ELREAME T KR M 2 BT LI niF H i &
BRMEME, ALY RERZ T 2R shader KT M.

MEBATRERIOES, BELEBORFTNERERE, TALEN
F B S — R A B T E AT, RREMT @R, W Nvidia G8x
AMD/ATI Ré6xx. GeForce 8800 GTX R T A —E 38 %EH), B 8 AEHE
AR, BMEAREENEY 16 MrERLES. EHRITREE MR,
F—& B N E R R EMER LRI IZEIT VS+PS. VS+GS K4, &1 EBH
BT UELELE RN S E THITOEARLRRIESMEE. FlnER—n 8
B. FASERE 1 4T VS+PS, HEEEM 2 1T VS+GS, EABEM I TL
FRIAT VS, EHEIEEM 4 TERARMIT PS, FRARESA VS, PS HEEH)
BREWHME 80, HERLEEMMEHNLERE, BLRAN AR
ITHHER . ST BRMERAEENAZ “SIRERTHE (GPGPU)”.

£ 10 &, BRERHKE LW TERKRERE: Tm-Setup- 5 F/L503E
BEL i H-RERE, BREED EEAMRKN, S—RFNEEEHHIHES
X T BENFHIE S .

222 ShaderiEE

EhxE, BEEABRENESKELBTHFRY. BXRERS, Flulh

20



F_F WRING

B4 3 (Texture-combining) 3, K& E [F E L REHIE & (Pipelines). T JmFEE £
(Programable Pipleline) HtHIR, FERFF R LB FRICHIEE EMHEEEDX
BEUHREETER. BB LRE, SBREMNHEESRETRRNOREE, £X
FRAS, ENEEREXRDNRERBESHEEAUERESH LRE T RAMER.

AEEREES, MARFERAUNMKEREES, FUT/LAME:

o HEGAH(shaden)BIT R RN R, BEESTUMBSTARE. ¥F
EERPEAMARTRT “eHFLKNG? 7, 3KE, FERENE
BEARERREZRITEFR LR BEXEE.

o mIFHRTANMURBEHPITRELS, FlmEmbitsie, FER
B 5 FH B Z IR,

o HFEMAMNARKESREERHHFILMEM. XHHAFETBHRLL
AmEMERR NTIERAAIRFNEGRSE.

o ARAEEHENEARENRILHRETERSEAT ZHTEE.

Bl AN B REEIESHE: CG(C for Graphics)s HLSL (5 D3D &&1# /).
GLSL (5 OpenGL 4& /), b GPU GwiZFrA Rt MFHERES . XEHH
EREFRETRIARINAERS, ST BMAREEITURMHNSEREF
HmERIBEMRLN GPU REB. BERAMERF AFHXMESBMRHET GPU
w2 RIET GPU EHHIEKS) 7.

23 KRERI N 4B

JEMBKEAY (Nlumination Model) & it EHLEIE % o 4 s E SC Rk B T O LAt
FRERRE D REIREM FADCERE, ERAEYENEXEE, HELA
YWHERE HE— S ERARERGRARNEETEAR,

R HER WA T L, BETCERE D HFH KL 2RERH
YEER, SRR RETABYEMIALEEFR S4B EACRER, B
FERERZ HAWER, W Lambert & R 5T EEBER, Phong 4R R 5t BHE
#, Blinn AEEREE. YEEHNEETYESPHOAGENEERBRERNE
& e B R BERE!, 0 Torrance-Sparrow :HB#A!, Cook-Torrance
HRERE,

55, W EREBARRMTEEN AR R, BE UG LRERIRI S
FREREAER! (Local Hlumination Model) 12 FXEB#EA! (Global Hllumination

21



WA TR X

ModeD. FHH)#, RFEBERRETHEEARTLAYARE R LHEAN
BRESLHAREREREAR: MERAXBENRMIAERHAREBERKNL
fe, ERALAEEMTHE R RHEFSIRNAEERAER. £RERIImEKEH—
RERY, IRMUBESHENER x LRETHINE, FEELEBAAIEEZANR
MRS —NMER . BRRANEZRERMNNEIE Z AN RE, TEXE
AR ARk BRIE (St REHOE) WEBERE. REEHRNEE
MERXBESE, BHEEEMAZREEE. TRBRHERIE AR
HEhREEEREY, MAERENUSERARHN S LY & iE L ERER
WHRS. Kb, BEZNRHRABEEBRE Phong PR LB HERIIY,

LRMCEET L A RHARBEY, MYEELEERAMRRRERKE
BREE TR AR Whitted JE BRI NDGRRE M B RS B RERL,

TERIMEN SRR ER R R
1. XA (illumination model)

BN R LR SRR ESR, KaELNRE. 5. BHER
AgE. TR AMERBUNEREL,
2. HRIHEEALE (surface rendering)

B CRER P EDGERTE, BES R PSR ENTEREERESKLR,
WA EL S
3. ¥ 3F ¥ (ambient light)

EEANBER S, AGRREN—NEENRTE, FURREN—#AR
FYAREFT=ERRSEE—RH, F8HIF5E I (ambient light) E Fit. H

o R2RERHNICRK—FEM,

o LFERTE YA HFREMASTENRE;

REXRTENT:

o HNHELHBRIEAFR, SWEFREX;

o HZ¥ la RFEGFRPAHFEAMKA, Wik RS NFEN 1 HiE

it E AN
I=K,e1,

22



BoE HRAANY

« 1 =«
m',_."s \ / I*’

23 HEHRTEH

Kb ka RIEERHAY, SWhREHETHEE.
4. ¥8 K54 (diffuse reflection)

JCUR BB S EY)A R E = £ 198 R 5T Diffuse Reflection. 18 2 GTEAS BN
I, Nit#F0 0, MBRMERHAE A KA (HBFRBRIE diffuse reflectivity ),
ERFCENTEAR (ZAFKZEH).

1) 45 = kyI,cos® a5 L s =k (NeL)
It AN
.".‘..-.._._

K 24 BREATETRER

1% R 5T LUF JUAMSIE -

® BRIE kd SYERIREETARX;

o it HEGEEERE kA SHEKRAAMELX;

® 0 WASAERMERBZEMLA, \SHAMD, WEREHZ IR
Z;

® UHAMAO K 0~90°2IE, sMEABRERE, ¥ cosd HHME, MKk
BATREZ)E:

® TRIMEOLS SR RINIRE S, BE-ANRENEBRHEER.
I=k[, +k,I,cosf
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WA R F B AL

10090069
| 00009
1 000099
"1 000009
| 0000009
| 000000

0.0 b

00 02 04 06 08 1.0

B 2-5 FEOLRIE RS

FRE#ERTE—ASOLRT, LB RF IR SIS R B R,
AR RRERORE.
5. Bl /&4 5 Phong HEHY

(1) ek

R THCRMARESEEN M T | LA, XMIEFRAEER
5% (Specular Reflection). 23R 45 R 0, e GEim aF MM —MCIREX
W, ASHER2 A K 2 B A R .

M 26 gl RAHHREE

MEERME (BT), RBERTAAERERMNE, B o=0; xfdEH
BRHE, READTHER ABNHREEA.

b 111 HRS T

B 2.7 ARM AR R CRK R EE

24



F_E BRAANYG

(2) Phong 15 %!
Phong A R HEBRHFMELERER, HEAXWT (B2%HE 2-6):
I, =W(0)I,cos™g;

Phong # %! B H W0 T k-

o BHERAHEES cosp BRIEL, o 4T 0~90°2 [8];

o BHRNSH ns 5WHREETMER, KBRME ns BK, HEREH
ns B/

o FEHERMAEAR WO EYHREMFMEX, FERAS A6 MEKH: BEH
MR 0 AEE 0N AFHARMERRY, L 0=0°0, 44
% IS e PR E R A

SN TFHEZAERRIME, WEOJLFAELR B o ARTWBAD, BHknaril

A— MRS R 8 ks KRR

0.5

B KD
%0+

B 28 FRAMAEERHRE WO SAS A 6 FIXARE
Phong EHI R HEEMRERLRA:

L=kl (NeH), H¥ H=(L+V)/|L+V]|

HRXARE. ENEBLEBYHRAEBET, JLHAN LA VELER, X
FIEFm, A HBER Phong EEIHEE /.

25



R Ras O R S TA'S

P 2-9 Phong M1 51
6. ZHIE
XA FRE, B8 REAEE LR RRA:
I=loy+1 +1, =k, +k,,(NeLy+kI,(NoH)"

amb

BEFREZSA AR, DERERCRE &R LR BCR KB -

I=1y + 1y +1 =k, +Y Ik, (NoL)+k (NeH)")
i=1

7. HIBFES
BRI SRR RAETSPAEEN, KEEBEET /42 #MTER, d
AXELEIHIBEKE;, —MNERNERERA:
1

2
a,+ad+a,d

EREAEFERNESCRBEEEAKA:

f(d)=

I=kd,+> f@)LIk,(V-L)+k,(N-H,)']
i=1

8\ gﬁ\@

F RGB &4 ERRFNFEREMYABREHE, HRFCBERTE RS
£ RGB 7 B;

FHE—: BRFHREFEA=ZTAE, ik ER RS REA KR, kG kiB)-

L=k Jy+ 3 f@) k(N -L)+ky(N-H,)"]
i=1

HEZ: WA RHEE X8 R TR &5 B8 E M E (SR, S¢G, SaB)FI(SsR,
SsG, SsB) , MR AFENHEEER.

Iy =k Syl + Y £ alkySs(N-L)+k,Sa(N-H)']
i=1
24 RRREHEMA R
B (DOF, depth of field) BARMHRAH REHNETHE, ARHIE
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FFE BRAUNG

MR RGe, B3RAWEREENARMMNRES, RETUNNDEELTRE
¥ (focus plane) L, BHMLEMMETME: fdTREFEZINDE,
BBEEMAE. EF (BT WEE. 52, URYEXRRE T DG
MEHRE. R, BENRLRES, LFBRIARHEYR, BI5R
BB EHREEWK, XH, BMGREMUERABESE. AR, FHRDERH
HIEERRC. MARKRYER, AHTFIGRANERURERENRL RS S
BEHERRERY, BRIROELE. TRE.

RED RS SR R BRI EM 3D A FEELBHRAL—. B
RIEEFR. VSRS ENBREZNSRNATEEERNMA, ER-R—MHE
RIBEYAE LR A KR PR — M T .

BEEHEAR T LR DMEHRITEEFRONR . SWEEhER R
(TEER, RITERXHN, WHERF LRGBS RESS), HE&LHEA L
ViEERLEREN . BEVIEERNE REAHERITEZA TR, 8
RAREXFESHE. FENBA,

BHEMKEFETRENEISRA+. Fl, RRMSERARKEIHEHN
YE—MEITRRE BB Y. B A KRN, BT ERRITERExHE,
REBFHMYAE BB KT EHRBEY. b TEIEMRRARENA
R, REAFEEIERNEBRERRELRE.

EZEZRTHNAF, SIEH T UARA—NMCERESWE, R0
RPHEBNETHBHNEANMDE L, E-HFR. BEREMIEET, &
FEHEHNEGRRACURREERN, HHEIEMEGRTLIREHIE
EREMZHESNE. FLEFEHT LUEEHA TR . -

HASEE I B

it

2.5
251 BYSERMHS

IEJLER, ®EhATEE (High Dynamic Range, HDR) BAEHEH B %
BRI SR IT A EBRMLHIMNA. HDR (high dynamic range) 25154t
1 LDR (low dynamic range) #%T#, LDR ¥ 8 frgis (24/32 (i
B/H %), HDR XHEFHEIRE M EN RGB UAEEEALFEIES SR
REHRERRRN, SEAERTEYN, TUXBFANECENESBHE.
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LR s DN e VA

HDR # & & High-Dynamic Range (Fz)&EED HHES, X&—1 CG M&.
THHEYERREBEIRRZ A 8bit(256)4¢ 3k 16bit(65536)% K X 7+ BB IR E /I,
EXXXLES/LHHREREALEEEREL BARKCEER. T HDR XHE
— R HRER RN, ERNE—MEERTEER RGB FRM, EHZAK
LheERER. TENEEXHENMERE 0~255 WKELEH, XELHF LA
B RE—TABENE BREN—NERMYEZ B KECHEEEREEE
BrER, TEEdT 256 MEal. Bk, —kEBMARREEAFELEZAE
FMARFRTT a8 2R RFRIKE/ K, BRABAR, BELFF LA MAMZEK
RHEEART R, BNZAMEEERERN. Fik, HBHEMIHFRE
KM RIARBAEHY, TTREICKIN L FHLEFRM. B2 HDR XHF
HEREFEZHRERGR, LEGRABFMER.

—BRGREERMREREMR/MEZ LLBFRAF)ATEE (Dynamic Range).

7 XATF:

B REEILA B3ET, NBEEZMBXEEN, AREESFHDENIIATR
BT LLX 2 100000000: 1, BMEAEF—MENZEAN, AFIRT, ABRERESH
10000: 1 FEEEE. AT, FAETNRZREENZEIATEE L 100: 1.

252 mEhiScEE%
2.5.2.1 HDRI 5 HDRI X4

HDRI £ High-Dynamic Range (HDR) image H145, R—FE=EREIEE
ME®, EHREBANBGEEEARENEELSE MAEERTENHR
5#£g0ERAR, PRBIFESEMT G RERFBESE 8bit 2L 16bit HIHEG
FRA, MRAEENNWFREFRERER, ETUEERTBRFETHE
AER, ELRATTLMERXMESEK “BRE” %, HRE HDRI XHRUE
FEREREEN, BIMETURAEEAEERRTERN 5. XERF—
T HDRI 52 REHMKX A, £2REHENEEST 360 EESHRNLERER, T
PLR JPG #8350, BMP 43, TGA %%, BT Low-Dynamic Range Radiance
Image, EHFAFENLRBER.

HDRI XHR—#XH, B4 E hdr B tf iR, HEBHNEIRELRE
B, BA—ER£2RE. —% HDR Bf, iR TTTEH 256 MEAH LR
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BT BRUINHN

G RE A, B A ER R LR B R 7] LUXHFAE% : 7 photoshop
BTN ERFEESMSMAE F, G500 A ERTHIBE T, B,
ERMR—F AR, BAEZ Y. APUREHE, ARRARIEAGZRAE
me, FAX2REZHAT. BWRFA—HREH HDR LRHIE, MR
BROLE, BRADHBIBXENESHHT. WTHE:

B 2-10 BRLRHIRA KB i

s,

2-11 B ERMSEE A
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AR AR S

B 2-12 HDR Bl A
2522 BIHATEEEKRIKE

i, % HDR MBFRFERBLHAN 77 FKE#ITH, &5%&Z HDR B&RAIIK
H(. HDR BERIZRIE BFbi2f%: H4E LDR MAENLBE L, REET —E
R4t 3% HDR B%. 5—#ia%R, A% LA HDR HEHLE S HDR B,

MFE—FMRENHRZAEBHERWEREARITIEM. 1997 4, Paul
Debevec F AN TR PRR T malAEEMN R, AFEERAF LA—D
A MG ZENT], F3 PR BU T k. 2003 4E, Robertson %' \7EFA %0
KETERE T RANZARE. X7 ERERRMNESCRTHE HDR B,
BN R AR — AR R A, RREHNEGTFS, EREREM. UER
%, MA7F S K HDR B&.

B Mg R EEA HDR BARHLAATLIEE HDR BE. BECEH P
HDR BEARHL (IMS-CHIPS F1 LarslID), &7 —# & it & B1{E3) S TE B A8 Jenoptik
Cl4. NBIEZEHFREHE AR TR MR RFDS, RATHER R 89 BASABHIAE
BREIWSEEFNEISEEEE.

253 BEISERRASEK

ERZAREREAKY HDTV, BESEBRNFRM, NOHKRIR WER
B RIEMRRAE TR R EEE I, HE HDR. BEEBREE KR tt, &
FRE AR EE A TR AR . B, HDR E2MATR I —Ki
RRERFHEIMEL —. NFROEREUSLFREHRBRIUKRE, BERER
REKRE, WRERanFREN, REMBERIFRTHE—HFNEHER
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B_E BRARNA

SRS, RERPERENE, RNEEFELHERMAZYR. FLlRER
BENERERASEERN, Bk, 2PN TEMNETNS HDR 5HENES.

2.5.3.1 HDR 5% ——HDR ¥

HDR 7E{# 3 F 4548 HDR ##2(.HDR $$ (2 &1t Shader Model LI ER1E
Zk53. HDR BIE X  A =/ 2K, B FP16 HDR. FP24 HDR 1 FP32 HDR.
FP16 HDR & RGB &N EHE R 16 fIiF S $&K7; FP24 HDR f{& RGB
FAFEEERA 24 (0% SHER; FP32 HDR A% RGB S/ s EiEXRA 32
(REI= &2

ZLI HDR # %, Hsk, WRAREBEEFRARLES, MAFKTIA

(BRRIHERSIE) BLFHRA HDRI BR TR EERAFRTR (K
3D MAX BIE L5834 ) Al HDRI B 3R, RN EF LK FER HDR
¥¥3, nVIDIA HIE R %2 GeForce 6 RIIEE =, ATI £-FZ /> & Radeon 9550
A k. HDR $8& F &7 nVIDIA #) B R 3LIH, B2 ATI B SMARTSHADER
ARG S HDR HAR, AdixF HDR NELIEE -5 nVIDIA K 2E X 516 .
BAKK) HDR BRI ERENEL =, WWHTEANE.

2.5.3.2 HDR 5 Bloom HRM XA 5% F

¥+ HDR M Bloom B AR#FEB TR . NFRZNEHEAEURKE,
FEHIZANTRBRK, ERMUINMBEARSHHEETE, BREWT:

%—, HDRURRRBEMIABEBRNERNERLEES, IMARRAR
PR, BE. RESHEREREFTSAEFIN; Bloom FEMEY kA S
RHELE, MURECBREEREIE RN, RiEkEFEENSEN.

%, Bloom R X% HDR HATLILH, (2R Bloom BUREBRZMRE, &
- H# 8 il RGBA, T HDR B &% #%]32 {f RGBA.

%=, Bloom B RKILIREH, 1 H Bloom B REAZEREIHIE I RS,
EZATUZE TNT F L%EW bloom AR, LBAXHEHBRMRE. AN HDR, &
R GeForce6XXX LA E# B £ G LI,

By bk, WRAREEESBBEHEL—RERAUEH—IREHBER. B
BRI U — AR REEF: BPEFRT, WEBEEH R EZ K
F, AFBHHEYLSRIER, BERESREE, T2RRATLPHEL—H.
IXH R HDR $B . T Bloom B ELMHNREFETHEASBASE, FE
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R R O VA8

R AT AEH.
26 KE/PE

X—E, RMNEENFCEEERMFREFANERMRSS. 5%, &
TR NB T =442 D OpenGL Fl Direct3D LA R EATE 18 45 % 57 R F
WIFFIREE OGRE; #:&, RAINA T B AH M K B & GPU 4 f2 57X A i Shader
EE; RINSENFBTARBER, BE, BIOINEHETEEH. RENSIHERK
BEHETTHE.
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=T WHR5IERN

F=E IFNEIERN

3.1 5 BRI 55

FREERBET BT RERFEAHEAFAFTHESR 863 TH “FLEHER
AHERFERBEEARR” b “EMNFRAELHAR “Ba. ZHETRT —
A REILE M% =R G BRI, BETRE. B, Y. Al FRiEE.
EREYRESR, FRTUGRFREZRHINEFARCETR, HFELHATS
BERMRHREZ Mg R LR

E—PFEEHRTRAME = F kS| BEWET, ERETFEMIFIRTI
2NEES 2. NE=HHFR5I12 R OGRE BSIZMEM L, 44 Newton
Y5 %, OpenAL FRGI%. OpenSteer 1T H 5% LA & RakNet ZTFRT | EME
WM. BARMEREHEWE 3-1 FiR:

=PRI ' b B

DMFHEZR

Ogrel8i} | RakNetid | OpenSteer| OpenAL¥ | Newton
5% ®o|% T H51% ME1%E | PsE

L diE

B 3-1 BESIBEHE
KA ETHFFESIZE: (1)« OGRE, OGRE (Object-oriented Graphics
Rendering Engine) £ —HKHAEMETETFEH—PBAMBERELSIE, XTF
OGRE A7 2.1 FEMT 4 1%. (2)- RankNet, RakNet £—/METF Windows
0 Linux BER S, WEHHERATIMIZETI% . RakNet IREt—H ML API, W SLHA]
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ARSI 2110 3

19, HRFH UDP i@ {5 F1%Z T Windows. Linux Fl Unix ZZHEEIKMERE.
E R AN AR TR 2 () #EAT P48 815, RakNet B/ FALMMGENA, BEE
EREH X METFRAIFF K. Raknet AR T MEHR—REFTFR, TEAMLE
WRHIRFER AL T — 55 AL . (3)s Newton, Newton Y)EEG|EER —FH X4
B RALNERANGEMRTR. CRETHREE., mERN. IETHES
MIaE, R—FDE., PoE. BB TERNYESIE, FEtEIMHE
FYUELE YR, (4). OpenSteer, OpenSteer & — N Nk HeMig
SFRUTAN CHIREE, EEX TERAN—LERIT . B, BE&. J%#.
S8, FINE, RESHXETH, TLUAERASIBREEZHN ALITH. ).
OpenAL, OpenAL (Open Audio Library) 2 Z 3R MHH— AN kFED, ARF R
REFFEEAELSBERBEINERTIE. OpenAl RE=ZHIREPER=E
EEN—-MEESTZE, EBYE, FESTHEA, ERRAME LS OpenGL A8
L, EATNATZHEHER, BEMRTEEHTERERAIITR.
FEZATTRS IR EM EE K DMF ERERNRENELE, ATHE
ERITRAESR R, B4 DMF BRI RA T 4 EWE, WA 3-2 Fik.
mEETTUESR, RRENAHEZ LAY DMFCore M 24 H TR E
DMFTest. %EHERNAHAET EMTFRGENS, XBERFLWMIIL, KibF
RECBHENHMETFREENATRES. BERLEMN GUILAN, ATUXHS
 GUI FE, 1 wxWidget, MFC, Qt%. HRITHH Y H%RHmE RN MFC
YE4 GUI SR R . UG tn R FE#HTH P & B ] LUR 5 F R 83| wxWidget

R Qt .
g wxWidget' % Mrc] :ﬂ
Er:;;\hrdg;t—}

= 3 i
gDMFAISysteﬂ % DMFPhycicsSystem’ &ZDMFEffectSystemé % DMFNeLI

 3-2 DMF 4+ EAEZE
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BE WRTIERY

DMFCore: Bl DMF HIZ.OHZEURERE, FAAEMEKXNIKRERE dl
FAMNRATERERECBRT FEL.

DMFTest: B&— AT BEMLRETILRHIE.

DMFPhycicsSystem: & DMF HEZE 4 T X ¢ R 48 F NI A Y3212 5h 1L 59
FES, FELIMTREERGFHRAERR .

DMFAISystem: & DMF S Al FR %, IR THRALEREAZNR
GiUEH, FEMT DB, RESEEITA.

DMFEffectSystem: RIELF RN F RS, LR T RESHRAEE KK
B, FIRREET —LanBiE, N, 2B, WHSBERSFmE RO,

DMFNet: & DMF M4 E, XMHEET RakNet &K, % DMF
ERXFNEDRRERGETEEIHF.

KRR R TEA RGEEN B ER, B DMFEffectSystem
B, ETENETRINE AN BETH=ABHRRE S,

32 ARBAESIEHINNE

FRBEEVIRT B3hA T8 B BUR DR R RS 3 5 R 56 iR
Ko FEARBLIAMRERI B MRS EERN— MRS LR T
MR, HET OGRE 53/%JTK, LT DMF R+, LUEHRIFERE
DMF HERF LI (B 3-2). FTik, ARBEIEPHLEW T EHAR:

EPW B R

s :
295 | mwer | s |
prr | bk | gor | =RE

| e '

OGREE¥51%

Ui T il it i T e

& 33 FRAG5IENXFRE
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W B I AT 3T

3.3 RIRARIN K E

FXERT LR AERAAR. RFERUHEHERESF, FLAT=
HENEEHEM. WmENARIAMTERAR, TEHIRAXE:

Singleton
| Client l
Effect EffectFactory
% AN
HDR DepthOfField MotionBlur| |MotionBlurFactory| | DepthOfFieldFactory | | HDRFactory

......................................................

______________________________________________________________________________________

B 3-4 RELIMKE

KEGHERFBERLXA L BARMBHERRLIN. BTFERLTEL
="M, —RE3A7HE (High Dynamic Range), — £ FiFEHL (Depth
of Field), =&iz51EMH (Motion Blur). {fFAHMHE (Singleton) TJLAMRIET
JReRME—; FRI FERRIFIEANTFRMNEEGE R, AT FER
A BIE)E . HDRFactory X HDR X% #1612 ; DepthOfFieldFactory ¥f %
DepthOfField 31 % HI1612; MotionBlurFactory X} MotionBlur 31 % #8]2 . iX#E
ALERT RE TED, fINMERUEELH AR, TUEEAKT Effect
%, BEXMNHT AL,

34 KB

E—BERBIMNARBBERTHMEN A, RIEREHT —MERMIE
R, HEHEMNOXAEZNGRERTIBERFTAOLE, HRRIEBHEE
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BZE WXRTIERM

THREHAT T v, X0 REFHEAT AR AILAT ST E AR 04
FFEKELIM. #E, BAX DMF ERNBHEHETTNHE, FENBTE
XA SRR PN E. AEAMNETE, SWHALYRN=FFX
S RIHATHBANA .
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WA BT IR A AR ST

FNE SHTERARBRREMIITSEN

R, BROEREHENEREFLERUNIS, LERETENIR
F, ARBRUATDH, ENH IR BT @ L — N E N E SRR BB
R, R, RERISEEAARA NG R TELIE, REEHE—
HrEEEZOERE, MEZERINARERNDUM TR, TEEEXZREN
Kmsh A EBS BRSISEE, MENER. ARNNEISEELRRLN
Bt 5ERA, RATRA T —F S Phong JERARR!, HLTERENRE, L
ERA—MEBH s T e ERNE.

4.1 BHERG FEIERBXAR

HDR M S ERLAEFFRENFEE, AHFE LM TR EG3A
TR AT, FZILAC R fe%i it LDR HIBLSL IR & X Fh 5 X b B E# (Tone
Reproduction) B2 15T (Tone Mapping), BRE—MHFXNENLHENEE
EHHHERH B L RERERWEH, BT LEERELEE, EORRE RS
BE KR E (Perceptual Quality), MERHEVIRE FEHREGEXLLE. 9
REE. gVNEER.

HECHENERREEXRBGAFHMN, —FETHAZE (Spatially Uniform),
HENLRBEESARN (B4 1789, k5N BEHITHIATEE TR
B, BMEE (Pixel) LEAR—&ZHih, ¥ ihs T UUBUETR €& R
BR A A B IKE

M 1984 2, Miller 1 Ngai £APMER T BREGRERREM R, F—
KRELRHERERREETRIF L, ERARAEGRTHRENERE
BIZEHRATICE . 855, Upstill®' et 1985 SEHO 18 L2 A0 iR 30 R A —Fh A
MR, RIAT AN ERZEARPEI RS AR, HREBBARNKE
ERL, 7£ 1993 4, Tumblin 7 Rushmeier 2 A2t 5 (R B L5 X BB 537 B 19
REGRAERE LN —B, RET —HETABAKRSE (HVS) RERIHE
BEGFRIELEM. 1994 F, Wad EAVRET —HEENLESRTA
EREGRNZHEEE . 2% AR ZEMAN B BRHEL, RE kA
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FOE RSHREMAKNLT LR

Bt — MR EFURKOTETHE L ENREETRIIE TR E LR
EiE.

A A AR IX H P LA Ward Larson 2 A" 1997 ER HME T E H EIA%
MHATCHERBAIRE, KEEIIARENEREEMEANZLEENARZ
gy, HUERGS RERN X RE B RBE M X 8 n R Rt
TT, APFEZRHBUINRENLEST BEE. RERH (KER) NEELEE
MEEFHAR—AERE, MERAR—RIVKELNEK, BEENEERR.
BB R ARG LB SRR AER G X EM RN FiEZ —, Ward
Larson 5 A\BLR A T XM BB EHENHR, BIEARBRTAERRE LZEEH5
M, LABEAMER, MIERXCEERAT LS. EARETAZH AR # M
SAREENEGMNEINTXKE, FATEEBGEAT. B, BREE LK.

2000 %, Scheel 5 Stamminger £ AP T HEXHE RN ARG FIHIETE
FERBAR, ¥REBRGRRASE., BI85 BRI VAR S S eGR4
b, EEGXESURMAE, B4E Ward 2 AUH Ward Larson % A28 #4
%, BEBEZENEVHRERZENE, IEFEESNTXESEYRXE, §—
WEEERIRPHITEREEIATCEBEN, THES R UERENS
B K,

A—FRZ A (Spatially Varying), &M ESEAEHEMRET (JEE).
ZREEH ST ERAR MK BHTAREZE . REARXAKRZMHVS) KRR
BE, S A REEEEEDATREN R RSB ERENE— 5 AR,
B 60 18, Oppenheim % AN PERFF LM THEFEL T —HER
ZFE (Multi Scale) ZEHRE, MATHERDBRHENBY: HRBES (FERHE
BR) fIRS S CombPihRHEAENEE ). AREAMEEERERENKE
B, TERRMIPEMRE:; REKT (AF) FEHEH>EWK. Fit,
BEREFHEARTERTEIISTEE, MRS NEE T RISER. EdE
PR HER S BHTER, HEEDSERREETRNEE T msm s,

—HF 90 FERAYE, FHEZEERELEER FHXARM HVS ERHT
A%, BEHTRABEG LRANERREUSERNME, EERERPIBL%E
FEA T E R (Halo) —H 2 B ZKE L L E 1 28252728, 1999 £, Tumblin
2 N\PHR T LCIS &%k (Low Curvature Image Simplifier), it B& AR
MEX, BETERERERE, BHESEETHEEEN, EETE.

7E 2002 ) ACM SIGGRPH &1l £, =R AEZSURFR XK. Durand
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WA BRI AT 183

A DorseyMER T 5 BRI R E R A &0 50N RULIRHERA, 4T
LCIS KikMa, RETHEEEMNESTNEEREERB TRANERNSAFE
M5, Fattal S ACRIABEES LR B G#ITE RENER, BUFBE
BE KT HEEE R, Reinhard FANPIUNBEFREERAR, BEERESRAR
X3, (Zone), % HDR K7 [A] X 3 B e 5t 2 LDR A9 % RE X 35,

42 SPSEEXBREMZIT

ENSEECERRRE T BT ZELI, Bl E iRy g —
EAMEXR, GEKHE, BEYE. SiSt. SHRREANER, BAENF
XF, TRERRZRERASRFHIUFTURE, BTG HEHEEF. &
EHE— B, BHERMNAZRAISEELEN, HRBaFAFE
HHELBMEEMMR. siAtk, BaTUsiENBENaSftR. EB83Ms
MERFHT, BNGRERFHERLAEMELEREK,

—NHEE, BEMZREEAITIRBRSN, FUTESETERRINE
GPU ERHIREHR . RERERINIFL RN RE GPU EHZE
FARBXH. BRE#—PERRISEEARRENLFRELANERNA
RS

421 HIELEW

BT GPU KIFF BR80T, RAFRULEREHNSFREARTH, BILRIIR
MEBRFHERE. ERRARESET, —ENE VT LULRA—%508REFE, B
R—EIENAKNBEERBEEAETRNAERULR . H—HH, RERE
#mE, ER—SSCENEEEERMALETEN - E50REM. Bit, R
TMAZHNERFENE, MENEITRNNIENGIELR. SHAE
B AR A B R RN T RS R B EE R BRI EFEH R
YE7E B TREAF I T 73 LA 34T

XUl E1RIL, BAIE GPU LRIEE P, FiE M BN b — LB EERET,
T B
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HNE FHSUFAKRLEN T LER

.| —_—

2D Dperation

B 41 LBRER (BRH*ES%E24)

ATHET GPU X RSB, ST BREAZH, BAMER KR
FHEA R _HGERNRAE, FEFEREEEET 2n. BIIARLRGROEHN
ERFVERERLE (Post Processing) ek, HEASGEMAHEEASHRE—
& 2D BER, HHEREGSORERFM ST T 58 605 A\ R 8B i
EINRNEHRRE. A, ROTUETERAE SR ZFOELREIZE (Render to
Texture) #1EH EIELSFL.

422 KBBIERIEGIGIT

E-NMEERERZ RPN R, 25T HRERNZL. Xk
Hfe SR, 2 EAR. B4, BIESRE. XHEBREIHE. BEITH
AT AT AEE EMAREA. R, XEEE (Mlumination Model) it
B ER 2P E R E AR L BEEURIEM E R E M FAC R,
WRAZVEAOFERER, WELAYERE LE— S ERAREREEAR.

ELZNARFT, ATESRFRERLLBRNEY, MIEELRETREALR
R P BA I 2N BT SOERKOE BRI A : Lmabert 18 R SHEEL, Phong
Fi%, Blinn #25!, Cook-Tormaee %!, Whitted #8%!. Hall #HI%E, 7B K4aE
RGP, GEXERRSLHENYVSEERNER LEHE KA, Phong HAIE
—ANTESE A" BE ERERMT B4, REMFEELREERRS

Lo
(=)

A RIZELEL (Programable Pipleline) HILAT, BAILL 21 OpenGL
&R DirectX, #Zi@idx ERELNRERERSEBHEYE, FHH, B
B (Fix Function Pipeline) RS #—/ BRI — —Phong HEI®,

WE, BMNTUEEHEEAES (HLSL. CG%E) REERFRLATEN
RAOtBER, RATEE N Z R Phong AT B, HEWEHS (emissive).
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WA BRI AT 18 3C

R4 (ambient reflection). I8 &4 (diffuse reflection) K &5t (specular
reflection) FXRBAERAKGHEYEREHE, KHAEAXMT:

Color =K, +kI + i fi(d) [k, (NeL)+k,(NeH,)"] (4-1)
i H=E | NeH —Rev, HABERE 41,
[L+V|
* 4-1 GEVE/ASE
] #iR
Kemissive R E, A — RGB fEH
Ia NS HSE RN IR
Ka DRI AR EE RN RH
Fi(d) FiMRBENRERZRET
i FiMHRERRERAGLR
Kd YVEREKERERE
Ks YivkRE I8R5 R 3
N A (xy) REYERE RS E
Li 51 A OBIE RS 5 M AL &
Hi BN R 5 BIRER & T [ AR R
T ) B T
R NI RS AL &
\% A (xy) GBS AIRE

423 REBIERA GPU LI

EEBERESR (Pipeline) &, TMAEHEIE (Vertex Shader) FR—NEE
FFH GPU LHTHRZF, EBRTEBEEERELTHZER (Transformation)
FIXE (Lighting) BrE.
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SNE "HSERARRER T LER

Programmable Vertex Path

# Vertex Shader

y

Model Space Homogeneous
Clip Space

1\

World & View
Space ™ Lighting ™
Transformation

Projection
Transformation

Fixed Function Vertex Path

A 4-2 T EFERABRES

M EERTEAANE, TimblE S8 ERARIT aEAR, HETAFEERN
KR G IRE B8 (Homogeneous Clip Space) FHITR SN E. Hik,
EE— AT AN A 78] (Object Space) Z#a BT REBIZ (6], WM THIZE
¥%). AT H (World Transformation). #HEIZ# (View Transformation) FI
A ¥ (Projection Transformation) (EA145 it FAEPE. YA MM
MERSER o

Et, —fckivf, BRONZETSEGRPEBOCRITE. B, TR
HEAENSRTHK, ARUHEAREEN=ARNBITAHT; RE, LEA
BIZAEERNFR (BR) B BLIXEEAN, wEHECREE
RPIEEEERE, XRTEEFRANESHEEERN Gouraud H6. BANEIT
BEARAEFEMAB MR (B #1TH, BRESER—EHY,

ATBI—AEF. FRHONR, BRIETSECEERATURLIEAY
A RERBIRRT R, HEENAENETRFHMENEREEELBRES
B3, BARHETRIGRERS.

THEAREABEERFAGEECES HSLS HEMMRE, KhTSELEs
ITRFmT:

M EBBRHMAGENA:
struct VS_INPUT

{
float3 vObjPos : POSITION;  // T SAEY)A% 1A Ak 45
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B BHEF AT

float3 vObjNor : NORMAL; 11 TR R A [B) R A 1)
float2 vObjTex : TEXCOORDO; // T 5 FI4UEE A b

5

MAERRNBAEENR:
struct VS_OUTPUT
{

float4 Pos : POSITION; 11 TR R FE 89 2 8] 9 ) b bR

float2 Tex0 : TEXCOORDO; // Ti i RIL B AL kR

float3 Tex1 : TEXCOORD1; / TR A EE M AR, UEEERRE
float3 Tex2 : TEXCOORD2; / MR EMKMZ T HiEmE, ULABRARE

|5

MEEEREFA:
VS_OUTPUT main( VS_INPUT in )
{

VS_OUTPUT Out = (VS_OUTPUT)0;

/1 TH R AR B 48 () R AL AR S

float4 vViewPosition;

/1 TO R A A K ) R vk ) S O

float3 vViewNormal;

11 % TH R B AR B Rk [ B A T e 3 AL B )

vViewPosition = mul(float4(in.vObjPos, 1.0f), view _matrix);

vViewNormal = normalize(mul(in.vObjNor, (float3x3)view_matrix));

Out.Pos = mul(vViewPosition, proj_matrix); /4% I s ) A2 KR FIVE [a) B AL P 45 ) 4 3 5 BT
% [8)

Out.Tex0 = in.vObjTex; / i th SUFR AL k5

Out.Tex! = vViewPosition.xyz; // i h T A AL B Z B ez, UILEERRREF
Out.Tex2 = vViewNormal; /i i T S 7E M E R P Mk mE, USERAREF
return Out;

HEEFEREL (Pipeline) F, BEEES (Pixel Shader) ¥R —NMEE
+# GPU L8, TEXB/MREBAT ML R R —MEF. EXRR LR T
B EELE LT Z RN BL (Multitexturing) BB, HRFRINEZEERY 8
MG ERNV S MR ENESRELIRHRES .

BAFREEMRECRPREALRITE, MABLLEETSENE TG
R RRNER B . 23BTERAEMMLE, BEECRBINERBER
MRELRNEDE, TARBEREHEREG. RERESMEENEE
B P B ARAR AL ) BV OB, X ARBER K Phong B, REBENE (Per
Pixel Lighting).



FNE FESURAKMAREN BT LER

R, BMNBREZERERRERGIEAR:

Color = K pyupe +h,1, + 3 S(@LIE (N 0 L) + K, (RV,)']
i=}
why
I R
016
0 %
B 4.3 ABIHEE
B BEETS.

float4 main( in float2 vTex : TEXCOORDO, // 1§ £ /LA ¥x

}

in float3 vPos : TEXCOORD!, // G EGE S (A 014 4R
in float3 N : TEXCOORD? // BRELEMEZEZEME ): COLOR

float3 V = normalize(-vPos); / #H A (xy) B AHMAE, ©hV, BENIME
float3 color = float3(0.01f, 0.01f, 0.011); // & HIK M
color += Emissive; /1 ISR 8 58U
for(int i=0; i < NUM_LIGHTS; i++) // AE LA
{
float3 L = normalize(vViewPosition - g_lihgtPos[i]); / WHAEMAF RE
float3 R =reflect( L, N ); // it EXM RS HE
float fDiff = Kd * saturate(dot( N, L)); // #5818 &5 %
/I BEE RS, Ns ARHRHZH, BREMRERR
~ float fSpec = Ks * pow( saturate{dot( R, V )), Ns);
float fDis = distance(g_lihgtPos[i], vPos); // HHE BRIk SRIEER
color += (fDiff + fSpec) * I[i}/(fDistance*fDistance); // BBFMITEBRL R
}
color *=tex2D(s0, vTex); / BJaMLLEHE
return floatd(color, 1.0f);

424 EIBEENLHIRE

ESEEBRARNEE LS RPEAMTRBEENT, BHBTEREIE

FiEE: F—HRPaURNLHHSRNRERENAY. F202, BigE
KERREBEBTRIEEH, RREHE 02255 268, EEMIIFEHEN
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WA RHEAF IO

ERREZLERBIATEENGRBE R, FEERLENREIUT PRLE
(& 4-4):
1) BEHANEGRELTEEESESF, BRAFSEFREF A4H
(Floating Render Target);
2) XE—SBIMGEHRIT /4 4/ KFE (Downsample), BI2HI7E x F A
My HmgEd 172, FdEEtTEI)SEEMHEME;
3) XEZPHBINA/NENEEHET Bloom EHKAE, —BXATLES
BB s
4) BE=DSHBINLIEHLEEHNIESE-SRINRREBELIE
Bm, #TENEE.

HDR
Scene

%Slze [ Vertical |  Horizontal |
» Gaussian * Gaussian # ‘
Frame ! | Filter Filter | l

|

z 3
o 3

-

B 44 BaETEENLHIRE
4.3 EENASSE B iR 51 P AL

424 FNBT BHATHEZENLHRE, BHRERRE, AT FHANEE
BAVBHERR T P LIET GPU MBI STERHELRN FE. H T &R RS
HISLIE0 2 7E GPU LT, ML BAMER T B %EBiE S HLSL RmEHEELM
73

431 RBYHRERESHEER

HTFEHACEZRNFARFEZERANRE, TEMNKISTEENE
K F ASRSGSBS #& ., BIZNATELE 0 B 255 208, I THRHMREES
FIA, EERATER 16 NEEEZF(A16BI6G16R16F)RRFHBIATEEG
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FNE mhBURAAKMAENRTLER

RHRERER.

B, #TESBHEGRERNE S RE—AFHERLER TS
SE LHTHRESR, FRMRA 42 THLANERELABEY. TRERTS
REZTFAANT. HTEMIRAERR, REYBEEXAFNENECREERE
0.0 2 1.0 MERFEREEHZA. Fit, XEgREENEMNFEKATS LT
WA BE, 0.0 UEHNERBERFRAER, AASHFEA B 0.0 2 1.0
HvEE.

M 45 WREETNmEIER
432 HEFHREL

AT % AN BRI Reinhard®? — 8, EAZPBEEMONBEHENNE
EREZ—, aHTENMERN, FENEHENTFIEEE, FHTEEN
HE R 8B FERER A

L= exp[% z log(d + L, (x,»))] (4-2)

xy

HF, NZEREROHE. x, y REMERN 2D &ix. 5 BMBADHE
3, BRI REGEERREA O, logMREER. L REENZEA.
FEEIT RGB /5, EIE RGB EEMANZREL,, FAUTAR:

L, =027R+0.67G+0.06B (4-3)

2R 42 BE GPU LXK, HAKES. REEMBEFPEASIMEE. @
RE-NRHEEF, RARGRER, XEMEENE PS3.0 MM LR TEE%
K. ERBEHAT, BEAERNEE TR —EhLil. FHik, ARHTU
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BRI AR

THRRITES R PHRE:
1. BB —AEREZEE (float render target), iC 4 smallScene, X E¥ESE
BERSBERATERETHE DX (downsample). HTHEHHE R
KA UECIRE AL, BRIFESRAEPRGEEARDENE/ME, B
B x My F R4 RI4ENE] 1/4,
2. B —SBHIEBIENHEIE: 64x64, 16x16, 4x4, 1x1, LAEHREM
EYRNTHRE. 23K N DIDFMT_RI6F 8 D3DFMT R32F (LA

DX A1),
3. H4%M smallScene FIRIFAME, RERBEAR 43 BURKE/ZE,
B 64x64 H;

4. RE, NE—ZHRBHEE, REERLIT—&P, BEZ Ix1, XHF, B
7 Ix1 MYEPBITHRPHRE. EXM4E/PKFE (downsample)
METET, RASIEE#T, mARAE.
TH, BINBETEAGEERERE, EMNERMINGEZEAZABE,
EARFRBIFEARF (Technique) HIT.
Bk, BRNFEAEREELAK 43 AR 42 P log HHOHE, F—ME
ZE BB TR,
float4 GetLumLog ( in float2 postion_screen : TEXCOORDO  /Z{¥ 45 ): COLOR{
float3 v_Sample = 0.0f; float f LogLum = 0.0f;
for(inti=0;i<9; it+) {
I HERARERRREEAR 42, REHH log FiHE
v_Sample = tex2D(s0, postion_screen + v_SampleOffsets[i]);
f LogLum += log( dot(v_Sample, LUMINANCE_VECTOR) + 0.0001f);

}
/1 BUREEEHE
f Loglum /=9; return float4(fLogLum, fLogLum, fLogLum, 1.0f);

BE, RNFEZBLR2. 3. 4 FHOXNQEER A TREMTE, $=
MEEEFASNBBEINXFESAEGRNAES, HEANPTHEREGRN
PO E R ST RE -

float4 DownSampleLum ( in float2 postion_screen : TEXCOORDO /8 4R ) : COLOR{
float £ sum = 0.0f;

for(inti=0; i< 16; i++) { 11 3R R AR R R GRS
f sum += tex2D(s0, postion_screen + v_SampleOffsets[i]);

}
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FNE mhEUHEEMALRN QT LEHR

f_sum /= 16; return float4(f_sum, f_sum, f_sum, 1.0f);

BjE, ATEBAR 42 X FHREMWE, FEZBRIT FHRERMT
HEPR, FTEMUETENERM exp0ZH, BHREGRELI - 1X1 X
NIBER ., F=MEERE G RN R,
float4 GetAvgLum( in float2 postion_screen : TEXCOORDO  /S(EEM4FF ): COLOR{

float f_sum = 0.0f;

for(inti=0; i< 16; i++) {

f_sum += tex2D(s0, postion_screen + v_SampleOffsets[i]);/ 3BT FA¥ f M {E#1T KM

}

f sum = exp(f_sum/16); // X RFGHMERTE), B exp(iEH, BEIFHREME

return float4(f_sum, f_sum, f sum, 1.0f);

TEERTRETHHERE.

(a)64 X 64 (b)16X 16

(c)4x4  (d)1x1
4-6 REVHIRER
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433 ZREMERELLIE

FEELGRD, BTFREEXSEARFHBESER, YAREMEED K
MERAEAROHI, BESRYENESRBBTER, FHEEERLXH
BaPERABEAEARNELRYAR. ERERMIMLET HEARE, AFE
STARBATHE AL TR, FE e RIB A K FREEH M LA 5 5 & sk
. BEEAERE, TEEREIEAT BHATEN SRS MEENE, B
EESRSTRHENEN. FUERTRIERITEHTRETELE.

RELENHELRNT:

1. BENMEENEEEALAR 44 (434797 #HITRE;

2. RERME ¥REEEEZREUEEERRXSE;

3. BREHTH—LLE.

BRI, TTLUBERIFRA— N FRTT X BROELER, SRR
AN RN E G EE R TRA . SIEMEERUR AE R IR TR
PATREE « PATHERA B 75 B0 if [ B o F R FR BB TS R (BAGLER ). 24 i
WUERMTEE. BEEZHAEN, RIVAREEZHNAR, X5 FNEH
ERRIEL. MERSEHERNTFRIER, & & mREEERHERME,
WFEELE 4 FHLAE. STTFEE 50X50 MERERAR, H T IR E LR
BMRE, RAIFBAIEL 2500 MUK, X3HIEXERKE R RIEE R LR,
BREEME, BE— P ERE RIFHER PUTHER, TTLUERITRE
BERPHMMS. S mERIEHEEN & RDF 2d, st MERRIE 100 4
&, HEEFE—A 50X 50 MREARY, AT B RE M L RERIRHAT

SFEERR P ERRN T RO EMREHRBRNTTE, BERZLELAM
MR, MEBRESANH LEEBT. EXMERT, — nXm MTEHNZ4
BB, BEEELABEMHHE 0 m B—EER., XRKHED TEHEROTE
Wi, FTEHEEESNATERMA aXm MER, BREELRFEE, AR
FELE nm MEEDPN B8, MNERPHENEEERBREFMA 0
MR, QIR TEER. F25, MPRIEENBEHREES —RHR m
MR, QEBRAERENEN A, o K m EFENEMETREES N ER
MEEE. RINNEEREREF—ENERRE, FEAEDSETULH. BF—
MEBRI BRI TR T R RS LR, RATB AT LMERBAN— SR EE
ERIA TR SUES WA —ERER, RITUCRFEEFH AR 4k
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FNE FSUAARRERN LR

BIFAR o

TAE GPU _LATIERBISURMRIE, So7E —IRB LB, RG4S — R4
EEBE—MER . BRI ESEMERNLEN BSOS, ETE
BEORBEMEZ MBS BHFEA L. MR GPU Rk —B+ A A MH
F, —MERRBE— R MEREFIT: FRBEAEMHRE, — KR
BN HEBHHESE, E/LMERB LR R, Bit, BI1%E GPU LRATHE
AR AL B SR SRR, B S x 7 mxH R RERT K FIE s kT
B, BXNERNENSEE y TR TEERER (EEER), XHERRITH
BIREEAMR, UERYAEPREHES .

Al 5y B s A B R B B 0 T

il

(@) KTFugnt (b) EHIER

(c) &R
E 4-7 W EE g

A BTSN EAERES HLSL R, Ul x FEAE, yvimERE:

/1 Pixel shader
float2 BlurOffset = float2( 1/1024,0); /iR{ELUEANEE
float PixelWeight[8] = { 0.2537, 0.2185, 0.0821, 0.0461, 0.0262, 0.0162, 0.0102, 0.0052 };
float4 ps_main( float2 inTex: TEXCOORDO ) : COLORO{

float4 color = tex2D( BlurXSampler, inTex );

I EERE RN LA RIRRE, HRUBE

for(inti=0;i<8; ++) {

color += tex2D( BlurXSampler, inTex + ( BlurOffset * i ) ) * PixelWeight([i];

51



A BRI AR 3

color += tex2D( BlurXSampler, inTex - ( BlurOffset * i ) ) * PixelWeight[i];
}

return color;

RESELIEEEFFAREEDT:

(a)#MEiLsE (b) /K F # i ak is (¢) i H m ik
B 4-8 Atk Bloom AbXE 45 foR 1

434 BHITH

RN RHEE —NESHE3)ATERET HDR BRMENTE. £9EE
kREH, HAEEREALHARKOEERR . EEER T EEGRER,
R E RS (RS T AR — R AvE B E G B &
Bz P LSS TMME AT E. ARTHERFReEE, QRN BT
AR EEERAAN: U, BREEREENREITRESESHRER
X FIBE X A48 .

VR RV H 25, HDR R SORRER LI B i FRRESN, R

ETETERMa L.
L(an’)=w (4-4)

Heha B—ANKBRE, €02 1 21 (—REENZRENEM 0.18), AT
SEBEENES, o KR, KREER, HREMR: RL, Fadilh,
MRV RAR, 357 A .
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435 BNEREITHE

ENEZTESALRANRENEHENRY, 2RANRE HTNIE
BELSHXAR R RGERE R, SERNBXALRERE R, RPEL
NS R €

L(x,)
1+ L(x,y)

Ly(x,y)= (4-5)

i kB, BRMBREEGEERT RS UL 5, KRNGEEESERTX
41 5. ERIEREMNREEESERETUERNEDIESTEH. BE, AR
MFENGRNREHTES, RATUTARK:

L(x,y)[1+ ijC’L)] +0
- white -

Ly(x,y)= T+ Z(m.y) (4-6)

Ko L, REBRSHEENGEE, L, B&EKERE, X&—1 HDR{E,
ZEEKXTL,. WEREHSBH LA, L, BEER—NERE, ATE~4E
FItsRE S A — T UL BREE, o VBEXE, EGRAEELENRHN,
AHoREAREFME. Lry)REAR 4-4 774,

B2, FNGEEFEAN RGB fH, AR 43 BALRNREL,, RAERL
AR A2 HEHFHHBEL . BEAR 44, FALALAEHL (x,y). &
BERAR 4-5 HEAR 4-6 WHEBFHE, XMERFETUEERE EERE
Xf N B B A SR

BEMEZMNELERIES HLSL REREWT:
float4 ToneMapping (  in float2 pos_screen: TEXCOORDO ) : COLOR{

float4 v_HDR = tex2D(s0, pos_screen); // B ZE RERHRANZEELENHE

float4 v_bloom = tex2D(s1, pos_screen); // B i% R E 7 bloom 4B 5 HEE

float f AvgLum = tex2D(s3, float2(0.5f, 0.50); / BB %5 R FHEE M

v_HDR .rgb *= middleGray/(f Avglum + 0.001f); // A3 4-4 HIv+ 5, RIEFHEREHITHIK
I ERERNTE, ¥EsHETEARRERRE R BERNEANSTEE

v_HDR.rgb /= (1.0f+ v_HDR);

v_HDR +=f_bloomScale * v_bloom; // §7E 5 Kb 2R BL B 2I#Y bloom BN L

return v_HDR;
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44 TRERSHH

TEEMNS B RGE=EREOR, I E#AT 24, BAE IBM BB T4
Wi ESEBY, BETIIEMRIACE N: Intel Xeon™ CPU 3.0GHz, 2.0GB HIATE,
NVIDIA Quadro FX 3400/4400. #{E& %A Microsoft Windows XP Professional
(SP2).
BMNHRREEFAGHER (Tone Mapping) i A B304 76 1% S w54 Z
RAIEEHEHETIESR. LREFNE 4-9 Fir.

(a) &iuA HDR #IFL KEH IR (b) A HDR 98I K HIR

(c) A HDR fF A £ (d) hoA HDR KR K ER
E 4-9 FEhFuEAERLARER

BN BEHECHGROCHER, BZONIRIESCENEFRE L.
RERMATTR HDR M75R. M5 BERBIHELR LA B HDR MIRIME
sy, AREMEERAL, RETHELHELZHMY, BAETHMHE,
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FNE AHSURARERNETLER

SHT “RATEENRRR” BER, SAMFREIZHELE. £XRITE
HDR $8(Z Hj R EEF LI PR R, BIF/E HOR A2 B HI T LB EIRIIR
FEME AR . XUHETS HDR &, Sl E AR E &L TR %,
DL B E MR AR T AR E, X ELREEMmER KRk
K, BT RXOTRE.

® 4-2 IRGR
% HDR 3E HDR
L] 66.9 fps 100.1 fps
T 66.5 fps 100.5 fps
BIR 60.2 fps 90.3 fps
B 67.8 fps 103.7 fps

ETHRsHRRTREREFTERIS AMEEIHE 10 TE4M=A
FEF. RARIDSEEERNLAT, RMNKFIWETTLUIEZ] 100.56ps B
L, EFFBESEREEEN, FHMBRHEHEK, EIRF 66.5fps, KUK
ATEIR T 2 1 R il XK SE I PR SR AT

45 KENGE

FEIENMPT RHECEZRERZIAR, BENMETHE GPU L3 Phong
ABERER MY R, BENAT B SEENXREAR - —BH ERKHEXH
RUREATTE. EHTOHRR N, FEEGRERZERBERFRE: F/D
LELMERF; BREGROFHRE; #TREIRULARTERIOINEER
RABR: HERHELEUREHIRLABMBTENEREZRRH BT ER
HEHFEE. B, FANETRIZFEELZRELNASSR, FAXRE
R#ATT 04, HRARMNM LR T ERE ML .
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WA RHEF B4R X

FHE FREURSR

E—FNBER M A EE GPU LSBT 4 Phong ALK B, FH MR
MHBEENAEELRT BISEELBRSE. FR, ZALEER. kRt
BRGERREEHRRARENT AFRLRMER.

FEBMABBROBEGIE LHR, HENEEREER S5 FLRGIRE
BATHIR, ARG EAE EIR B —ME vt BN =485 SRR o L i H AR R SR
MBMEE. ZEEFAT MRT (Multiple Render Targets) HA K GPU {17 4%
R, EERMNEGREAILE, Fal TREMEEENESE T, FREHN
EFHESREEMBR X ERIER, SRR RS E G EE
B#EHTRE, EUHRERR, HU-TGRARFENIG, BRTARARE
B B SR BOR

5.1 FREFEBRNES

ZHEVENEEREEE AR ILBAIER, WE s5-1. BEGLE
HHLENLR A, BRI R MK RE — RSN DML, BAXT =M
USSR R, FHEEHARAIKNRRRTAE, EREEEAEMSHE
RETLEZA,

AR T

B 51 HrLEAER

NEMERZEATAE 5-2 Firm@BEEallIeR, ERHE KA.
MR O KEHEAEREI L BINABETER 1 BHREES WEw,
FEv X RMBOEH 2 5-1:
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BRE RFHUERS

111 (5-1)

M
%
=

B

i

i
A 4
A
Y

<
e

K 5-2 BmEEREER

EEIRE R HER T EMERE f, AR ET B 5M&E XL B LR
AEMKIAEER LAOYEENRE (REE) LREEW. KT, £FED
A E LN — S AP EREE A E—NE, B—MEHIE(CoC,
circle of confusion), W1/ 5-3, MY A O &Eid NIR &4 5 5 7ZE M MR
HIRE A — A ERN Cr IBHE. EHE (CoC) MER Cr AR 52V H:

c, =p,-v,/|p-v,) (5-2)
v, = 5:5) d>P
n:ZL; d> P
D= BRER;,  d- WHAHBENES: - BEMASRNEY,
P=———r=f  d= WEREEHNER,

1.1

d, d,
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ARGtk

&l 5-3 HRE R B

5.2 fAXRIRA R IR

HER, EENERZSEPHR T FZXTRIFERNEEAR, X
HEFERA=XK.

(=) BREIEHK . Petmesil F¥EPPUE S muEH AR, ’@E%iﬁﬁ
REGEN%E. HEERAREHMENEEELS R, HEaEEMENE
Bl z; WIEREE 2z kE. BEEEENXELBUATRRD, BESAEH
BHE (CoC); BNMEENRAEHERZCHIAENE (CoC) WIIMFIE
W% . Poetmesil KA T Lommel &R EHE mxt AEGEKZ M. Chen
HRA T XU ER T ERES M, AREWIRE T HEENSIEHE
%, BEEWEGHME, TRNMEMTRERR.

Poetmesil Fl Chen RIEVEH R KA K ML, BH 2 H CPU i, BITHIE
B, BHUHEEURLESHLHHERER. Rokita* PR H A TR B 718
382 LA INE DOF BRI A EXRAZ RE M EREREEEEREF AR
BEF, BEEHHZER. BTXRATERBEER, 5IEGENRELE, 5
B ERYFREEN. REE LAY SITREVE RENDERESEME.
ARSI ERRIERE, BREERATIREESER, AMANKERHE
WMBEANRE, BEAS.

(D) BRESR. BRASAAANER, Bd8RAWMBEREPL, H#
REREEMAT, REHERERERGRE, BAFERI—BAAREANEN
BEW, HR, SREFFTBHNEFANREVRE, BT AL,

(2). REAMLERE. Kolb Z*HLTBEEEEM Rebort ZPHAR
H&BREXANGNMEER M BES T AL DO S L HE MM E B
RO BRINHEN T BRE, RESERER . SHEEG L AR ERAZBEMAIBE,
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FHE RRENRYL

B T FLARNUR R — X — U T E R R A EbE. B REELHIEER
B B YFESHTN, FEHTE", REMEUIRRRT E RS RS
A PIREIE, ERTELHRERR, FEABESHENTRER KR
K5 HROTHMATE, BEEURT/LASER, FRALLEEER, Fl,
A LR R BRI ERAE K.

HAREEEFERENTHERERZBENARNATEMALRE. &
RN EFEEDE, RAFAT BE GPU (BIRAESR) K THRT R
71, BREREEEMN CPUEBZE GPU, MUBKT CPU, 3FHIKDPT CPUS
GPU MBIRE, KAR® T RIFEMNEE, EHTAMEERSR; R, R
BEEERARBNFEENNEE (REAR 5-2) KAMEREHITHRE,
RETRFERETRHRE,

5.3 RARRBRERYIL T

53.1 &itBER

REEAR AL RETENRGI LI, FUR RN SEEARRR—F,
RREHRGERAEERETRTIEN—EERNER, BFELRE. BREME.
A, IRNERBREANER, BAEERT, TRERRNGRBESANF
HIEGURE, ETURGRRFLP. BEEEE—/ABIK, BIOINREENE
BERATREAMGE ERAAREER, EREMAM (AE. B RWER
GRELEREEMOERHTRY, ERRENRGEEY, FEENERER
EHYERGHTER R, BREIRIESERMERERE, DEHE
SEHNERMRRBR. &, BUsENBINANRER, FAES)
MAMREEREHT, HILHEMEEE.

ERNPFFENRED, HRHRATEHRL THHER.

o AEMRRIEMERE (RER) ERRMEWKERAR:

o EMRBRAXEMER (FREM ERRHUBFHRE (BH) ERX

R

o ZRMBTEISHEELRIELT, W& (FPS) MET 30.

BEFLEREY, RIVEIAHFME TRREREE. THNMBRNLANE
EHiR.
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W FRHCR T B AT 183

532 £EIERE

BRI AEEETARRBROERL, TAGIEIRZETHA
MR, SHFUE RIS B RIS . RATENEERGHEE 5L BE
RHBTHAE, RE—MNEFENZEHRAE GHAEIERD Fsorf st
HEERRGEE T REBROEE. BENSEROT:
D ERGREGE EMSE, REEMRENREREEHET 5
H 257 — TR,

2) BE-SHBINEMSCEHTEMLE, BRKEHEHE,

3) RFEEHIE TR AEHE KD, RIEE SRR SRR, RIEE
WREADHITRE, BARAFRRIRMZRE.

b3

Scene

I K

R B GRAE B
e Scene | FiEs Blurred
Texture Texture Scene L
'\\mﬁ B 4
\ +

{

N~ REGR

K 54 REEMHNLHTEE
533 BURSEW

REEK AN TEERELE R E#T, BT GPU Mifrkikit, HE
FRUSEXHNEREARTN, BURSHEEERERE—HRIKXAL
BERIFHERE.

54 RFBRIAESIZEPHKH

—BAERKE (DOF) HE, AERAELKMRGREWTLN, MERE



BRE REMARLE

TR KRG RE R, SRR NERE (CoC) BUEXR. Hit, A
TR FAEM AR S REGER#M S (Blend) RERFE (DOF) BR, BERET
KRB (CoC) K. THEAFEHAALIFE:

541 FIABAREURGREERSRESEMEMER

ERMALRE (VR) &, kB, £EREHESHELUBERAT, By
ZRMEHREERTELNTTE (AKX 5-4). A, ATHLEIREGERANER,
ERFHRYEE SNEMBEZS, ERERFHREANRERSR, B,
A RFAZESREAR (Multiple Render Target).

ZERBFR—MIEGIIR, BEFENEMR ATi £ Rdacen9700. £iE
ZHE MRDERATBEFCRREEENEEREFIARNEREHEK S
. BEEEFATRBRBEZ, E—MELBFRARUEEFIENERER, |
TN 7E SE B 18 Bt (DeferredRendering) 1, 85 BT A WL B &R R AL B 3 55 (]34T
B, RBABIMMFTEFCER, THREREZNREAELSER, ENERSD
—HELR BREREN, XHE MRT HEAREAER.

XB, BRINEAZERER (MRD) BHaEH 3 —Ko0E, KERBME
WifE RA— L ERL B 5N —KaE. (TED

Pixel Pipeline Output

'

R|{G|BI}A Depth | Blurrines

B 5.5 BRELBETE

EAEZEES, BYE LS8R Posx, y, z), IEBIEFHE A znear, ZEY
BT A zfar, WY SEKIFEEERN 2z, H—HE A depth=z/zfar; RIEAL 5-2,
Al E A HIEBEAENE (CoC) HEN Cnear, TEIEMEEME (CoC)
BN Cfar, BUENHIBRKIEIEHR maxCoC, B:

max CoC = max(C,,,,,C,) (5-3)

Yk L SRR R AT E LR 52 B3, B—HEEHETA:

_f_.i__i_.i o(D- ftz)
z- (5-4)
max(cmarﬁcjar)

z-f d,~-f
61
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WA R AFIEFALE

542 BBERH

WFREFESNIYE ERS, SEEGRHE, EREE R — M
B, £R&%L, WRAAZNTEGEARNELEE. EREEZSEAHEZMEEM
AERMAER, EEILBMAIUEE S, TLURAFRERAERE. ERGLE
T, EAOPREFEENER. HEERE, ATHBTHOMR, X8, X
FAR 5} 2D e B .

) L L S (5-5)

F # BiRB RIEBEOE; Pij & 2D BEEM PR E: CRABRE P
MMHIES RS n RAEENSR: S RREMEMDIERERM.

EEHTER AL (scale) FiEh, A RAREERETHE T ERTE R
BT, FEHAESBARTS: B x FRAMIHE 1D &R, BENEMER y A
i 1D HR.

(@) (b)
F 5-6 EmiEEE (a ARE, b AEmETIEE)

543 HERUEHE (CoC). & EMRNEM M E %

218541705420/ 408 (Pass) J5. 82T — 1R85 A B G A — (R RE A B
%, TUEEMASXHNERSIAERENENRE. T

color = a *blur Image + (1 - a) * original Image (5-6)

HH, aXblumriness, HANS-4KE,

ATEFEFMERNR, EREGMRERN, NARELE FEX SR E
F (blurriness) , BAE—MCoCK /N, TERLHPETEE A B0 s PR AL B ER
B #4547 (Poisson Disk Distribution) BEHLATEL12/ME Z# 1T FAE (pixel shader2.0
F, —ApassBIEZFI3NHKAER) .
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BRE REHUERL

BB KD RSN B P 0XESHERETF (bluriness) BA K
maxCoCiH 8 K1, WMTAR:

Radius = Blurriness* maxCoC/2 (5-7)
> A
/g q
<nzdly
° o ° /
L]
Blurriness = 0 Blurriness = 1
¢ ALREEA * RHRHEA

B 5-7 Blurriness USRI KPR &R

B5-7E A REHIEF (blurriness) FF0, W ZSLTFREMLE, BARXS-7
THEEBEMFRERH0, WARBEWN: AUMEMET (bluriness) FT1, HA
RS- TH EBEBIEEAmaxCoCr2, WG BB . BT RE 13K
m, BARRG K EW EBERNEHERBERS B K, 52 colorOriginal .
colorBlur; BREFREEBZFHLERNNAEMEF (blurriness) , BHATREIE, W
~R5-8; B, RBMKFSHEEN/LAFHHRBATRAKBGRESHHE
&,

color = lerp(colorOrighal, colorBlur, Blurriness) (5-8)

TERKHE AR LAFER, mREFAFREENREAEKRERTY, 28%
ERDEMFERARERD. T, ES41THLES, RETEMESN
HIRBEE, FEXIHIRE (CoC) RPN, BN KH AMEEESE T L& (Center
Point) HIREEMLE. mRLSFEEEDNTPOABTREE WHEHEZ, B
XHXGIE “Poping” R, A REERORRBRR, RZ—FHEMTEKI
R. ATH#ER “Poping” , MATRYE LK R, RACHENMETEARRESH
BN, RAEFBELHRAANG RN EE, XK “Poping” . FiEAEH
BT (HLSL) :

[erenas B O

texCoord: 0o KH¥ R ISR A4

tSource: 5.4.1 TR B MFFHERIGIHFHSCE

tBlurred: 5.4.2 i3 BRI FREERI R NG0R

depthBlurSample: 5.4.1 T8 2| MFHEX N TR RFEMREOGFEAEMERNLEE
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e Rae P s VA7

pixelSize: BRERIA/ND

poisson[]: A& IAFA 7> A A4

radius: CoC f31:4%

****/

/X BRE () Bl

float4 colorOut = float4( 0, 0, 0, 0 );

143 0 E AR E{E centerDepth

float4 centerColor= tex2D(depthBlurSample,texCoord );
float centerDepth = centerColor.x;

/1% 13 ANFKH R IR

for( int i=0; i<=13; i++ ){

I ER—AN K R SUOR AR

float2 coord = texCoord + pixelSize*poisson[i} *radius;
1B B R SR e fE

float4 colorOriginal = tex2D( tSource, coord );
/BB

float4 colorBlurred = tex2D( tBlurred, coord );
/ERBREREERE

float4 depthBlur = tex2D( depthBlurSample, coord);
IRIE RN IR ISR BT RS

float4 color = lerp( colorOriginal, colorBlurred, depthBlur.y );

float blur;

VL (5= X5 - 9=

blur = ( centerDepth <= depthBlur.x ) ? 1 : depthBlur.y ;
cout.rgb += color.rgb * blur;

cout.a += blur;

}

cout = cout / cout.a ;

544 TWERSIR

TEEMNS B REER ARSI, X E#ITH. BA7E BM BRI
s B, B TEMMEEN: Intel Xeon™ CPU 3.0GHz, 2.0GB HIK7E,
NVIDIA Quadro FX 3400/4400. #E&R %A Microsoft Windows XP Professional
(SP2).

BMNHRAKRRELAER BORFEAEE, HREDHAN (BFET. B
ARG RE L B R AR EEITEY, FERELTRETMIE EHER
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FRE REEURS

BiEmM. KRS RMAE 5-8 Pi7m.

EMARE, B&Em (WEEA) RETHEH
58 JHEAE

% 5-1 TRER
Ve R ERHA
L] 78.0 fps 109.1 fps
F 77.5 fps 108.5 fps
5278 70.2 fps 98.3 fps
BT 79.8 fps 110.7 fps
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R R O JUATD'S

B E=En sk BMRE, AESEMENALERER LS, Ha&
A EREEMAN (B, B) WOBREUIREFLHRERR, BER
FEBUT B I BT AR BT, JF BAEX SRR L M B AT BRI O R
HEWRMESERDHENRGERS, BEESHIMBRMTEBRR.

BIPZRAPR N, —i—&, 2HETARKRE. E#TREER,
ALFFAWRERE, B 5-8(a)f1& 5-80b)7 A RA T REMAT AR EHLKkL
B, KRPHMEAIX 77.5fps. U LRARMNBOLRLHLFRENE, BRMAE
RANEHEERK,

55 KE NG

FEEIENATE GPU LEXUFREMMRENER BB HRELFIL
BHRE, BRHEEZEARNEZ, RINARATAREENZELBEHFBEAR (MRT,
Multiple Render Targets) E#FRELFLHENFAN BB ZSHERERER; AB
HEALEN BB MR R SRR ER BRI R GEW B GRS EG# TRE
REEAERENER . BENIRERBTT 40, HHRMNMNLRHLELSE
L. BT —%, RMNIBFRREMASIATCEICRIAE TFHITLH,
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BANE BRI RS

ERE EH;EMENRSR

FENENRMEERE, RRITEMGREEEENAELAT AR LR
MEEHAEELRE, FLEMCRBRMBRENH ELRTHEZRMER (R
£HE L) BYEER, BIREERL

FERNFAFRMNEERROREHHET, NETRDIETIRIBE RS
BAKI, ks ERERITERR, RITERKAN, YEERF LR
GaREBD), HERZMEF LVAER/LEWEH, B “SzhEH". fitE
KATHAMIUER KRN ELFETE, BRASFEEIHRBIMR, AT
UAZAFHH, EELHMEGRBHE L. dTREN. FELXNEHERGHE
AT A A SR E LI )T, A E RIS s MR A0S BB R (R T 4R
ARAR—FMMARE . ATREWITHE, RAITE GPU ELHL T MEFIER
LR, FU—NIEELRZHWEAG], By T ERAMEURR. EEE
Rif)E, BITKEEHMEmISEEARAANRFEUE S, LUTETH
B AT [ 4 5L B RO RIB BRI

6.1 EENEMAHE XA R

EEXR, WEHEREPHIATHZ X TEFEMENEENEXHA. &
W, BATES X EE LTI,

HENEFEXEHEH BT F, Korein 5 Badler'®), Potmesil 5
Chakravarty®®”). Dippe 5 Wold"*% A\ %iEsh B &k 31T T B IR0 REHERT X
REFHAHEST TRALERERR=EENEMHR.

Potmesil 55 Chakravarty "URF T =5 HHEB M. F—, AEBEBRE
TARHUREFHNEE; £, EERERBGKZEKE (Image Path Function)
MEFHMEREEREHE, FEEANEN: B=REE, BHSERFAMTS
BB REI, HEREEXR. NBUG, FE5KSsHER 0B RIRE R &,

Korein 5 Badler™®, Dachille 5§ Kaufman®" {18 %M T VLKA B

(Temporal Anti-Aliasing), HERINRBEFHAETENBEHEFBR T M
Flo AT R BT 7E A (AR 5T 35 R AT KA RIS sh i i AT A Rk
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WA RHEATFIR A i

AT W, EEMANE S EZBRIERSR, REFRUEERERNTY
FRMETERRE. TREENRET, EX—HRER GEzietkEEm 8
MR AFHRIBREERTY.

BEE T EN BRG4GB, ATWETE, DL EERmsR e e i 4
() BNZEFF (Accumulation buffer) T, AR, B—MBRANBRKHTE
PR HTENGFUTERL R, IHFENT BREHAE. nRGE+
LB ERAR, XMHRHITEZRERSEEDE (Frame Rate). JEIYAH]
EEEERRE, -G REROXEDTHRPIERENSTE, WEHE
RERFHLSEB/AGE, H=4EER (double vision) BEHEL (ghosting) ),
i 6-1. XFPREBEME “BEYVLRIFTE S (temporal aliasing)”. FAEREIZFIH
EMEL S RATETMAIZE) EDESR 20 R LLKFRIERE .

K 6-1 fEH RIMErFERUZZRR (KA K 0SB I[S3)D

Wiloka HI Zeleznik */EMAZ HI PR H T M UUEFEH BRI T Wik
Flalg, ZaER BEIYAEREH R SIE T K TURERKFEE, 410
XA S T B KT8 09 [BIFR4E “ 12346827 (motion volume). Wloka
0 Zeleznik BT #1445 #I 5% 4 & & (trailing surface) 1§ & @ (leading surface),
FHXEIEREE (joining surface) SKIEBMIAR “BhER”. BT “EBIHER” &
TNYIARTE[0, 116 (8] (B PG P9 o 45 AR, “iEzhiAFR” M/ &RM (trailing surface)
ExEYEE RN (B0 NZD MEE (ZRIAMEHE®RRE); “EshER”
MIATRE (leading surface) FX SYAFIARS (B 1 B4Z)) MIFHE (BREEE
WERIEFNERIE): “BENARR” KIZEHEM (joining surface, between leading and
trailing surface) fRRAE[0, t1]AIAAIEEEE (contour) T KA.

Big “EFER” MERNEED 4 SHKR. —. TEHYRKESRE: =
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BEANE BHEHIEAIRS

W R, KBRS BIRE: = NIEKETEE G £55,
Haig “BEARR” WA J5. EERE; WU, BT, 5. ERRECK ‘&3
%/.D\”o

4 T,
x “,

“Trailing surface /

J\,i}x ~ ’
Motion path L::g;';g :
/ )

Joining 2
surface

ty g

B 6-2 MIAREEI AR BB R

K63 “BEHR” TEE
Wloka 1 Zeleznik! ™75 76 = 4 16 55 (8] R X R IS B (A BUHAT T RIF
HIRERL, FEEBETENEA LR L E, BEXMBERSGT B, FEARGR
TR 47 B AL B th 2 B ) IB B
FEFXAVSHEMELNE L, BHUEYE “E3)#58” (motion volume)
It BN =R P BIE &35 (2.5D), HFIHER GPU (BBAES)

69



ARSI AR 3

BIFATHRMTI gwIZRe S, SHEREHNFHRHITELE (Post-Processing), F IR
= TEEMERNEE, EHTAMEERSR.

6.2 J& HEM R AT

62.1 gitBF

BEHEMEUN R R RET MRS ELH, FURRISEREERS
MRRRR—H, EEMBIR T R B R IR N — R AR EXK,
BEERE. BENE. S5, SHERERELANEX, BAERRY, TiZ
BRGZERA RV HISEURE, LT LURGREHE . BEHR—E
b, BRATMZIEMEN R AT EREYERZINER. FRRETEM, FA
XRBEDBERFER, LREELHIAREMERERER. &
Y, BB SHBSMAMRET, FEEBIUANREANRMFT, WL
SKRPEAE A

6.22 LI

HENGREEHEMEENTELY, KBTUSARE: —REZHZTH
B, REDENESHEERTH, WEHSIHER, BEshPEERLHENE
ZHET AP RS RAR. R, 7 =450 Pl X AR LIE)
B, ZR7E 2.5D FiE P HATACIR, RIZsh YA =48 = (R Il B S s B — 4
LK B (Optic Flow), R4 42 8] F@ i & R AE LB S HEH .
XM TEEEREESF (GPU) E, TEERMNELEEN R EHIT.

BR, E=ETRITHSIER R IEHELE 2.5D ZRM e, HEHE
PEE MG ROE R ERREL, T 2.5D ks T /RERKTETHRMER, B
WREAZGRERENEN. AT HEHRTIENEHERER, HNXAT
—F7E 2.5D Fa T RIE SRR E N 5, REENSRNT:

1) ERGRELE (EMWLHE);

2) #HAT/54LE (Post-Processing) X RHATHE ZIRIESR, ¥/5RE (Trailing

Surface, BUVAEM BT 52507 EAMHRKTA) RS T 2§ —bi
%R BT AL R AL B H R H B O AR, R B e = 4 25 B] o g R R
RS 3 45 2 )
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3) R B RGRIEARYG G L KR 0 i W SORHAT KA, SLE) YR

-
A
A1
P d
;
-

-H‘{/o{mmm-
[
K
// S
' ] )7
Vertex Shader Phase ' '/
B e— AT l B
e ol L 90 5 R 0%
L‘T S % #EATBHU—HHLR

|

l () S ‘ Pixel Shader Phase

| S | HEARES, BEEH R,
i
|

IREERAD, M ERLURE
fIRH

! HIREN R E SR, & ||
BmmEnt | RRMMETFEY, 4L |
o HEHOART, REAREL |
FEAy R, EHEATE |
o, BEABHIE

B 64 SEZEMIRIL BT
6.23 HiEEN

EHEMERN T ERESEEEARAES FHT, BT GPU MR,
HEFRUSCHIHMEFHREREZRY, EhREHAGCEERASNRRER
RG—H, RATFALCEREHERE.

6.3 ITENIEMTES | B AL

6.2.2 TR T @sERITE 2.5D Zle] LR HITFE, LRELRRE, AWEF
A BLEBRATHOFRG | F P LHET GPU MEIRME LM ik, T, #xhiEz
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HF R R IR X

BRI R S ILE BT AN 4B
63.1 BiIpRERELIE

n EmATERK, ASCRAKSERE 2.5D 2T EREUZSEM R .
ERZRERNE, WE—RERBINHREEE 2D TEHITREURS
WHEARE, HETERLESRELRZLERY.

632 FAMERERESNSNETOXLERERE

ENFEFHABRREFHTRSEBLE (Vertex Shader) XTIZZh# TN =ikt
TR . B 5, ARIETR LaTARR AT —WAAR, HEHXATANESE (I8
HHED . WIEES) 0B ET LR ERRAKRAD, TTUAKHTRSLBTFIRE

(Leading Surface) B & RJ/GRMHE (Trailing Surface). FELLF Wioka F1 Zeleznik
SRR IR, BAVE TR AB 507 M5 TR S E R 28I A /N F 90 FBERFR A T
RE, B A 5T RERERFAKRTFRET 00 EHHFZABTRET. 3
FRATHREMTA, REFEHLEFEAE, NFLTERAMTA, KIAERE
e E, UPEAERRERIAR.

FERBSKARRN, HEHTSRS 2] 2D TEMEE, UWEEGESE
ERPREEH. BIRBET:

M EEHENMALGIA:
struct VS_IN {
floatd coord  : POSITIONO; 11 TR A A R
float4 prevCoord : POSITION1;  // TR ART— IRy AL 45
float3 normal : NORMAL;
float2 texture : TEXCOORDO;

b
TREERNRBEER:
struct v2f {

vector pos :POSITION; // & A%x
float2 velocity : TEXCOORDO; // 2D # &

b
ATHET ST OLFRZEEE, &INFEMELHRRERE MV
(ModelView). ¥ B MVP (ModelViewProjection) K 8l — it i) 41 B 5B B
PreMV. PLEIRZ M PreM VP,
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FAE EERHEIRYL

Hit, BAITATUAEBIDAENSEREZRELME Pos. F—WitIE
PrePos X iZ3))[4] & MotionVector.

Pos = in.coord * MV

PrePos = in.preCoord * PreMV

MotionVector = Pos — PrePos

BRzEsMER, BATYAHRANNARFLESR, TLTHHEE
REMTAFBRG—WAERLE; FiHHENAEREZ RS HEE
Velocitys

Pos = in.coord * MVP

PrePos = in.preCoord * PreMVP

Velocity = Pos — PrePos

Pos = (MotionVector e in.normal > 0)? Pos : PrePos

BT GPU TR A B B BIEF, BYET =7 BB 2 R Es)EE 1 SR 4
R, FRHTSERGTRYEEMBERLE, REHEIEEeEEE
BARHITIEE,

6.3.3 FIRGEREZIIEN

ETSERSHE THSHEENE OARE, ERAERES (Pipeline)
ST EURE PO AL, IR REERBAR, AT AEE KA
BER BB EREE R,

B FRAE (Post-processing), Bl ZRMENNEUAE—NESHO KD
FRALBIRIAETE £, RETE 2D ZERINGRETERE. SHWERIBISERMBER,
RERN AN HEEs A LB~ ENEY. BRrTRESMENE
CAMRIERE, ZEYRBRHIIRENE DKL, HEHEERNES AR (BlE
EER TR, REFEEMRDINE—PERBRNSREEHT R, B3
EHEMFERIBR . AT EEHERTURIEF S, TUSINERETF,
FIERI B F 53 K/ TR SRR 3 R SO AT KA B R — ROUE TE B A -
0% 1.0, BAREFET RIKT 1.

GBEFARNBAN:
struct PS_IN {
vector pos : COLORO; /& DA HR
float2 velocity : TEXCOORDO;
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WA R AT PR

BEEORNBHAE RN 24 fLBRAME.
HEKFRWT:
@©. WIFEEFE GEE) MEHETIRR, HEE S R R8BS K EW;
@. FAEXESRMER; XETRAMEIER (Box Filter) HEHTEH
(Gaussian filter) %;
) OYEEETT R, WAREBERAD, HATREE

half2 velocity = In.velocity.xy * blurScale; /#HiHF
const fixed w= 1.0/ samples; / B{H, —fHh 8; XBRHBEFRH
float4 color = 0;
for(float i=0; i<samples; i+=1) {
halft =1/ (samples-1);
color += tex2D(sceneTex, in.pos + velocity*t) * w; /A5 T ARS8 FE 7 o) ¥

}
FREENRRNESNHERRTENNHE, —BRIF 8 MR SE,
16 MREASEEEHMMR, REABS SREMARELRE.,

634 BURRRSH

THEERANG B REER R, He#THr. BAE IBM BRIE
w bEl, B ITAEWAEE N: Intel Xeon™ CPU 3.0GHz, 2.0GB KA,
NVIDIA Quadro FX 3400/4400. #{E%& %A Microsoft Windows XP Professional
(SP2).
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BANE ERHRE RS

(a) RaEB (b) HRIRF 0.5 (c) BEIN¥ 1.0 (d) EETHL (4
EREL X TTRMEE)

B 6-5 MWL RE5E S
6.4 ET a5 ERE SR LEHEHMAISEIN

5.4 T 6.3 775 A1 X FIRV HRE S BB B IR AT T it R, HET
REEGEMN DHITTLH. ATESIERRHEREHEMBAREDATEEH
R ATIERL,  HA HAE AT 4T .

FNEIHE T @SB EGROERNRE, BAFTEERIAEEGRELR
EEBEEFRE, ARBERLELRETEMER. BREWHRT RFITE
EEEHRPERSE, EREERELELHE, ANEHEEER, R
RERETHARMELE (CoC) RMEHEMAMERMLHE, LEBRREMN
BEHRRBRMER.

BT & AECESRMOERLFELFITENER (Tone Mapping), MiX—:F
REECEN BTN FHit, A TEAAERSERADER A RTEUNE,
TUERERBEEEFTCRFREMNTE, SRARFRA RN RAFER
WELHE, RERRAARRAMEANYRANERESEBHTEANER, 8
B msh AT E SR T EARECRESL.

R, 6.3 A T Bilh s Es MM R T RiAEH(GPU) LEHHE

75



WA R KA AR

. CEERGEEELILERE, RAEERESGMESERGZETH
TR LI SR R R

Hit, FAEEDISEEGRPLRREEN—F, EESEESRTHT
EHEMOER, TUEAECEEEEFTTRSHRHNTE, BRFENE
WMANENGEGEEARELSE, REFKRAAEHENARNBRNBREL
BHEHITENER, FUBIRNSEESRTAEEIENURIEL.

FE, EEHFEEZRPRAMMARETEREHEHIR, NZEER
WHEEEPERTRRTENSHENTE, BERHMTENER, BRARE
MBEHEH AR B ATEE S RBH 2R3 ATEHE.

DT ARESAEEGR T EETE. Eah &R — & KEl.
HESWANBTFREREER (Ki)). BFRBEXFEREE B, FES
BIME T —% FAUL ¥HME—FM2A2 85, BIGMET —% F22 28l FFE#
AThER: .

LI 2EM TR BN IBM B e E#TH:

® CPU: X CPU, Intel Xeno 3.0GHz,

® ZRLNFF: 2GB,

® GPU: NVIDIA #J Quadro Fx3400, 174 256MB

IR

® B{EZRZE: Windows XP Professional(SP2),

® JARTE: Microsoft VisualC ++ 7.1

® [EiE4: OGRE E¥5I1%

HBITAHEN 1024X768. BAHHARKESHERTBNMGRIERFER
FImIR, WX 6-1 Fizm.

& 6-1 WIFEXTH
A5 SESWE
3k HDR 3% 100.5 fps
HDR 7% 66.5 fps
HDR + Ei& 48.1 fps
HDR + Z3)1EH 60.1 fps
HDR + B& + Z3)EH 46.1 fps
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FNE EHEBHBRIRS

(a) IFmEETGE FiHk (b) HDR %

(c) HDR s R

7



(d) HDR hniz s 2 R

(e) HDR fnEiFEHZ s R
B 6-6 HHPEMGEHE



BAE B EENRS

EREREH, BEMARNESEHZRAERWER 100.5ps, EFH)
SEEHRPMARKEBREIRBIE, WM 66.5fps 73 54K E] 48.1fps 1
60.1fps; EB|FIETERGRPMARFERRE RN, BIREREH 46.11ps.
ERLRA, MARFEBHLMACHERNIMBLHFHER, ZREANESS
BPHRE—A YL TS, nadystis. BREMMETLRMN, &
fITmr LA 2 K IHE R ETK.

6.5 KB

FEIENRTEEMNEERETREEREF LR EE, BiE
HRERTHE, HREFRHIEGETE, RIEERERGERIIEHH S
BERBEAEMARR. BREARTEENSHEEGRPANFR. SahiEd R
BHEL, AT RENLRAERLR LB EFNMT, SRRAEHREFMA
EEATEEERT LS RP RN R ERER, RHNME KER, FRi
e R R AR, B T MR BB T A REE LY AR AR
BiET, TAMIEALRYRRGER, SR PRREEEINER ELILRA
THERANRBES, UBREBTEEL. T EEMUER T HREESY
R E SR, LR T i A A S B AR ER R, Bl
DH. REMERM=MMEROREER, EE2ER T BMHRN LR
RERBPHUIRR, RAKEEREMSRELENAN—FH,

0



W BRI AR

FtE REESRE

EXGEEMEHERAFLFEARATFERBEARFARASFRFHEEATOENE
BAEME, SNELBFRREA#ETTEREANHAANRER, TEAZBK: BE
1A, ETEREHAMNERATEEAR. SaISEHEBEER, LM RIFEMY
Bk, SNBSS, FETEQT:
> BEHAEELHBEARARELBRLHN —MEERR, CRERGRAE
BEEMESE. F20ART Gsi&EEERKHEXE RS H S,
FEHF RS LI T mASTEEAR, MRTHIROAERER.

> RRRABMERETREHEERLE, TRBEHRER/EEL. BR
BEBRERER, XA T REOBAER ., BXERURSHIRE,
DA T AR BT | B L T S, EOTERENAL AL
EHNRBREY, MR RMELR, TR,

> BEERHRIET R DR SR REN DR ) YT R
FAEREMERHUER, RENVERERELBRNEIN. XXEREERY
W ERSHL T SR RIRERL, TR T 5IERA
LR, AT EE—SRRYE, BREFENMEE—PHR, FE
1.
> BHATEEMEM MR ATE. BIRBS (Tone Mapping), EiR{Ht—
MARERLGRNTEESERRERH P LREAEERHOERH, &
TEHREGE, TLARBREBGRHENAE, B HVS UER.
FXXATL2REMBESTER, BEEAY. 6. AREELd—T
Mgk, Hik, RRAXMNBHEHEZEARELE TR, HERIR
i,
> REEMUMBIEMENTERETE. AU REEMEE KRR
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