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b Vi 2. BUERRR, Pl a2 K e BE R4, A
ez A
—————— Henry David Thoreau

1.1 Programmable Graphics Processing Unit & f& 72

Programmable Graphics Processing Unit (GPU) , BIn]4mfz B A T,
T WRRZ ] s B

GPU ME&7E 20 t2d 70 FEARAK T 80 AEARYIMEFE Y, 5 FH 5 v B pl L %

(monolithic) {ENEIEE ), BB GPU &4 F TR0 ie sk 2 il 7 T, &
REAS AR PR g AT J LIk & e (RT3 o 7E 20 4D 80 AEARRF 90 AR
WIXBS TR, T8 5 5 A F A (digital signal processor chip) [ GPU #%
MR R, SarfCHIEEER. IResER, URMERIEFE . 78 1991
F, S3 Graphics A R B H 86— AN RS 2D nidas, 2 7 1995 4, FERH PC
KIEC R T REAE 5 QRO i 380 7% 2D I 28 > ke, SULFEIR, [EE D)
BEMIALE ik 2% (fixed-function Windows accelerators) F1-T2L75 & (% i 1818
iBH PC 137,

1998 4 NVIDIA A 7] ‘&5 4 modern GPU FIWF & 3, #rEH GPU WER K
Sk S OB, K 20 4D 70 SEARK R 1998 FEIIX — BRI FR 2 A
pre-GPU B3, 1 H 1998 F4E )5 1 GPU # 2 modern GPU. 7£ pre-GPU ¥ 1,
—UEJE) R, 40 SGI. Evans & Sutherland, #Wf A& T % H ) GPU, X4 GPU
TEBLAE B BRI, MOARTERRSERGE A 2 A, SR i 2 R w1

=
CHo

modern GPU [ i #& % (transistors) BEATTHE, 7EHCGE A (microchip) H,
GPU Frfii I ) s i CL& i i iBid CPU. #9140, Intel 7F 2.4GHz ¥ Pentium IV
EAH 5 T 5 F3 (55 million) NERAE ;1T NVIDIA £ GeForce FX GPU LA
#1422 T 5 573 (125 million) #4444, 7£ NVIDDIA 7800 GXT _L-HJ



AR F) 3422 H T (302 million) s

[5] 5 Modern GPU A &1, [ 1998 4EJ5 A Loy N 4 ANFrBL. NVIDIA
T 1998 4 E A Modern GPU BEA ), XA5E%E 5 —1\ Modern GPU [ #E4:,
% —4X Modern GPU {45 NVIDIA TNT2, ATI [{J Rage 1 3Dfx [¥] Voodoo3. iX
e GPU W] RIS T CPU HHTAR B B AE X I SE B, JE 1T DO = AT v DA K gk
ATEUORERAE B R B Z = 2T A ) 25 8] AL AR AR 4 R ), IR B R L AU T GPU
PAT T 5 ARAR AR 1 TH 5 X — ) GPU ThigdE s IR, HEEH T8R4
{DEE - N NTRER IR A

M 1999 F] 2000 4, &% —fC modern GPU [k JER #. iX—H#AK GPU
A DAHAT = AL R L A B R THE (3D Object Transformation and Lighting,
T&L) , J H OpenGL # DirectX7 #S#&AE T K #e 1, SCRES R P AL T
A (A AR A e X — AN EW R, 7ER /T A g LA
(workstation) ] EEAE A4 SCREPE T p AR e . FIRT, X —F B GPU X
FOF B E Y 3] T 5L RS (cube map) « NVIDIA [fJ GeForce256,
GeForce MAX, ATI ff] Radeon 7500 £ 4R /& 7F1X — ¥ BeWF &

2001 4F /2 28 =48 modern GPU [ Ji& if #, iX — Bf HIAF & (1) GPU 424 vertex
programmability (17 S Z4afEAE /1) , W GeForce 3, GeForce 4Ti, ATI [f] 8500 %%,
XL GPU R v B AR 7 1 & — AP A (4 A AT TS R E4% ] (GPU gtz A
B, XFERER A B IO SRR, X — R L GPU 4afe AR —
HIELLF] 2009 EHIA K, AMEIRN B TREATURH Bk s AR H# AT (BT,
MR ek FEEAE) T H P QISR TR URL T 2T (M
Zethl. GRS, ABEhmE . AR o [FR, Direct8 1 OpenGL #AE
SIHEE R, 34 T SR vertex programmability (372 . ARiE, X I
GPU AL REB RPN SiFERE /1, B fragment programmability (H B4R FERE 1)
7EZE VAR modern GPU B H, AT THF K [A] i) S FF vertex programmability il

fragment programmability [] GPU.,

U4 modern GPU [ JE B H M 2002 4E K 2] 2003 4F .NVIDIA 1] GeForce
FX il ATI Radeon 9700 [F B} 7E T ¥ 1 5% & L INE B3, IX Wi Fh GPU #B > #F vertex



programmability A1 fragment programmability. [FH} DirectX 1 OpenGL tH3 & T
I 5 K] API, i LA SC#F vertex programmability A1 fragment programmability. [ 2003
i, AIgmE A IE A, IE H B T DirectX A1 OpenGL 821 A4y 38 jEE
IR, SECE T B g EOR, PR GPU 2w, B 54 . 245 GeForce
AT (RN B, R TRIBLER AT, ARBESMHERT, H

I 7% & DirectX Al OpenGL IR AN, ARATHATLURE T 7, AR —K
MLAE T, e ds s K ARTE Y BSOS RE 7 01, IRATTAT LAk SR 51 AN

H AT ST 1 ] g AR D8 B4 T W T R

1. SZFF vertex programmability fil fragment programmability;
2. W F IEEE32 % fisH

3. X¥F4TuME, 4 MERETHE

4. RS, SFFEIFEHITE )

5. BAmWRENAFEmEES) (>27.1GB/s) ;

6. SCFF 1D, 2D. 3D GG R AWM, HEEEHRR,
7. RFEHIBISHETIEE (Render to Texture, RTT)

KT GPU KJE LM R E S22 T Feng Liu (#)Platform Independent

Real-time X3D Shaders and Their Applications in Bioinformatics Visualization”— 3

1.2 GPU VS CPU

M TR T GPU AR I 52, A4 utt 448 CPU Z MUK & GPU? GPU
] vertex programmability Fl fragment programmability 7% 7E ] A A & BRI
#? 5IRLESCHR (2] 26 6 T —Bad -

Modern GPUs implement a number of graphics primitive operations in a way
that make running them much faster than drawing directly to the screen with the host
CPU. They are efficient at manipulating and displaying computer graphics, and their

highly parallel structure makes them more effective than typical CPUs for a range of



complex algorithms.

KEIEREEZE, BT GPU B &EIFATEM Chighly parallel structure) , Fif
LA GPU 1AL 3 B 8 Hdls A S 2 B0E 5 T B CPU B m %%, B 1 GPU VS
CPU JE7r | GPU M CPU fE45# LI ZE 57, CPU K7y ARy d2 il 25 A1 E5 A7 4%
52 M, GPUMEEZ ALU (Arithmetic Logic Unit, #Z3EHH1t) T
Bl b, AR SR G AR, AR B S5 E S0 B SR T AT IR T
AbFE. CPU $ATHHEARSN, — 2 R B — e, AMEERIER X LW
47 (B RIMZ OS #iAs L 8] ¥ 5 5509%), T GPU BT 2 MAE B %, 72—
AN Z AT PLIFAT Ab 3 2 A H 8

([T TTTTTTTTTTTT]
([T TTTTTTTTTTTITT]

[ |
]|
[ |
[ ]

DRAM DRAM

GPU CPU
1 GPU VS CPU

GPU KR A AT ISR, Al AN B HEAT MO ) FRAT THEE, BTt
HE AT oL, B, RNAE R ORI T e R 2R R s, i,
TR — AT S B ARRR, AR T H AR T AL & . 1 il < IR AT TH
AR AEAE T LRIN AR, 2 A B0 AT IS SRS TRIAD 1 /N3 S AT
(RIS R —FE. &2 RS H 1252 2D B BB R RIB e E, 1E
CPU bz () CHHAU @ A E ik s iR 3R ife GPU b, MIAFHE—
AR .
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for (int j = 1; j < heicht - 1; ++3) void advect (float2 uv : WPOS,

{ out floatd xNew : COLOR,
for (int i = 1; i € width - 1; ++i)

{

7 i i R R un:.l.fom float dt, // tm,estq:

G @ o e (e ) uniform float dx, // grid scale
uniform samp lerRECT u, // velocity

// trace backwards along velocity field uniform samp lerRECT x) // state

float x = (i - fr.x * timestep / dx)) ; {

float vy = (j - & .y * timestep / dy)) ; // trace backwards along velocity field

float2 pos = ub - dt * f2texRECT fu, uv) / dx;

grid fx,y) = grid bilerp x, y) :
} C++ xNew = fdtexRECTbilerp (x, pos) ; Cg
}

& 2 CPU 1 GPU _RyfLASEL SR

MREA N8 BESR GPU fEHdE AL B 5 /it CPU, NAFAAH]
GPU 584U CPU WE? 2hs |, 5T GPU B CPU MR ARG HIL, (HE(E
FARNIEAF XA A, B GPU fEYF L )71 5 CPU ML i H A

B, B GPU KA AT A3 7 KAtk T ig FoE B, (HIERH T
“ER—DICRM T EAOR T H e F R, 580 FH 2R < A A G
YER 8L, fE GPU X DMS BISEL ((BAE CPU BT LT s 3D), —A4Ndt
TR S S 2 5 AN A ¥ SR 2238 5

Bb4h, GPU fEIHIR A TS5 T CPU, EEIFATLUE S|, GPU i fa ] g
T CPU, T#EH|#H E IR RIMIE S, e N — %I ENF T E,
FEHIFI AT RN S A A A KM TAE. 751 OpenGL 2.0, 3.0
LA DirectX ] ps_4_0 Z Fi ¥ profile MUA#BA SCRFEAN 56 4% SCRFIE 2 il T 1T
) CH BI7E S J7 AT O 2k . BT GPU Jafe o8 & i T EURAE1E, %
M FIRA ) GPU FFASCRE— 2o 8 MR AE 2, AR 2 D NN o
] 1) R ) SR AT I At B REAS NI B4 FH 5 A 7E 4-6 4, ITLATE
2012 2 )5, IHRE-RIEFASIEARLTD, XWHILNT GPU miEH ARIH
e

BJEHEAT GPU g b i S 4R T SRR AR AR, DL TR AR AP,
NIRRT, 22 AEUS, JCHE R T GPU g SRV Z, XL
WFBCTEIRERE . R, GPU iE R e HEgRIE S, AR &, &L
AR, Ak, B 2 Shader language (132, 7& GPU FRWECABFH L T .

17



1.3 EASMFRBR

RT GPU R M4k 144 (Visualization in Scientific Computing), fEHF
FOR TAEIEH R AREAS 7 SUBR O R o b TR A T Ak B ) 5 A K
(AR CT. HBEIER . RREHE. W II%5), (UE:T CPU T IHAE 64
ANBETH S PEEDR, TTE GPU _EREAT TR AT LATE k% Ik B s m, 1F
ZAE CPU _EARHFER IRE, WAL FOC R BI 5%, #R AT LA D 1 2
GPU I, it GPU HIBR# I 5T H AT & o £

EAER, FT GPUREATIE T SR 5188 BN R, B2 NGPGPU
(General-Purpose Computing on Graphics Processing Units, L # /X JGPGP, &%,
GP*), REHEIHAEEH IR O AEGPU LA 2] T S2W, JFHEAMBIIMERE
KO, BHAET, LPEREL (inear algebra) [kruger and westermann 2003, #¥E 45 &
(physical simulation) [ Harris et al. 2003 ] FIYE 28 FREZ STV (ray tracer) [ Purcell et
al.2002; Carretal. 2002] #CL MM BEBIGPU L. fEE N, 1 ERERBT
HHEORW AT 72T GPUR B VLECEE B 523 [29]). 56 T-GPGPU B £ 41
T R L2 [ M sk http://gpgpu.org/

B (EFR MK GPU SAErE R, Wit 3T GPU MR B P iE = It FL R RE AT i
KUNEE. 2004 4, WrAHAR K 2L 5T BROOKGPU T H Bt 17— /N Si 1 4 i
e, WEANRATFEREZ IR, HHREES CIESABMRLHEES
BROOK, RIAI#ATH:T GPU W@ ZAEIT & . HHI BROOKGPU L4 1L AMD
NAHATIRAR o B NHIL RS HAL S Bt X s 206 (0 5 1 R 4

(301, AR nT g B T AE A (¥ sk S5 R #EAT 1B 5%

1.4 AP FEHNEMLER

KRB ETET FYIH GPU 21355 N GPU w2, Htf L —Se7E [H N 7t
BB RIR) GPU Hik, HlunalEiE 4P (1) bank BRDF, LARARZ | b ()6
LA (ray-casting) ik, f£ GPU G2 i A — & a1 [F 22, AT LCRA A5
— W RIENS %



AFIFFAERILE NG, AR LR, LA, P DL B R A PR
Wi, MREFE AT E N GPU BHFRBURIEYL, Mt 5| k2 /E, #am LodEis
e 5 Uit B O E R, RIS EN .

A HELER Sy, R R LIEF . SRR AIEREK 1§ GPU i
Fto

A YK R, 58— #B7r BIR<“GPU WK REJT5E. GPU #1 CPU )4k
FE . GPU BIEITE & 2, LLAAE GPU L F ¥ shader language”, 1X—#f
Sy 3 AR, JUONEER R ZECGPU Bl 4: ) 2 M55 =% “Shader
Language”. GPU KJEZ: il 268 7 GPU 19 LA EE, X H7H1H 2 GPU 4w
FERIBE3E 2 415 1M Shader Language #1738 T vertex program (Tl figmfE) Al
fragment program (frBt4afe) 1 GPU &AL E . VERAF TAENLH]

KRB R Cg BF AT, B EAR CGENZERH/\F).
X &R BL NVIDIA H ) The Cg Tutorial The Definitive Guide to
Programmable Real-Time Graphics Al Cg ToolKit User’s Manual /£ A3&hE, FHIIA
THEE AR NAESZE P — 28 545, The Cg Tutorial The Definitive Guide to
Programmable Real-Time Graphics L4 T H AR, %8 (Cg #FE ] dafesk
i EEAUS RS Y, AN, BB S R REHLE R E A SAE
Wb, HIERR M EIATES, #utl, A3 St . Cg ToolKit
User’s Manual —43, HAIEEA R CHFFEEH SR D, SRIEEVER A
EMET T, SESCUFIEE T LA R B — T

ARAHE = ERC R IR, h=FHW CHNEIH+—F), X
o B S AR T B G IRy GPU 4R (0 SEERER I, 1538 S Frdm s
23] Cg 1B AT, SRR BN BRDF JEEEA, PLEGEYDE
MR . BRDF YIS ) KR Rl A2 B N R 588 R O AN I, SEBUCHS B
BRI, AR SO IS AT TN AT .

AR5 1) 58 VU F 70 St R R R SURR SR AT A S SR AT U, th P R AL (1
TEREMEA =), XE IRIRA AT LA SRR SOE I EAL, RO AU
PR SR ARR FEE AR RS 5, 02 REBE At S B R KR, A2 B v — I VR E 7R
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A (IR ARG h B

ARSI LB A AR FIR R AL T GPU MBI 5k %
il AL S W FUS B2 (W3 y, AMEBUABORA S RO E A, i H R8s
e SR A IO R AE o AR 22 SR IR SC BB b 22 S, LT il 448 S0 b —
BB RNZ =, AR TR &, ki S s, e 24,
WAL, IAEANH, W7 R K.
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% 2E GPU EE&aHIES

B HE ik GPU JERLAE, Bl e tlni. =4EMIk. LI, TRBIA
o MGEHESEITR, Wi —ig —4EBE . RAENEY & GPU FIEASRAEAN
SERF I HOR BORRA SR B, RS RIR i B REIE AR R S 2 T GPU K &0
Bk, ProAEREEEEARAA L. KERIMITH, 250G TED!

REESLETREBNLHEL CAMUE GPU 24D & IARBIEBL 24
JEREEAN Y BUIATHOL A, )R UHE GPU L2583 (AR G RIR R

1 CERTFRENEZ S —Hd, BETELHIE L5 = F BB M
PO B JUATRT B DU B .

AR B, AR RIEES (C. C++. JAVA 55 #H7 R, EEA
CPU. WA ACHE, Wik S S, 28] )\ SO BE . A BT 4%
S MEEAAE UL BOAT o R BB R, LR EEE (T Aihs . VR &
SURALRR . SRS R HEE S AR B B (N DR, a2 —
ANFT AL, H TR 2 A B Z MRS HE ;i R AE AN A% (B4R 1%
Hm imag,; s ok Ak a1 sl M2 B a g, wT LB (bls)
SR, HuE MmO Cinns B H,  Accelerated Graphic Port, AGP) ¥
REF T Re e fE—iE . BT RS B 2k 2 Boa Hdm e dmae 71, Rk

I R R R B R (R TR 2 387 T,

JURBY B, R BT AbhR AR e, IR, F8T . B DL SR ARG (SRS
THHEMLETE 2 234 U0, ZMBSET GPU #7125, EiZMBHIARmA S T &1
AR 2 S5 TR A bR B LA SCHAR RS (SRR THENLEDE 2 10 TO.,

JEH B, T LA B B, IR R (PixeD) IEMARCE, DUE L]
FEREEME, B B AT 2 MR R IIRAE, MBS BEAAEE S g2
#% (color buffer 8{34 frame buffer) H'.

(EARTERE I IR SR T LRI B, BORORIE TS0 RS . JeURA
PRI FARAR, BT LAE Ot FA KRR R AT ORI S50 DA 2 Wik i B
FERITHEE T B, RO EIR PR AR R AR S (Z B, TR
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FEAERAE LR B it 580, JRARE 2 e B Ber .
N T EAAR B R LRI BRI DG HIM B B R AR

2.1 JLfRrE

JUATI B ) 5 2 A 2 AR i = 4 T AR AR A IR 580, B RA5 B il o
S — MR A T&L AR 4, BT “T&L7Rl Transform & Lighting. #84 Nft
AR = AR AT AR bR A A2 7 B U, o = 4R TR BEAT Al 2 [R] AL e A1
AT N TR A, BSESIH Bk (3] H i — Busld:

Because, your application supplies the geometric data as a collection of vertices,
but the resulting image typically represents what an observer or camera would see
from a particular vantage point.

As the geometric data flows through the pipeline, the GPU’s vertex processor
transforms the continuant vertices into one or more different coordinate system, each
of which serves a particular purpose. CG vertex programs provide a way for you to
program these transformations yourself.

ERTECRE A MBI ENL PR R =4 R L ERBAIRA T
RPN, MR ANERINRE R X AR PUX PR, =4EAbral,
B WonfE e B B —MRIEOL T, GPU i EATH BN 5K 1 IXAFe
BT GPU MR AE PP T RN G it 1 2 i T A B 2 TR B 48 () U ik o

—EEAAL, WoRBEETYEN, GPU I AN R =4Em8dE, 42
TYERRRE L, JRRIACERIRARTE I RO . TH R A RS AR 2 Y T IR H
MITTAZTE, T Lk = 4E i G R BT = 4E TR, D 7k 4 1 i T TR Bk

AR TR A BR AR 4 K e Ja P, 2B 0 R LA AR 22 1), B 1 AR AR SR AR -
Object space, TRAIALFR=ZS[A]; World space, HFLAAFR R 25 [A]; Eye space, WEL44
Fr#E[E); Clip and Project space, FEaeAbtn=sla]. & 3 KA T GPU WEEALHR
M, He ot X S Bt e os B i 0 AR BR 28 TR O AR A . KM A F /58—
ANRMER R ARG RIVAT, 7T TS 1 4 ) 3R 2 1) 28 ) N S S B
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3D Application or
Game

z

3D APT;
OpenGGL [irectX

" CPU GPU Boundary

-
.

i
Object . . ﬁ :: S . Clip and Project
W rdinates f ates g
Coordinates 1| orld Coordinates Eye Coordinates Coordinates
v
- " ; Rasterization and Primitive
Frame Bufter Pixel Operation Fog Tterpolation Assembly

3 GPU &38R #E
2.1.1 M object space & world space

When an artist creates a 3D model of an object, the artist selects a convenient

orientation and position with which to place the model’s continent vertices.

The object space for one object may have no relationship to the object space of

another object. [3]

FIRIEA)RIR T object space MM ZEAZ 07 X Hi—, object space coordinate
SRR S T GUE, IR S R AR R 75 2 1, 40, B 3DMAX &
SBT3 Oy max SO, XA SO RS I EHEHLZ object space
coordinate; ., object space coordinate 5 HAMYMEKE SRR, HE,
XA &R B, B &0 object space coordinate A1 world space coordinate [X 4}
TERIF A . TCIRAEI S T, B R AETHFAL A (A b, P AR L6 250 — A
[i] 5 ) A AR i SUEEA T 2 B A Re e B CPTFEIMALE, X2 world space coordinate
S b ST E -

IR, BATR— MG AT NG, SN A% S — AR AR I
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P E, HAIXALE B & world space coordinate, M object space coordinate
world space coordinate 738 # it 2 B — AN DU AE PR, I HEFRZ N world

matrix.

R RIS & 7E world coordinate space (HHFARBRZE[E]) HHEbATHY, X
FFENRWAEE T IR 98, WA LLYE eye coordinate space H 445 21| AH [H] ) Y HE 2L
R Bk, fEF— M EEA (A s A 2 TR AH 6 98 R A2 DRAEANZ I

i PR R TR R AR S & T object space, 7 GPU 1)
TR P P A 200K 325 ) e 3 21 world space HH A REAL T, 4 ) 06 5085 T i A o
M object space ¥ 51| world space " —HF, {H P FIFE B ER—ANF ), G
Ui, VEME M object space E| world space %4545 [ 22 world matrix %) B iR
R RERE (VF 22 NAETIRRE P 2 I IO BG40 e A R R — A, 25 SR M
DAIE IR TR ) . (S RIEZE LI 3D AR ik ) B AR 0 B 4 5 — 30

o

AT BLBE 3 L Db R CHHSERLIEI 2 R —RO) 26 11 &, 3t T
i = AE TR A AR TH SRS, R R s SRR A, WA B EE S —T
LA

2.1.2 M world space #| eye space

B NHIE B B B AW IZAMIE S, o i e TR Fd 2 2 Ut
Fto [RIRE, FEVHENL PR L BEME— AL A R E G FE R, #adR
ML RO RO THRE, s o (1 ) 2 B I R AR AR A . 3R KA GPU e
WIARTT S AR M world space # #2311 eye space.

FTiH eye space, RILA camera (RLAEGAHAL) NJE A, HML WL LA
VT, SRS — AR =425, FRZ N viewing frustum CRREED,
W 4 R TV, RERAARBUNOREIIE, 1E I, - e s
BRI, FERXANMBRTAR b 1) B AT TV 25080 2 ) DA, T AR T A 2 4b
W37 = 5dE, S 2B (Frustum Culling, HARZ AAHERED .
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Top

B 4 PLHER

2.1.3 M eye space #| project and clip space

Once positions are in eye space, the next step is to determine what positions are

actually viewable in the image you eventually intend trend. [31]

Bl — BT AT AR bR F5 # 21) eye space A, 5l 75 22 2 TR £ p5 A0 A LAY
AT viewing frustum B4R DL T, B E AR IL, T H AR AR 2 Ak
F3n5EdE, S 2B (Frustum Culling, tHARZ AMHERET) . X—FiEH
PR Jy<clip GBI 7, TR 5E X 485 PN B X A0 ) BT 8 20 i I R PR 2 8T
ik

R 2 NAES LD IR A AE —MREL,  BIANIE R B S B 1 K R ¥
RAEMGE R, AN N2 Se sl 50, AL F IR, KovfE
AR (viewing frustum) FEATHEBIIFAR S 2, P LG B SR 254111
Kot BB HER) AN AL R AR EA T, 2L RN A T 0 i A
(-1,-1,-DA(L,1,1), JEFEFRIXA AL TR RIE ST & (Canonical view volume,
CVV) CERfIFHMETESEE 9 7). CVV I (BETERB/NOF TR 1)
X Y AR BLGERAR AR (A2 R A2 04 0, Z ARBRIUGZ AR M & 3 IR L .«

ZINRETRE CVV RSER . AL, A AR s 2 ) 380 5 4 AL A 2 ]

(screen coordinate space) 32 & H = D4 k-
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1. B A0 AR 6500 4 00 s AR A mp AR $6 1) 88 BY 25 (8] 1) CVV H
2. fE CVV #HTEC#E T,
3. BEEEMRE. K mrid i R B AL bR i B B R AR AR &R

FERXH, BAVCHEERS PR, MHEN M viewing frustum 22 #2 2
CVV i, XA REA R BATE BEBCE W Ui A AR BB T84 A
1B (WARPATIRES) MEMBOY .. B TR BT & NSRBI > 15,
JITCALE Bt s b S VEAH VAR B LSRR A S I A, A R A U A AT DA Bl i 2
(M4 Twinsen) (BB AL TMES"— 3. S A BOY LT UL —
AR (HHEPLETES: CGRRO) 25 12 F5 3 795,

B R 2 B 58 A sl (AR T RUAE A BT, 4 = 20k HO et b . 24—
AMETTsE AT (SRR AR DL K A2 0y CVVD) NI, Bl LESREA R
— B SRS BT, R ER s AR AL AR A I B T kAT
B EL . VRN RBY SEA R B — 2D i CHHEALEE S (BB R0) 28 12

7 A

TS,

B 1. SEABOEAERE SRR, BB ERE 2 (44 Twinsen) IR
S AR — 3

Bt 2: Aei Bk, AMETTLAZE GPU HHT, WATLMEMA&AIES (C\C+H)
fE CPU LSEL. M mZ0E S Ly, R — sk e S ATERAES,
LS RS R A 48 N GPU,  WER— AN s S o Bl e A rE Rt b, )
SR RS BN GPU 1o BT LMNIRAE S 08 5 h a7 T 20, 8
2] DA KR GPU (640, A CH+idb AT AR R BY (1 77T L2 ) OGRE
(Object-Oriented Graphics Rendering Engine, T [7] %} % ] EI 8 Se 5] 5D (9665

2.2 Primitive Assembly && Triangle setup

Primitive Assembly, EIJCEEHE, BDK TSR YE primitive (JRIEHTERRR) |
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R PR S5 H o WS R TR AR SR, AR AT AR /K 2 P X TR R AL 2
FEX AN BORMRYE R SR W e — i, 4LREk. HH T, ) Ba x5
AN =MRATEEY, BT A=A HE P A GRS, AW
ANTUSAEE N, X RAE R LB R H5E — ML .. KRz EY)
JE AN =S o

BEAMEAT — AW S 3 = A T B TO AU CH Sk = A T IRV ) 5
5D, ARHEA TR WISk € =M rvEm S, GUR SR EIR S G E
5 RIR AT 77 1 0 RO IR, IR E R . — SR TS d R i £ 451 .
FAZIH 2 ST, R T 5 TH 22 BR4E (Back-face Culling). fE OpenGL HH &[]
(V1R %X enable F1 disable 5 [ 2 FRERAE . TR RIS AR THEHAB 2 9 T kb 75 2
2l TR AN

Bf: £ 2.2 A1 2.3 WiHEHRE] 7 BGIRES, SERREEE — MRS, N
TR TR B2 B T AN TR e DX P B DX A ) BT 3 20 B BRI R R
NI BIRFE ARG WESIFR (View Frustum Culling) 5 [ 51 &

(Back-Face Culling). H#$45]F% (Occlusing Culling) FIHE 385 .

PR = T I FE B FROA Triangle Setup. FHATALE, FASE] 7 —HELE
Bt A bR B = AT, XL A T BOEMME R (Rasterizing)

2.3 JeMHLHrBL

2.3.1 Rasterization

Sl e R AR F Ak A A I o SR IS A2 (Rasterization is the process of
determining the set of pixels covered by a geometric primitive). Zid F % % Ak bz
e 5, IMAERNFE] T84 R 5i 845 H (Screen coordinate), HHANIE K
MTREZHIFE T (R 4 1D (HILN IS AFTE PR ],
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)R BB AR BB R B, (BRI B RO S 1, T R
5E B fee AR EL IR B AR R ?

[ fEBRR BRI A S S T, WTRIE A e AL E
2 MEE SAH R B, WIARRIE CAa e TAER 3 MEE S Hl— =5
T ?

B RIE— N —, <@ A E R GERar W e 5 o 7] i SE bR 2k B A B
W, —%LB A E 2 (1048, 20.51), g ENE (10, 21) ” Gif
HHLEE2E (BB RO 52 T,

b8 151 3 | =R N TS = R D) W R A 3 Twe 1 = R - e O TS
1% DDA 5.7%. Bresenham H 2855, XIECIERELA, AMLEZILEE
nEL. MFERELESE, BRESE QrEVIEE2E GE RO 56 3 &=,

XA R 2 5, TS (vertex) A 228 K0T (£, ) CAXMNEER
(pixel). FIH AR F 2w kb PG R, Bl AEGERBTHEME.

2.3.2 Pixel Operation

Pixel operation X % A Raster Operation ({E ik [2] A2 1% Raster
Operation), JfEAEHFMIZAT R/, AT HJa — RIVE A v Bo Ak, HH
2 IHEIAEMERIBUOAE . X AB B, OB T I — MR R )
B AR T B, X AR S TR 2 A BB ) 7775 LR - Pixel operation
A0S R LEFAR T ?

1: VBRI

2: Texture operation, SUFEEAE, WHLRRIAR R FISELARE, A MY
SUHAE s

3: Blending
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R, REHATCamer g, SIEETENESGRERE (Alpha),
RANHFEE, (ERFNBIER . BEFRZN alpha EH AR HUTERR
ELHIRAYIRR . SRMEEEAH ORI — > RGB B EAM — A Z Zen s
RIEME, 75— RO alpha {6, 7T UURYE /& 2 A OF 08, AR R 28 2 &
RS IR . a2k alpha {05 1.0, WERRYIAEAZE: BN 0, FoR
A REE I,

M L35 — RGBA, i/ over #AEFPRHZ A 5 )55 =AU [H AT
?EA’ /A\ﬁﬁ[ﬂ::

c, = asc, +(1-a)c, Cover #:1/E47]

aeiBWEME (alpha), c, REWYIEKIBIE, c RnREMBERIIHIE
B, c,mZitEARIMBIEIE. Over #AERT LU T B IR-& TR G 2z il

i, IXANIEFERRCAE K (compositing). T AECAE—T, OGRE HA —FMHA
FRN compositor (a8

BEANE 5 ZEPRRE R — /2 N T E SR R HBIE IR, 8 H T 2Rt
THE . B, eHIAEM YR, )5, EAERWRN LT, XIENAE
NEEh i 2R A AT IR A AL B R AR RN P 3T IR &, A & M
MIRF. BT ESF, BMAMGTEEME] z buffer. K TIEWIRE. & RUIH R
WAL, FTRAE CERFENLEIES: GEZRO) BIUE 4575 (59 70 153158
ZVERMFIR,

4: Filtering, ¥ IEAER MBI Z0d FoA Filtering (JEWRKECEIESD [t .
AT DARRAR Y 225 — M is SR AR BB B E .

B, GERMBOERE S NMZF . B s kESCR (2] 1.2.3, #)
W] TR KR MR -
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Fragment & Pixel
Associated » Ownership » Smmr » ﬁrls:l.
Data Test 4

Depth Stencil

Tast — Test
_A
4
Depth : Stencil !
Buffer +--I "= uffer €777
. - . Color
Blendi Ditherin Logic -
-rrn ithering | p gic Op > auffer

5 OpenGL #0 Direct3D A #4J Raster Operations

2.4 KBS

— 5 3 A B T A A A S R, R S GPU A A7 A
DA SR X A B & U IR, . z buffer GREZEMIX) . stencil buffer
(REARZE PP IX ). frame buffer (MIZEPH[X) A color buffer (EAZEMIX).

2.4.1 GPU HFZEH)
AP IR AT 4 X 32

WPIBREERT S, A 7452 cpu BL gpu WHBIAEGE o0, RIZFAEAR R IRATE
cpu B gpu K, MANAFNIRT CIOIAEE s WIIRE LTS, A A7 as 24 IRAEfik
RN AT, FORE A4 BdEAMAhE . Shader g 2 5 T HLIE
JEAEAE I, Xl 4% GPU LA 728382, glsl Al hisl A5 (L REAUMLIRAS
e T GPU I fF A Al 251 X 70
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& 6 GPU TFfi3e4

2.42 Z Buffer 5 Z {8

Z buffer MiZ & KK BONABRIZIPIX HA, RN depth buffer, RIVRELE
X, H AR AL R B ME R TR L) S ) K BE S T R, R Z B
BE IR . PR Z B EALT [0, 1] X[, BROAEBT, mdkirii
BRI GEER T 1D 3 Z 82 0.0, BRI BGE I Gk ) Kz
H4 1.0. A z buffer 7 DU SRAIMr (8] fURIEROC R, FEAMIREZMXHE
7% (depth-buffer method, XK Z X 55D B FH _ERAMEZ Arx
JSLH Z AEREAT FLE o

Z A AR IERI R LS AR FR R WO L HL SRS (Euclidean distance),
T A — e Tol s B0 R PR B AR N B B PITIE ARG R, BPDIXMER B 75 HoAh
A R AT KN R . 1E steve Baker $#£5 ] S # “Learning to love your
Z-buffer” ¥ GPU X Z A I THE A KR -

axz+b

z _buffer _value=(1<<N)=
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Forr T e R0 B R (02 I BE B, 1 327 2 B A T £ 2 ) B
B, 2RAIE BT R SRR, N &R Z .

KRB B2, z buffer TAFRIN z (HA—ERLMELLN . EIEHR
S E— BT BRI Z R MR AR, (BB AR . fEiE
MR A XA O F AR ARZR RV, 10 HL AR XA B B 2 22 8] o 2 5 10 P 2 18
11137885 P i o

23D KA SR R R T (RiL 2k, 1D TERRIE R BN, HELIZT
Ha 77 AT ML . B eIl m 7 BAS S AR N RE 7 iR R 1) (T s 7 A
b0, SRJRIEE — R AR AR BRI B A3 1], (EE 0 N A B AR AR 20
RISV SRR =S (=N S 1 P T =0 R 5 B 12 L0 P S Kt o s U2
MERRIE R, XL A s AL 25 BE AT I EIZ FAA 2R, FroAn
A Z AH R IR E T EAA R, A EoH B R SRR (B AR
BISJ AR, Frih—E REMER R, (EXS BLF A (A 4 B B MAFAE AR 2 B 16
W 7 Frse rs: 2RBLAB R = A PN T, B0 31 5 4 2 Ta) 0 . 2]
BR 1 AMGRER 5 Jetibnt, fEEXEE 2. 3. 4 AT RME(E, MALRSI L

LB LA 038 By Co Do WEIFATLUEH, & B C. D Jf A2y
S AR ARG B BN, T A R AL A, XA S R . B, 85
T _EAHEERI A, RS A B (125 K B B AL R s (R 3 i A o P DA
RIS NIE R R0 Z AEEAT RV E, 3201 Z I AN RE SR FUSE A 25 8] A1
WIER R ZERAER, <SEWAREREREEL, flin, kb iy g
B AL — L A A B AL B

N T 3 e e B IR IS DL, AE BB AL R L He e i AT B R N, P
HIELAE RS BN T 10000 EEARMR RIX ANl L, 7 B0 5 925 3 i g s ek T o
BRI R FEAR LA, AN XM 7k K B AR P R B8 2R IR AT PR e it -
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carera CEImera

ia) (k)

B 7 Z ERdrEE X R

1R Z BIEAEAE ] 16 71 Z buffer, 7 4MAI—LEAEFH 24 A7 Z buffer, &7
— SR 1) T RE A 32 A2 i) an SRR 32 A21) Z buffer, W) Z k&
(Z-precision) XRANE—Na] e A A SR AR A5 BE AR I AR T AT LA R (488 4%
T Z IR I AR, AR R E L BE—TR.

ZAGEEZ AL, RN Z HRGE T YR B AR LR G R, R
ARMEIRIRE RE, PN AHEEAR I ) R Hs 2 R I BE A LIE R B 5, XM 58
JN“flimmering” 8% °Z-fighting” .

2.4.3 Stencil Buffer

A stencil buffer is an extra buffer, in addition to the color buffer and depth buffer
found on modern computer graphics hardware. The buffer is per pixel, and works on
integer values, usually with a depth of one byte per pixel. The depth buffer and stencil

buffer often share the same area in the RAM of the graphics hardware.

Stencil buffer, 1 SCEHRE N “BARZZ P X, A& — MRS buffer, 18 B0
3| z buffer #, #un: 15 LA z buffer J1_E 1 A7/ stencil buffer(& 3t 2 /N F0);
o 24 f7fF) z buffer 1_E 8 71 stencil buffer (FJL 4 NFH) . FAMRZE NN
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— stencil buffer(H: SZx /& X W —™ Z buffer).  Z buffer 1 stencil buffer i ¥ 1%
SAF LS E — X3 Stencil buffer X R HZ AT & Bz HLEBAE, X2 —A
FASRAE 5[ buffer, Flin: 7E—MEEKHT stencil buffer A7 1, RANZBER
XTI 2 [B) R AL T-BHEEAR (shadow volume)

2.4.4 Frame Buffer

A framebuffer is a video output device that drives a video display from a
memory buffer containing a complete frame of data. The information in the buffer
typically consists of color values for every pixel on the screen. Color values are
commonly stored in 1-bit monochrome, 4-bit palettized, 8-bit palettized, 16-bit
highcolor and 24-bit truecolor formats. An additional alpha channel is sometimes used
to retain information about pixel transparency. The total amount of the memory
required to drive the framebuffer depends on the resolution of the output signal, and

on the color depth and palette size.

Frame buffer, #ymigzabas, FTAABCR R EdE, XA buffer o ()
ot — MR B R PNEME . Frame buffer 7B 35\ A2 color buffer (HlAZE rH2%)
M z buffer A& (CERHFREPLER S GEZRO) 12 50, A4 frame buffer £z
TH A ITWe? 1£ webMediaBrands Pl b4 | —Bde CUi B, R frame buffer
WEHAL R, (FRAN BRSERBIER B, P FHESL T frame buffer
B AE W AFEIX 38, (general main memory ).

Frame bufter: The portion of memory reserved for holding the complete
bit-mapped image that is sent to the monitor. Typically the frame buffer is stored in
the memory chips on the video adapter. In some instances, however, the video chipset
is integrated into the motherboard design, and the frame buffer is stored in general

main memory.
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2.5 AENT

KRENG T GPU B E L, IR AT T k. KL
L E GPU MR AEA, st ETAUE BRE P A1 B R IR 2 R P
25l i ) 20 1 o

W] openGPU W3t _F A —2GTRb AT DAtk — 22 i1, A6HUR 22 H R A
W CSERPFRMLETE 2 R RRO) BIEE 2 TAIEE 3 3, DL Blinn ) (A Trip
Down the Graphics Pineline) %% > 2x il /& 28 77 1H & JE 5 15 1) BTk}
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28 3 & Shader Language

In the last year I have never had to write a single HLSL/GLSL shader. Bottom

line, I can’t think of any reason NOT to use CG.

shader language, FRNE(GIE S, shade fESLEZRHRS . BRI S,
Wikipedia |- X} shader language FJf##: ~“The job of a surface shading procedure is
to choose a color for each pixel on a surface, incorporating any variations in color of

the surface itself and the effects of lights that shine on the surface(Marc Olano)”, Efl,
shader language & T A & J@ MEADIE %A, tHE MR R FIETEE .

SEFR IR Fh R B A B B AR B, 7E GPU 9wt &K REIH- 1, shader
language )42 H H AR 2N smx) B AN L 4E ], B DASHZIE 5 18 SCIREE X
Tit. (HEEER RIS, HAETR shader language 5 22 H F@ H i+ HEHFHC .

shader language €7 N IE 5, W, GLSL HJ2#52&“High Level Shading
Language”, Cg &5 M4 N“C for Graphic”,  HIXWiFh shader language )i
FEROHEREREIT CHES . A SAE S W — A EZR R P T, 21X
—J5 1 shader language B/ i AE], shader language 58 21K #iT- GPU #4242,
X —HFHIEAEILI B R B ! AT & — M shader language #0020 2% - Al
4, BT LA GPU ZufE R R I R R A ik & BT A1 & & - {E shader language
FFAEZHT, JE7RFE T B AR i AR BE ) R RESEIR B HIIC 1G5 .

BT, shader language ()& f&EJ7 Il Wi H AR REE J7 TH T LAFT C+HHJAVA
MR ERES, PR QRGN E R AR 7 20, IS AT Re 4% il vE 4
AL AR [ I DR AR A (IR 47 1, 5 S B0 2%0% . Shader language H i
A 3 MIES: 2T OpenGL I GLSL, #:F Direct3D [¥] HLSL, &4 NVIDIA
AT Cg BF

AN H W2 A shader language 34 IR BLALZ AT AR, 1 56 MBEARIR) A
FEX} Programmable Vertex Processor (P 4ufETi i AbEERS, MFR AT AE (L8
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A1 Programmable Fragment Processor (FJ4fe v Wb BEES, W8 Wi uds)
FIE FBEAT IR, AR5 7E & Al %) vertex program A1 fragment program #E4T
g, FJEXt GLSL. HLSL 1 Cg 31T HL#L,

3.1 Shader Language [RI®

{8 shader language %45 T2/ 7R 2 N shader program (G5 tAf2)7). & (Of%

FF 93 NPMIE: vertex shader program (Th s %5 (27 ) Al fragment shader program

FIEORET ). A TIERERIMRETI U5 A e (Ui & 3 RATE S

i® GPU EHIPAN4HAE: Programmable Vertex Processor (AJ 4 fLTH AL BEZS,

FRONTR S E (2% A1 Programmable Fragment Processor (FJ 4 f Fr Wrab 3 8%,
PN W tgs ). SCHR[2] 4 1.2.4 TR iR 21

The vertex and Fragment processing broken out into programmable units. The
Programmable vertex processor is the hardware unit that runs your Cg Vertex
programs, whereas the programmable fragment processor is the unit that runs your Cg

fragment programs.

RBOG I S TR N BOR BEER 1 70 B AT G R 5T, W] 4 A T Ak 2
arie—MELRIT, FTLLBAT AR, 1] g AR Fr BOC BELAS & — AN AT Bis AT
A BRI #.T

TR AT R BOAC B8R FR NG AR H s K IFAT UH SR 70, JF HARF K T4ERE
(AT 4 5, BB e T DosndE Sl gci s 2 CH BTTIR AL P g8k
AT, XTI RS — KT

BTk, WSS AT I RS b, Fr BOR PP is AT /e i BUk B A% B
MR 2 AT T GPU JEAHMRN T RE . & 8 JoR 1 Rl g e IR E G 2
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3 Application o r

Clame

D APL

Openfil  DarectX

CPLGFL Baaretany

RENSY

Frimitive Rasterization and
B E 1 . il e
GPLU Front End 11 Assemhly Tnterpolation 1 Pinel Oparation Framse: Buffer
T 2
Programimalsle
@ J;E:I;: ::::r Fragmnieng —
Procissor
/ I ShasE Ll
E 8 AImIZEIFEREL

Xk E— 3. H GPU JE QL
e i, b BoE (O as B HHR RO R AR . X PR X 2 1 T RCE AR A
BUE BRI H 2 L. Vertex program 71 57 T s AL 548 #;  Fragment program

PITBE RO AT % 2 R & A

Y2k, TTULE Y, TGt g il T s Ak AR

I 9 JEoR T LR Bon] g R AR B fa AN\t o S\ B AF AT AN

IR AR

b A A A A TR B S I e 5
K2 AT G A AR A S P BUG B AR AL BRSO s AR SR P N B
i B 2 A7 4847 F8OCE CURE P AE AT
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Input Registers

|

Shader
Program

l

Output Registers

——] Textures

e Constants

-4 | Temp Registers

[E 9 FIYmIZEIFAE M\t
3.2 Vertex Shader Program

Vertex shader program (T 535 27 ) HI Fragment shader program (7 W5
BT ) 43 5#% Programmable Vertex Processor (AJ 2 A2 10 S ALFEES ) FlI
Programmable Fragment Processo (7] 4w#E i WrabH#%) AT

TR B R GPU Himfi (arfeas) TIRRUEICER (A E. &%
Al SCOHARPREE), IFSE IR AR S TR A e, VR B s (el f e . BT SE
B, BURR R BRI BRE wr A s VR T E R AR R
ZEE, B Oy SR JelE RS, JPIRYEIXLAE B LR N AR A%
SRR (A B BT BTG R, R R AR RS BB A
JeM BRI R

B 10 JEIR T AET A th as MBS (o e OB A PRURAE . FE N IR e rh ik
ERIEICE R (T E AR bR, Bt SOHARPRSE) %1% %) vertex buffer H1; 41
HE %5 S texture buffer oo Hort B2 RN H TS BcAT LI Bdl %3k . 40
T R P IE AN REAL BEAUAE S, SUE R A REAE T RE e TP e

s RS A S OREFIEE 2 RN, LS, JrE e
JRE RN . A, WATUAANRE AR R AGHREORERF, BaR
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XN (O THURCBEAT B A 5 T T P 0 P D 42 B S A7F B 1) 77 5K st o 2,
BN A=, WRE O X BT phong YEIRTHE, RItHE =T
JCREBE, T = AT A B S R IR R BRI S (Gourand B Ab B 5%
#H PRE phong WIS AL H) BEATHEIE, AR EEAEIF LR SeRE, BOAM A B SR
4 (HRIE phong BIREALEE), MIRCR W BT W R ETEAEFFE ] Gourand B
ARG, W2 B S i RS (2D

1M Wi O 2 0 A I AT ML B (i 5, I HENE A O RS,
AMETTEEPELE, T H AT AR B A AR .

H1F GPU X8t AT AT Ab 2], Pt ARRAN S A 2 04T — X shader FEP A%
Fro B, AT R B S PAT — IR TR AR s B B AT — IO BUE 7

Color A
Position Wy Textu re
Texture
coordinates X Y (2]
Texture
coordinates x ! (2]
VS 3.0 GPUs :"
--------------------- RN f.{'
Texture Buffer(s)
+ Y
° H
v > o o - & g @ > H
: Vertex i Fragment
i Vertex Buffer processor Rasterizer o ccor Frame :
Buffer(s) .-

.
-t
-
,,,,,
e
.
an®

",
*.
.
.
*e
v
e,
e,
..............
..........
-------
--------------------------------

10 = EBRNERERFNRIELIERZ
3. 3 Fragment Shader Program
Jr W G RS P I EAT ML B TSR, B fan EH B IS
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B & Bon gt . Al DUZKREE, T s (R e 5 AT T LR T IS 5, 1
BoE Ry 1 B R i A BB AT T

Fr BOE ORE 70 — R RS R : AR RS EE /. X T GPU T 5
oA TAUH, KR, MR EMGE TR, Gl . T R RS,
AL B BEORT LT RCE s A R SORRRE ), 2 HATH—
AR FETT T o

by AR AR i ? B A AA—FE? Il R W2 P i =4E T
FEICHME 2 R RIBHE R , REHRIE A QbR R B, 15 B iR R
Hl e e IR LAY

3.4 CG VS GLSL VS HLSL

Shader language HHIH 3 Fi EMiES: & T OpenGL #) GLSL (OpenGL
Shading Language, W#5°4 GLslang), 2& T Direct3D f#J HLSL (High Level Shading
Language), i NVIDIA A A Cg (C for Graphic) 5.

GLSL 5 HLSL 73 5#23E T OpenGL #1 Direct3D K10, W& ANRERM, F
5 I OpenGL 1 Direct3D —EH#ZEF XSk, HEAX|&IEAH — B A
R LI, {H OpenGL M1 Direct3D & H IR KN MRH & F AR, 3R A,
BESR AT o0 H R 67, T8 0 SR 2 VPR AL A2 £ SR T

T %6 ATI R 51 %R X OpenGL 4" & SCHF AV, 451 3k £ 18 OSG(Open Scene
Graphic) JFREE 31 %0, hFi%51 ¥4 5T OpenGL, T8I F451 3D
T B PR 1 R B R ISR R (1 18 UK GLSL MiEE A R
HA—5, 1 HLSL M Cg 1 5 KRR, XHEWwE, RE%> HLSL
I Cg TR —Fh, SR T2 THMIES . Aid OpenGL B3 EJE AP I
WA, B H A OpenGL #R2 BHIN - —4)< 3 sg B Tolkbrite”, FrlfEdik
IR BEP R R TP RER, K7 4Rk GLSL %) . th4h, GLSL
47K T OpenGL [ RUFBHEM:, —FETE unix ek R4 FAGURER (¥4
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HIAES).

K HLSL BAEVER %, 1E windows P& LAl — 50K, ff—HAC
BT GREFBE TR, Bt RURALRG . X — SR KREE BRI T
HLSL [ M fg o H AT HLSL 2 24 F Tt sk . Bl LA SR 5
f£ Shader language 4935, HLSL n] USSR A A BONEIdE — T i <, (H,
RATTHE B IR T B % E o IXMGERBE R R TIRR, B — Do e
BAME MRS L, ook, DT,

TS RREAT BARIAZY, FERXFE G T AT U — AR 2, <He i Ar
G, WHAHF. NVIDIA £IEHZ BMRHERZ T JUHAE AMD Htf ATI
ZJG), J& GPU RIZFLIEHIBEHE Y, GeForce RAE R FECIRANL, EHEHK
Cg 5 L& lfS T BRI, AR T =242 % . NVIDIA A =)iRE
I8, HETERATH GPU gk — Bttt B iz w], BhAENA TR
B GPU RI#T AR, EZRE R #H Cg 155 L. BAZRIFEE,
NVIDIA AYGHfiE VAR E 52 TR AR AL, 1 HRZhEHHE 7 Cgifg . &
KNFRAMH Cg i FHEATHI AR, FET U F .

H—, Cg &— L OpenGL Fl Direct3D J V2 SCHF I B T AL HE 28 m A2 1
5. Cgifi & M OpenGL. DirectX I A& Al —Z K KIE &, M +& OpenGL M DirectX
1 EZE, BI, CgHEfF2i84T7E OpenGL il DirectX FrfE I A A5G 35 i S il
s:0F

H ., Cg iE 5 & Microsoft Al NVIDIA #H H M ELEARERE {185 = 5L
FE S EIAR T —30 SCHR[1)7E 1.3.1 5 AR S /& “Microsoft and NVIDIA’s
Collaboration to Develop Cg and HLSL”, FfrEA, HLSL A1 Cg HS2 [ —Mig 5 (=
W, Cg #UAE_mI A2 Seit AR 7S 29 TURIBUIT ). IRZBHE, IRa K
H HLSL 5 ARG a] LLE R b Cg RIS . a2 dl, cg 25T A1RICH

(Microsoft #1 NVIDIA), HiHEF&EH, &R cgiBF /RKAE. H.O005
&, AT LR LA ATH) GPU 4afs 7 S, KHGZHET CG IHE . (B
Microsoft 1 NVIDIA BXFHEH Cg, MiZ@& —FEFFAHE AR LXGm, @idix s
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J7 Bk F4Tdr GLSL)

b4t Cg, B C for graphics, HTEIEH C1EE, XHSLUW] 1 B0 i1t
N R —NHIE, # itz T BRI w1 M C I S wiE—H7, B
H”. IR C++A1 Java IEVEREET C 1Y, cgiBE S AT MEET CIEFH. W
REEMALE C C++. Java HHEE—A, 4 Cg BIEEHZ LR 5 HE AR
Cg EEWMAIRE T CIES R E L, JIEAETT RN G EEAF 4075 i it
K, Cg [FIN A mRE S HGF, AR BN, "It itmss. [ cg
T LLSE A E IR A BT (HER . A S DhRg.

FE 20— BEH ) rh g — R 5 . NVIDIA B 23 Ce i s . HFHAEM B
T Cg. GLSL. HLSL IR it , Cg MEs & M2 81z MBS, 3%
£ 2007 4 12 AZ ARSI OSG F Il PER, At &% 7% Cg. GLSL. HLSL
BEAT T HOB, Bl REHRNEH —LKT Cg M GLSL Z A4+, A Eif
(13D B KEFFAGSCHE Cg il s . T ABr (kBT LA —17), B 1) A LA
WFF Ry, 22009 4K, Cgili 5 MEBAHIFE, 1 H BRI .

A OGRE H etz b, A KM Cg Al GLSL Miifiehi 1, BEHIH
Nl R A5 AR R A RAS

In the last year I have never had to write a single HLSL/GLSL shader. Bottom

line, I can’t think of any reason NOT to use CG.

3.5 ARF/NG

RE YRR T T ORRF 0 TAERB, & O T 0 AT S BRI B
FEORET: REXN =P ERREOIES, Cgv GLSL. HLSL, #4717 XTEHGRiE.
EORANILEHES: Cg 6 F, HEIFAHFF GLSL, HHSL B2 )RR —FiE 5
AR, TodERH RN 2. BN —f1E, EEL
=ik, AT BORFHEEA R BEATE !
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= Bk

Cg (C for Graphcis) &5, #& NVIDIA 5 Microsoft & 1E#E &, BIENITA

NRRME—E70 . 6 (REFIFRAEND, T wmiE RIS RES .
ZiE*. Cgo

Cg B FMIEALHME CIHF IR REL, (M Ce S'S INE R BRINII S A

4.1 Fi5 Cg I

7£ NVIDIA {] http://developer.nvidia.com/object/cg_toolkit.html ¥ 71_F % Cg
-t

Toolkit , #{IEF] 2009 4F 10 A, CgiBE T HIMAN 2.2, T G HZE LR,
TE2%%55 H3) bin H F— N HUATFEF: cge.exe. 1Xs& NVIDIA $24L11) Cg 72
i e,

Cg ifi 5 MVEA AT, JfH NVIDIA JF8 T Cg gmikas AR FIJEAR
i, AR PR A e B BV T IE .

HATIE A — AR L 1T S & AR T X 1 IDE, 1R2 N# 2 B %
ARG A, RIER e

%

A .cgo TEM B —A~ 4474 NShader

(http://nshader.codeplex.com/) 1] Visual Studio2008 ffiff, Z2%% 2 Jmnl LS ¢4
HEOEF. B 11 EoR 7R 5 A RO .
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E textureCube | cubeTex. refl. $,0 - logimat.w

& 11 NShader $GHEERIERSR

4.2 CG ¥t

Cg [FI 3% OpenGL 5 Direct3D WiFhZmfsE API FrsCRfo X — s AMEXT R A
R FAEE M, mHER Y T Cg By RIFME-Fatt. — N EM%&EM Cg
N AR 7 A AAMEATATE U (R TAELE OpenGL Al Direct3D 2 L.

4.3 CG #miF

43.1 CG Zmi¥ R

TFENR RREMEMBATH 0. 1 75 (RIEFHD ML ES, Frilic
Gl S N O S AR A T EE AT R A Rl L LT B AR, 0 5 X — AR 55 (AR
JFRRE SRR, B WA R BERET . flin C B3 C++ wE IR T,
22 5 SE R PR T AT S Cexe XU, ARG A RELE GPU LigfT, H—BH4wiF
G, BRAEMAER AR, SNAFEEEN g, XTI SHRE (static
coompilation). A5G Ffk BB RHIE & — BgRiF N HAT M, 7ERATHAT SC
RS AT A 75 250545 B . M3&%iE (dynamic compilation) 52 )%,
GmERE P ARSI E 2 H R s T g R .

Cg 18 &5 Ml W R shaSgm 0077 20, B, 7E18 EAEFFI AT A ] Cg ig 4T ( Cg
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Runtime library) s 254 1% Cg A5, MHZIAGRER T, T Cg 27 Uk —
A, BERMEBEREAT, TE RERIRE, 7E OGRE BT 51 % i 2 % H

KRR T AESCHR[21H 1.4.2 B R4S Cg iff 5 AR SRS e i 2, Bl
Cg V5D gm R g AR 5, X865 H AR 4 B 42 214 =2 7 s Ja ) T AT A%
Frrpe Al BRSO BRI AT AL S R B R AT AT HAT ORI AT, PR AN A TT

Cg Y PR 1 S0k Cg T2 B A T 34 % API (OpenGL F Direct3D) Fli#i
ZE N, SR MR P 3E 24 1) OpenGL Al Direct3D fir 445§l 1 5 1) Cg 2
FRAE i 25 EI AL HE 2%, OpenGL 1 Direct3D X aHFR 5 Jo 486 B 36 A B AL BE 4%
I 5 B A T TS . NVIDIA $24E1 Cg 4 1% 33 M cge.exe.

Cg T2 7 1 4 B MBI T 15 A2 7 BTl B I = e e 00, i ELAROSE T 14
TEREAFIREE, B EEAEAE B & R, A — @ KRRl Cg 15A), #illn, i
PRI ) GPU A SCRHEIMERITR 2, IBATE Cg 217 i 5 IR Z 15
PR TCE I R R E B BB R B AIP T SCRFI Cg 1B S T4, R
N Cg Profiles. FREVER M.  profile 20 ATH S AL profile A BOFE P71
profile, X2 KT fUE (B85 A B (O 38 IR AR AN 2 LARAE [|]— M

Cg Profiles & Cg 185 MEEH I 7, M CeiE S 'S & R T,
BB R — s < a1 B TR SRR AR Cg Profile”, IXEHELR
BB P9 'S 035 (O RE 7 2 15 nT DATE 80 I B 12T .
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4.3.1 CGC %R

i
5
&

x]

C:sDocuments and Settings“Administrator>cgc —h
Uzage: cgc [options] file

Basic Command Line Options
[—entry id | -noentryl]l [0 ofilel] [-1 1filel
[-profile id] [-profileopts optl,.opt2....]1

Language Options
[-nostdlib] [-[nolfx] [-longprogs]l [—strict]
[-oglsl]l [—glslWerror] [-nowarn[=NIL[.N...111

Code Generation Options
[-I[nolfastmath]l [-[nolfastpreciszion] [—hestprecisionl
[—unroll <allinoneicount=N>]1 [-ifcuvt C(allinone icount=M>1]
[-inline <allinoneicount=N>]1 [-maxunrollcount M1
[-MaxInstInBasicBlock M1 [-OL[<AI11213>1]1 [-d3d]

Preprocessor Options
[-Dmacro[=valuel]l [-Iinclude_dir]
[-E1 [-F1 [C]1 [-M1 [-MM1 [-MD1 [-HMHD]1 [-HF1]
[-MF filel [-MT target] [-MG target]

Miscelleneous Options
[-quiet] [nocodel] [—wvwi—wersion] [-h]l] [-helpl
[-type <type definitionX>] [—typefile <file>x]

C:“Documents and Settings“Administratorl

12 cgc -h %%
IR Cg Toolkit %35 1EHf, 7E NVIDIA Corporation\Cg\bin 3132 T 2> %
cge.exe M. BHARITHMAATHE 1, HiA“cge-h” (G5 AN, wnRzd
ER, W HILE 12 Frosiign(E g

Cg T g2 N:
cgc loptions] file

[options] KoRFILAC BN, file Fom Cg e/ CFA44 . I HAC & I H5 S
PERPE AL profile. HOBREFPALRBAIR, DIAEORF X4, H
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cge —profile glslv —entry main_v test.cg

—profile /& profile BL B W4 ; glslv /& M ETFT F1 profile 4 HK; —entry
FEAOFEFF N R B4 BRI B 0 main v S T0 586 (R R N 1 BR $044
test.cg RMATMECRERF XIS . FFRIENEGRERAN DR RIAN
main, AN TS\ BEE RPN DR XATFR, 1A E B4
o 7E NHFTE E 7, main v ZRTUSE GREF AR, nain £ RRA
BEORRFNO R4 .

IR AR LA

1. EORETFHNISE GRETF A BAE O T, profile 457 ATl &3 profile Al v
Bt profile, BT LAZR 13 T0 U €6 F2 157 B 00 2504 ) 244 617 &) 2 el A2 S 45 11 T A
profile, [FI¥H, Z ¥ v Bt & (0 FE 17 I 200k FH 24 A7 P10 B8 A S 19 v B
profile. I A7~ H B profile fp20 & 12 10 s & (O FE 7 A& AR 1)

cgc —profile fp20 glslv —entry main_v test.cg

FirbL, iR IE R O T RINAAE TR R P R BOE B Fy, 1R 7
R VIC 70 I35 H 1 profile.

2. JEFE profile UIRAYE AT T SCRE, HiRnt o AT IR BRI
FEOREF, WRFEAYHNEREN profile AT SCRFMIESR), g B 2 HIL
iR . U0, tex2D(sampler2D tex , float3 sz ,float2 dsdx , float2 dsdy ) A4 fp20
BT, WERARII G0 B 0N -

cgc —profile fp20 —entry main_f test.cg

25 B R IR 15 B -

error C3004: function “tex2D” not supported in this profile.
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30, BEAT S el il .

cge —profile fp30 —entry main ftest.cg

FHFEERN S, TEIE ) for,while A #vs 2 x, vp30, vp40,fp40%5 /b E 1]
profilesfiT > ¥F. 7ECgUsersManual 4 #2%/|“In other profiles, for and

while loops may only be used if the compiler can fully unroll them (that is, if the

compiler can determine the iteration count at compile time)”, X )i ) & & <7F H
fil fiiprofilest, forMwhilefEFR R A 4511 A REIE AV BN A Re i . (HZ
S, I8 TE H A profilesdn 1% & Y for,whileifi F) it 2> H LA R IR (5 B«

error c6003: instruction limit of exceeded......
R, R A miIriesE, AELERY Fprofiles 8 FTE M= H1E ] .

3. W PRINE AT SR LU Eeg RS WRKAMESR, 5K
ki

cgc —profile glslv —entry main_v

2= MBS R IR N E B -
fatal error C9999: Can’t open file:test
4. 74 cge EHRAE—MELBRF IR TIRE: B2 Cg 1EF 'S A IR i i
N F GLSL 8¢ HLSL ATém 5 IR . B, AR5 ln T, Ronds
PR test.cg T S E BFER, N REI4 N main v, FEK TS E OR T
RN glsl 1217, ARG TRAF IO direct.glslo

cgc —profile glslv —o direct.glsl —entry main_v  test.cg

5. A —ANAEREERR g B UL iR ORISR B IR iR
Ry H SR DR, U2 BRI 2R i B AR R (e B EVRA R, (HIFA
G PRGNS ) o I H X — AR IE ORI, (H 2 I R LA B N
g MANERTE EAEF AR N AR B, JF HAEE R T S B, e 3=
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PR e A BT 11 B BT B 2R R B2 B, SR e/ i
8, (BIFIEARAEAE, N BB E R LA, MRS b,
T LA B
BT GPU SR, A NI — AR JEEIER RS R X — A H

BB B T R B, W F— R, TR T DU 4 P 8RB, T

PR A AN AR 3 BB, — B gE, HRE

FAERARIETIZ B, IF C+ATAVA TR BT DT ER B IR, (R e

R R, N A — AR — AR T B 4T .

FBL, G (R S T BB R T b, FOACES AL S5, K N

TIN5 0 R IR AR . B ST R AR .

4.4 CGQG Profiles

Profile 7E S 3CH R B2 “MITH . 8887, SCBR[1]15 =5 3 A Cg profile
defines a subset of the full Cg language that is supported on a particular hardware
platform or API (CgUsersManual 21 71). Bl—~> Cg profile & X T —/M#ifi &
JEAEAT B APL ISR Cg iR 7487, AT 20 A BATRT LAKIGE, AR —Fh
shader language #5224 T AT giAE BB ) (B 7ds. TR 555, XWMplEnk
& ANF ) EEAEEX N E AN F R ZhRE 54 . Profile #2 R ThgE AT LAKI 73 A TR
Profile £ i K7 Profile, 115 & profile A1 B¢ profile X3 T OpenGL F1 DirectX ]
ANFIRRCA B &, KI5 & MIRA . WEFE L EITE . OpenGL Al DirectX ]
RIEPIREREL T Cg il &

A} Cg compiler AT SZHF [ profiles A ':
® OpenGL ARB vertex programs
Runtime profile: CG_PROFILE ARBVP1
Compiler option: _profile arbvpl
® OpenGL ARB fragment programs
Runtime profile: CG_ PROFILE ARBFP1

Compiler option: _profile arbfpl
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OpenGL NV40 vertex programs
Runtime profile: CG_PROFILE VP40
Compiler option: _profile vp40
OpenGL NV40 fragment programs
Runtime profile: CG_PROFILE FP40
Compiler option: _profile fp40
OpenGL NV30 vertex programs
Runtime profile: CG_PROFILE VP30
Compiler option: _profile vp30
OpenGL NV30 fragment programs
Runtime profile: CG_PROFILE FP30
Compiler option: _profile fp30
OpenGL NV2X vertex programs
Runtime profile: CG_PROFILE VP20
Compiler option: _profile vp20
OpenGL NV2X fragment programs
Runtime profile: CG_PROFILE FP20
Compiler option: _profile fp20
DirectX 9 vertex shaders
Runtime profiles: CG_PROFILE VS 2 X
CG_PROFILE VS 2 0
Compiler options:-profile vs 2 x
-profile vs 2 0
DirectX 9 pixel shaders
Runtime profiles: CG_PROFILE PS 2 X
CG_PROFILE PS 2 0
Compiler options: -profile ps 2 x
-profile ps 2 0
DirectX 8 vertex shaders
Runtime profiles: CG_PROFILE VS 1 1
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Compiler options:-profile vs 1 1
® DirectX 8 pixel shaders
Runtime profiles: CG_ PROFILE PS 1 3
CG _PROFILE PS 1 2
CG_PROFILE PS 1 1
Compiler options: -profile ps 1 3
-profileps 1 2
-profileps 1 2
-profile ps 1 1

Bf: #R1EF 2009 4 10 A, HILK profile B4 AL EHXEEFK T, Jult
FEUUE DirectX B4 HE] T 11 BIRA . LIHR profile J& 7] DATE 2471 K2 EHL 4%
AR
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HF5E CC #HEkR

ARERE B/ ACeE S T HUE XA B (built in) [ BIFONEEA (primitive)
RIEE SR . IRIR A AT DU R A I SR % R A, 1 2R A M S 2R A .
SESIARFR, AR B R RSN E SRR X

5.1 EARHIFEARR

Cg CFF 7 MEA ) Hidfm 257 .
1. float, 32 i m#dl, —MF5hr. % REERAPTA 1 profile CKF
({H & DirectX8 pixel profiles 75—/ H FEAR T 37 s RS FE AL D 5

2. half, 16 NV SEE;
3. int, 32 fiEEIEEYE, AL profile 244 int ZRAUEN float FEHUAT
4. fixed, 12 7€ SE, #FTH W fragment profiles FT 37 #F;

5. bool A /R &t JHH T if MZRAFERIERT (20, Ai/REERRIG A )
profiles C#¥;

6. sampler*, ZCEEXT R A)HH (the handle to a texture object), 43N 6 K-
sampler, sampler1D, sampler2D, sampler3D, samplerCUBE, 1 samplerRECT
DirectX profiles /N3 KF samplerRECT 282, [RIt 2 AR X LLSE 4 Fr (1) pixel
profiles I NV40 vertex program profile i 5. #F (CgUsersManual 30 71). H
AT, EATTEIARR, T AR s 2 SR 8O 4

7. string, FRFRAL, ZRBUAY YEIAELEN profile Fr>CHF, SEbr BHA
WEAE Cg FRF R B /7288, (H2 R mT LUEE Cg runtime APT 5 B
AR, FEE; ik, ZSRAARE AT DURAFE Cg STHIME B .
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R 6 i &8 B, HSZ EAF Wikipedia 7755 Cg 18 5 MR o 15112
TR 6 AP, T IR A RS string FAE KA B T BRI EARHE RIS, Cg
EFRAE T N A ) A 257 (built-in vector data types), PN B [ s 2R R I
FARAREEHE R, Flan: floatd, Ko float FEMUHT 4 JLHE; boold, IR bool

KM 4 JoAE

FEE: MERKAGEIE 4 76, BIE Cg #2 /7 H7] LA B floatl . float2. float3
float4 KA AR E, (Hi2AREHs EN 4 o=, Flu:

float5 array; // 9% 4R 4H
) BT AR A 7T N -

float4 array = float4(1.0, 2.0, 3.0, 4.0);
B ) B T DAIE ek A ) e B AT A

float2 a = float2(1.0, 1.0);
float4 b = float4(a, 0.0, 0.0);

BEAt, Cg bR AR ER R, AN H R 4EBARER T 4*4 [r. fi0:

float1x1 matrix1;//Z547 T float matirx1; x 27, FFAZFS !
float2x3 matrix2;// K7~ 2%3 frAEFE, B8 6 A float 2R
float4x2 matrix3;// F7x 4*2 B AERE, B 8 /> float R
float4x4 matrix4; //F7~ 44 PrfafE, X2 ok R 4EEL

ELE R L WA

float2x3 matrix5 = {1.0, 2.0, 3.0, 4.0, 5.0, 6.0};
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HER: Cg . MESHARLEEAR, MEMERZNERHEEER
CEFFE TR, MmN AR, AN ERIERA ! X — M
C\CHHRAR—FE, £ C\CHH, X=FFJE T Hdaitty, e n] DIkt E &
R TR EARR R Cg B R

5.2 BEHRKA

“General-purpose arrays can only be used as uniform parameters to a vertex
program. The intent is to allow an application to pass arrays of skinning matrices and

arrays of light parameters to a vertex program”(3C#k [31 9 Array F75).

fEE R, BALEE R H 12 NSNS R A K ESH
B Cg WM PS80, G115 BRI RIIERE S, B LIRS
B

& 2, BABIERMAE Cg fefr H RIS : ENREIES, MTKR

Cg A B AR = 10 7 =UF C B 5 2R Bl

float a[10];// 7 B T — 404, 5 10 ) float AR
float4 b[10];//FBH T — A4, B 10 4 floatd 287 ) & K s

XHEAEATRIIR A O

float a[4] = {1.0, 2.0, 3.0, 4.0}; / /¥4 —AH
BORMEAHKE, nTUAHA “length”, f540:

float a[10]; // =

int length = a.length;/ /SR K&

5 ] 22 AR DA R TR A ) 07 30 R s
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float b[2][3] = {{0.0, 0.0, 0.0},{1.0, 1.0, 1.0} };

Xt 2 AERAH IR EE (175 O :

int lengthl = b.length; // lengthl {EH°~ 2
int length2 = b[0].length; // length2 {E A 3

HOZH RV P e, (ERFEASRARIR . il 4%4 I B i 7 i 7 K0
float M[4][4];4 BYHEFERI A BA 77 A : floatdxd M. AT & — MR 45, B 16
A float KM HHE, FE RN 4BEMEYE. floatdxd M[4], Fon— 1A, &
AN AR

BAT AR B A YIS, —E ERE B K, BRARRAE ek S Hom S Wl i
TCZHUH . JF HAE ST profiles H, AL AN 51 T HOEUZH TT 3 0 sk 4
ZAE 9 VRIS L RHTE

“Unsized arrays may only be declared as function parameters-they may not be
declared as variables. Furthermore, in all current profiles, the actual array length and

address calculations implied by array indexing must be known at compile time” ( 3k

[(3D.

BT SHAARN S E 5 RIS R 4 G, PrOCRESS 8 T 8.1 sl
WS IR

5.3 ZEfgERY

Cg ifi 5 3CHFAibAE (structure), SEFrR_E Cg T HISSHREI A B AT C++
ARHRML CQURSREL, ARMFED . —DEi R =T i, T RE X
BRMMA R . FIANGHAENLE], BT 7 Cgifi s LA RNEE. il
CH+r, Gk IR XA ? BT DA, BR 7 BRINTT R @ PEAE 45 M i o
public, JEHJy private, FTLAZEFIR SR ARF LN, dtal L& H shader 15
R & SIE R 73 BAA T A SRR s e = . AL AT Cg 1EE il
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LER AR AR DL R DI RE N, TEAN SRR 4B«

ZERIVR I P W LA 7 struct JTAG, SRR SRERESMIRIN Ay, BN RE—A
KfET, WU SHER (AEE T35, KESHREHEKRE L, 2 AMmK
K BARREAME G RE B, & X400 myAdd ERIER, & — Ak
AR, M PATHINTIRERT R A R E, IR 75 I — Mz i R R ) AR B
(EVSE

struct myAdd
{

float val;

float add(float x)
{

return val + x;

}
¥
myAdd s;

RS o7 Sl PGSR A ) e 53 AR AT A e K. il

float a = s.value;

float b = s.add(a);

TR EAET A profile AT, a1 R ESHAR I — it A T
R AR R, WZ R 1A B BAAE R AN, R0 BRI B 15 AT DL B s T 8
[ profile i A . (SCHR[3] HY structures and Member functions & 5 )

— MR, Cg VRS #R A SO 1 0T L AN MR, 2 T SN
I ZRAY, X AN USRI C G558 SURTR], R T 8 X s # s
R AR 2R T4, 3k e SUT R A 140 E 1 (Y ( Binding Semantics), FITiH
G e 8 RN T 518 EIEEATHEE S e i s R AN R B SR A . H R

57



Cg SCRFIEEE 1 LA HE POSTION i #), COLOR(Hift), NORMAL(VZ M
i), Texcoord(SUHALFR)EIY,

A0 G R 1A BOE O RE PP AR I B A 2 (R DL 1, I i 1
ALK 5 (A e 5 AN . i 5 2, S A — N oI, =
o 2% AR AR

5.4 #O (Interfaces) ZH!

Cg B FIRAILNRA, Sihr b, FARNRD IR A& DR E R,
JARAE T, Cgifi g H IR ORAIEASE R, ARedd M S . A, HATK
GPU 2w A2 K2 A I HOL I AT i, AN, A8 SRS K
KEIPCFH . P LUK EAZR R A M B . A B v BLS SR (3]

] Interfaces &= 77 .

5.5 KRB

Cg " HIRIEES A C BT PSRRI, C BT PR ] DL
o ST LM, AT DL RR e, RS SE A, B 2R R MARCRS 1) v ks
i, {F Cgits i gutt. #lan:

floata=1.0;
halfb=2.0;

float c = atb; //%H1 T float ¢ = a + (float)b;
M R B TR A R ATIZ R, R 2R AR A e, 2%
(LI

float a=1.0;
float b=a+2.0; /2.0 TR EEHIE, FmEFEN/EAN float 287

Cg 16 5 oo T8 B nl LOin B8 RYR 4%, R izBdli 2R, flan:
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float a=1.0;
float b=a + 2.0h; //2.0h A half 58V X035, EH 2 5B A

WEIIRMES (type suffix) A 3 fi:
f : Fin float;
h: F/~ half;

o
[ )
® x: K/~ fixed
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F6E CGC RiAR 5iTHIIER]

fEE—Fd, WAICENDH T Ceii 5 MERIEIERA (TR, A EHIESR
R, UARHUA. 450, SRR, AREHAEIER EihitCgh REA, *
IEXHERVERF (operator) KEA—ANERZ NMEAIEEL (operand) FIAK, FATE St
BRI RAERT,  JEE5 & B0 B PR AR 1 I B AR F 75

CgH IBAEAT 5CHE S P IIREL GRIEFIIZIREMSIE S CHIA, (HHEA
JOMFED, $ZMERAERT IR AR 0. RABRAERT . WRERIERT. FIHERAE
7o Cg A —REONMFF I ERAEAT, FRONSwizzlet(ERT, X ANERAERTH T U
AR R &, 1A, SCIESARRZE, CgftVFERERMAE FAE
FHERAEAT, B> E AR5 o] LR BB AN B BRI RN G &R . CgP iR
BIEHIRZ HCES AR T AL, REATE R ——7il.

6.1 XZEBIEFRF (Comparison Operators)

RAFAERT, FT LER RIS AL A s (AN [RI SR ) A il A 7 B AT R A e e,
AFEKERA &, AREATHED Z RPN RREEFEN KR, CghHOR
REAFAERT, Wk 1R, RAGAEFFIZH)E 1R 2R Abool R A

RABRIETT TR FZ:

< INT expr < expr
- NFERET expr <= expr
1= NEET expr != expr
== &+ exXpr == expr
>= KFBET expr >= expr
> KF expr > expr

*® 1 KRBT
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ECgH, HTRABAERF UL T I ERERT, #R FlboolZE A 45
R, BT LLIX R ERVE A I 4 48— K Aboolean operator .

Cgifi 5 RIESCVEXT [ & P iboolean operator, W12 — e fEFT,
VUL SR A PR A T B R B A AT — B o 2Rk 3 ey B S 7 B AR BEAT — 3 — 1
1B, e r iR EIERZE — I boo SR A &, K EEARIER AR5 il

float3 a = float4(0.5, 0.0, 1.0);
float3 b = float4(0.6, -0.1, 0.9);

bool3 ¢ = a<b;
BH 5 M & c4h H Afloat3(true, false, true);
6.2 1Z5ERIER (Logical Operators)

Cgifi & T A 3F 2 B /EFF (4 FX boolean Operators), 1% 2f7~, @i
PR 18 55 1)1 [B] 28 15 Abool 27

WHRBRAETT Tt F%

&& 2y expr && expr
| jek el expr || expr

! WAE lexpr

= 2 BEBRMEN
B EATEr, EEERAERF T U A, IR B AR s R A R AR K
1N B bool 7] & .

H—AHFEEE: CgZHYE (&&) MBI () ANEECH HE BRI
% (short-circuiting, Bl R THHE—MEEZIboo BRI P, 125518 H 1 #
VEF AR #T 1 4Tbool 7347
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6.3 ¥EFEIEFRF (Math Operators)

Cgifi 5 Xt R A B AR R IR O T B HISCRF, Cgh BUEABRAEAT A - *3RE;
Rk -WUs Ik —iks %RARs ++ —— *= /= 4= = Ja Py
IBHEATH N PITPNIRE SRR, AL ENT5Cbs BT AT 5, SRR AT IRE,
TP BB N B E B AR AT R AT B

FE3CHR [2] %53.37Math Expressions™, HATCEEE 1L N5 “ 115
AR b2z T I 8k 477, sebr EE IR, . — 25
BHEAFEREAT DGR R . BTl “Cglf &5t M & EE R R N B SR
e SEIRTIPE | iR N

FEVE R AL RRRVET%. HAEFEInt S BE R 3E T, N4k 2e 44

NEFIR(E S error C1021: operands to “%” must be integral.

Ml X B AR E R — MR E A — A AT IS E, AR B S
Bl MR FE MRS, REETEE, Gl TR -

void function()

{
float2 a = float2(1.0, 1.0);
float b=2.0;

f*=d;
f *=2.0;

6.4 BAIIRIEST

Cgiti 5 P ERAETRT, DIREMCIE S P —#, BaTbMEMERE L, H

Fe [ R inSR A . i
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int2 a = int2(0.0,0.0);
int2 b=a>>1;

R N, 2B RERES: error C1021:0perands to “shr”

must be integral.

float2 a = int2(0.0,0.0);
float2 b = a>>1;

6.5 Swizzle E{EFRF

FLME R Cglh 5 H i swizzleBAERT (O A1 & 1 R 5 B A R — A
IlA & . swizzlefR{EFT i GPURE T =R . swizzlefIERT R #ix. yo 2o w,
ANFRIRIG RS B A BBEA B ITER: swizzletR (ERT 5%
rv g« bMaff i X ERIEER. AN TP SN, @V TR Bt E m
[, A swizzletR(EFJE&r. g bMaff iz,

ZEB R

floatd(a, b, c, d).xyz ZMT float3(a, b, ¢)
floatd(a, b, c, d).xyy T float3(a, b, b)
floatd(a, b, ¢, d).wzyx 54T floatd(d, ¢, b, a)
floatd(a, b, ¢, d).w EMTF floatd

EEFEERZ, CglisHfloata Mlifloat] asgFE AZEMN K, WE AT LA TR
BUEEH, float. bool. halfZEFEASSHY A B 14 &t v] DS H swizzleB e ERF . 15l
.

floata=1.0;
float4 b = a.xxxx;

TERL: swizzlet(EFT R BEX Sty i M A B H, AREXTEAET, Wiix %L

HAS FH swizzle R VERF I 2 A 1215 5 : error C1010: expression left of .” x” is
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not a struct or array (LS4 N i £, $27s TR (E B harray# fivector B I &8 ) .
BNEH P BE 1575 . Filan:

float a[3] = {1.0,1.0,0.0};
float b = a[0]; //1EHff
float ¢ = a.x; /g IR R E R

6. 6 ZH1EIERF (Conditional Operators)

AT BARFT IR EERS 0N

exprl ? expr2 : expr3;

exprl P THHE 25 T Ntrue B flase, WIER Ztrue, Mexpr2PAT18 5, 5 Mllexpr3
Wit H.

SR BRAERT N B if-elselB A PR ML T — A B BT 20, BlanATTRT A
A

ifta < 0){b=a}

else{c =a}

MAE A :
(a<0) 2(b=a):(c=a);

CgH M ERERF — DM RE . R EBH . H, exprlfitH 4
BRI Pl Zbool M [ &, expr2fllexpr3 e Sexprl K FEAHE MM &, 256100 -
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float3 h = float3(-1.0,1.0,1.0);
float3 1= float3(1.0,0.0,0.0);
float3 g = float3(1.0,1.0,0.0);
float3 k;

k = (h < float3(0.0,0.0,0.0))2(i):(g);

=7t EhEfloat3(0.0, 0.0, 0.0) LLEIE H IS 45 5N (true, false, false) T
AR — N IR 25 K IR 28 — N0l g P38 — AN AN EE =AM Bl A A ki 28 —
ANFIEE =N s, KAME (1.0, 1.0, 0.0).

6.7 BAEFHATINF

CgiE & HEERF LIy ik 3R, M _EF RN & R BRI
e, F—ATHRIER B REM kR, ZHRSH T CgUfE vl g S TR
AR 553.3.170 6

BRERF sEOTE Ihie

O ->. MR PRECH A 24
F &85 iR
JriTEE S

e -+-* & MA R — JCIRAERF: HUx.

(type) sizeof B, b, ES,
g, 4. bk,
e

* /% MIE B A Jeik. Brik. R

+- MIE B A I, IR

< >> MIE B A AL ERAERT

<>=>>= MIE B A KABAETT

= |= MIE B A LT, ANE

& MIE B A MRS

A MAE B AL PR 1T 57 B,

| MAE B AP E R B

&& MIEE A wiRh

I MIEE A

? S ARk

= = = *= /= Y= AT B I MAE . T(ERIA

&= "= 1= <<=>>=

MIE B A B S ERERY
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* 3 BIEFFIMAER

6. 8 #5718 4A] (Control Flow Statement)

FEF S /INIHOT BT B A (statement), 1B — Bl S 45, BLE T
N, AT AT I, (B2 2900 R R Wz dil i, st R A s AR P iE ) .
PR PR A) 0 N AE M AERMER], ECIEE T, FIERIAIL if-else.
switch%%, T{EH L FEN fwhile. do-whileFl forif )7 . CgHh I Hil i i 1) Fl
EBEAHCIE S R KHIEAIA: if. ifelse; fEMEAA: while. for. break
A A LRIFE for i A1) g T

Cgifi & 1 A il L F) 2R A ) 2 ik R B AR A bool 2R Y, 1X— i
RSCEFAFRZA (CEET, FMFRIEARBEREIAZ0. 1D

vs 2 x, vp30Flvpd0iX Leprofile ST FF4r 484 (N FRFEHE 184, branch
instruction), forfllwhilefl§3A§§ 4 7EiX Leprofile # 5E 4= . 123wk (3] Hig
2

“In other profiles, for and while loops may only be used if the compiler can
fully unroll them (that is, if the compiler can determine the iteration count at compile

time) ",

RAPEREERE “7EHANprofilest, forFlwhile/E¥A A A 2] i) FE 1
INUES A B A 7. (R ilse, WA “1Efp40Fips 3 0ZHTH)” HEX
profilesZ P &% X for, whilelB A i 2= H BLAS 1R 3E 785 E.: error ¢6003:  instruction
limit of exceeded-*++++. [AlUL, WIRBEEHUINIEE, HSELERH WprofilesH 8 H
T EA] .

[FIE, return R BEAE NE G — BRI BB IHE A (recursion) fE
CglE S et 22 1. Switch . casefldefault?E Cg /E N B et w7 7E, 1H
FEATH BT A AT T profile Fr > FF -
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B7E WA\ S5IBEXHE

=M GPU Iaf7 7 B MAE R 10 A L iR 1 s e IR A BUE (1
R AG S, B, MR G ERF) KEDTEE (TR E. KR,
SUHARDREE ) AR LS T G A2y RS O RE P 2k T B o B AT A s (A1 2
e, IBHAARNEE SR A BoE O BOE ORI T PRS2 N TR
Fe bk i SRS ., XS B ER AR T SRR BRI B, foe e R X 28
PRSI RIS X (BB 22 XD

X TR TR 7 A B (R Py I BE AR D B At S A\ et SEEB B3I
FERE R O D2 2 MEEERMA, IF RS KT S ML, 1,
APV S OCIRALE . BES) . MBEE S REL 159 R85,
BEhERIEE (SOEBEAERE . WRIgshaE RS, W MET AR it O
I I 1, AR B B e AT el 5

X —TEHH, AT VR Ce 1B = 188 o frr Fh AL ] B 52 B SR AL B T 20 5k
FEHIE W LA A A8 5 e A By

1. MBI PARERIGPU S, 70 NI TolE B8 (FEGPUALEE 3L A%
PE N T A BLAS 25 MEAL N S e (FEGPUs 1T h AN & R A AR A,
AR ORGSR TR R KPR A\ EE dn i [X 2

2. MR BIGPUH A B o5 BT X 70283, B, TSRy B AKl
MR R A ERE, TARE R RS

3. TR (R 15 1 B T R 2 1) ) S50 A i G T 472
7.1 Cg ki#¥F

REETRE S A PR — DT R RS, HTARRRERE 30 Wi
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BTk 2 (8 2 B OCHE F inty float 55, DA SE MR CHE T struct. Cg HHIAICEE
FARZ AR O\CH IO, At Cg PRANE T — R 5T,
XSGR AMEH T e N B o R & X G ERE R, ERZEREER,
25T A T R A 3K A P ST AR A TR R R A R (A AR R B S, FRZATE X
il (Semantics), I8 HARYE H HVEFRZ A€ 7 LiA (binding semantics) o

FRiE RSk, Cg iR ft 7 =R Y, in. out. inout, TR NeRHH
MANS IR T FROVRI A\ H O 7, XL 7 R] DURIE SCiAl & &
BAEAT EASFIRAEAEALE, RIE — N8 SGA], 8] in SSHE A EREAT out SCHE 1A 12
i, R R EA RS

Cg ifi F LR MEREFT - uniform, FI T4 € 22 HIHHE I 466 77 20 const
KETHH G COCHFME, Kol ZE T LR,

TR R IR DG BEAT TR R . X — T AR SO, JU R A
AEFIT RS S, TN Ce P I B T E3E L

7.2 uniform
Cg W0 & W ANEIE R /7 I (Z WK [3] Program inputs and Outputs ):

1. Varying inputs, RIEHE LI B o 5 B & P B 2 . B AR P
2| GPU B kx 7T i B, A TR B &5, SO AR FREE
%, Cgig et 7 —4HiE inl, HUARZSEUE BT AR SR w1464k
1.

2. Uniform inputs, F/n—45 =4 P S MBS HUE B4R, XL dia
HHMNAHRRAEN, JHEEA SRS EUE AR AA, A B G
BORHE B 183N . Uniform B8 — NS4, LS HI0E B AMT N
FAREFHIIAIHAEN; BINTESHYIFR TS .
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uniform float brightness,

uniform float4x4 modleWorldProject

Fom M CHNR A2 N—A float RAVEHE, F— 4 BrFERE. “HME7 12 X
% 2 F OpenGL 53 DirectX T4 5 i) N FHFE T o

i/ Uniform f2&¢ AR &, B 7 B RIEA R SE, SHARAR B e 4 — .

i EE RN 2 uniform 2R AR IE R WINEL AN, FTLAE Ce 2
Fe (AR A R B ) Wi i Al H uniform Z28UETFRBUL S, AEVER]

— /N uniform & 1R EARE L NG EE 2 MU IR E S

Error C5056:’uniform’not allowed on local variable

7.3 const

Cg ifi 5 IR const BFEART, 5 C\C++H& L—FE, # const TEFEHIAR R
R Z R AN REH £ E. R FEFr A — A B const Y42
BYIEEZ -

const float a=1.0;
a=2.0; //Eix

float b = a++; /55 %

P PRI 2 IV AR5 B error C1026: assignment to const variable.

const IEEEAT 5 uniform 1B FEFT A B, X — A28 & RE AT DL A F
const 2% uniform, 4 A] PL[EEH# R .

7.4 M\ IZEESF (in\out\inout)

SHUE R MBI SE2EIR R BB S . £ C\CHF, IRYE
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BSERNR R T2 FBEESENNAR, 8% e (pass-by-value) ”
5| FA&i$ (pass-by-reference) o #fEfE R, BRECA VM M FT A 5L 2,
BRBUAAE IR R SEZ P UL, WEeBE, BrUESER SR A S 2l
S A B, BRI )2 S AR L, R R 2 S 2 (B . C\CH
KR LA @ 5| A%, L@ 51 AR ARy TR 287,

Cg 16 & "F 2 Huftid )y sCF R AR g AR5, B4 HLEIF A
W GPU A S RF, FITBL Cg 18 5 KA R RTE IR AE T 455 R X ) R A% 3 A=<

P X EAETERT 2050 9 -

L in: &R — S HEM TR, BEANRBURR a6, HizES1HE
HISCAR AL S, X2 IR (B A% 3 5 2K

2. out: EEF—NMESHEMTHHN, BEARBUAR I BABHImL, X

s
MR Z— o — RIS 1T 45 2R
3. inout: BFE—MESEMH THRA B TH, XA 5] L.
IR

void myFunction(out float x); /5 x, HJ&H Tt

void myFunction(inout float x); /&2 x, BIH T4 AN W64k, 0 H T4 £k
void myFunction(in float x); /JEZ x, HiEHFHA

void myFunction(float x); /Z#t 5 in float x, XFhFIVEA C\C++584—

AT LA return 15 A)SRACE out IBRERT AT o a0 N\ H 2 B 4430 5 AN
S, R RE G AR BOE RE PP R N St

7.5 38X 18 (Semantic) 5iBX 48 (Binding Semantics)

B 3CE, oA BT EIE S X (RAERFR, EREMEFR), hE
WYX L8 P e B A TR A SRR (A A B SO G2 XD TR (R e A

70



Bt tiAE e Varying inputs RR AN, 00— NG SOAAHZRE , X2 N

485218 X (binding semantics) .

7.5.1 FIANTE X EHATE XX 5]

T SOBES (5 AT B K R AR DL KA R . IHTHEIBTURE GPU Ab2E
RREF A IR, — BB S, SRR R N BrBL IBARAN Bz
[ PR 2 G e i 5 AW 2 45102 T A 885 F N 008 2 A A 2R T g T
e (ME. VAFE), Ml RSB AbRRDCIESIth;  Fr BUG TR 38 ZUR s IS
ORI, TR B BEAR B A RE G IS A A A7 TR L ?

PR ST (C/CH), Bl Wi L —Smdit i) 71—, & DS 14
BN E CEHZREEE): BT CgiBEFIFAKFr RIS, HIE
FEAEEAL BRI RE rh, M il AR A e, HOMAE Cgif s, Mgl G
XHR5E (binding semantics) B, 5 EBHIEAFBNALE,  SEFR_E 2R 4 A\l
HH AR AN B AF AR — N U G &R (FE OpenGL Cg profiles HZIXFE), (HAE
DirectX-based Cg profiles H1 U FF5cATIX TN K 50 MRIEHNIE L, EIALE
WA Z A S B . AR5 PR AL FR Gy 0 Bcdi , AR e V5 S0, TREIE 58 1A
e

WWEX /i B AWNEER B (AR FEREF) ZERHAN
ot HfE AN A A IR AOATR AL, (RIS 38 SOEH = Bt (1055 3, 41 POSITION
RN S HUMAE T R 2 TR A

B3 RRTPASEEER BU A Vi i BE A = R, XA E
ANBRETA G ENFRE (A BRI AL B R 5, AR — AN B
B BIH R R) WIER, #Zm (Semantics attached to parameters to non-main

functions are ignored(261 71));

30 0 RNTE SONUNTE S B AR SO 1 SO XA BAA—
SR A AR PR 5E 15 3G, Bl T gl Shader F)%i A Z 4L, POSITION
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T8 B FHFE P AR N BIT0 s AL &, e HH 2 20fd H POSITION i SOt kos 2 i 45 il
e 2 BT A (A A B, e 2R POSITION 24— /MBS E . BARWANE
N AR 444 POSITION, {H AN R 5 B TR /K 4 _EA R 24728

Y #£ OpenGL Cg profiles 1, 18 EREFEE 1 iy A\ th Eod A B A1 A7 48 2
BRI 5% 2 s {HAZFE DirectX Cg profiles HY, MIFFARfntt. 7ESCHR [3] M58
25 U5 3

In the OpenGL Cg profiles, binding semantics implicitly specify the mapping of varying

inputs to particular hardware registers. However, in DirectX based Cg profiles there is no

such implied mapping.

FESCHR (3] HIZH 260 TU5 3

Often, these predefined names correspond to the names of hardware registers or API

resources

752 M EEARFRIAE X

K 13 B X G0 e 18 OB 74% Cg 18 5 T vertex profile AT 2,
— & profile SCHFANSMAIE LA

POSITION BLENDWEIGHT
NORMAL TANGENT
BINORMAL PSIZE

BLENDINDICES TEXCOORDO---TEXCOORD7

B 13 EEEEEFRNENIT
1E Y3 POSITIONO 24+ T POSITION, HABKIE S A R0 5 &

N T UL HIEE SR 3, 2R

in float4 modelPos: POSITION

FoRZSHP I TS B ALy A A TR, BTHRAS
#, 75 i POSITION 2% A5 X, WHAE OpenGL H X7 Ay 52 N FH F2 A%
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3 1 T il 1 A A7 as CERITEAEAE 1D

in float4 modelNormal: NORMAL

FoRZSE P R 2 T AR EAARR GEWALTHERZD, BTRAS
., 18 XA NORMAL s2 i N5 X, URAE OpenGL H X} 37 Sz 52 N FH R P A%
BTSRRI BN TR (B D).

R, RIS EEE R O i, 8 FRATIE R R R KR TR A AL
BRZEREHRE=I0E, ET A ER=Jor s IcR R, SRR KA
b, BARTEEHISTE Ao TH A B A bR N T S 2 Th (o DU &, fn
—ICHEE Y 1, TR AUE ) A NTH AU BT R A I o &, fn— o8
P90,

7.5.3 Th B EBREF R HE X

TR e Iy 1 B e A N B R P v, i LTSRS G e 1 g 38 3C
], I8 BRI AE SR, A1 SCRIPOSITIONFSR b

I THI X 2 TE SCHEE H T T A I Cg vertex profilesfE % H 5 X FICg fragment
profilesffJ%i A\ iE L : POSITION, PSIZE, FOG,COLOR0O-COLORI,
TEXCOORDO-TEXCOORD7.

TS R LA B — M AR &, FR48 E POSITIONIE SUid], ZAF &
FIEFEB AT, B RS T &G 7 B — A 482 POSITIONE S i
K AR &, 4 N PR AR
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void main_v(float4 position: POSITION,
//out float4 oposition : POSITION,
uniform float4x4 modelViewProj)

//oposition = mul(modelViewProj,position);

FEAL FHvp20Hvp304 PRI 21 nF 1215 B . error C6014: Required output
‘HPOS’ not written. 7E{§ifvs 2 0fllvs 3 04w S 2274815715 2. error C6014:

Required output ‘POSITION’ not written.

N T DR IO RS P i 8 SO BORE e AV SCIY — S50k, 38 % A FH AR TR] 19
structRAYEIRAE & 2 (8l Ak, X —FEAER TS, HEEEM. 6
o

struct VertexIn

{
float4 position : POSITION;

float4 normal : NORMAL;

struct VertexScreen

{
float4 oPosition : POSITION;
float4 objectPos : TEXCOORDO;
float4 objectNormal  : TEXCOORDI;
}3

TR 2 H struct 8544 b 1 i A AR B GRE 15 N, 7 BT R BT A (s
Fr P s I APOSITIONTE SCiA],  FEAS 24 F BURE 7 A3 FH 11 -

N SR 7 BT R e n) o BORE PR AR I B, 5 an TS B Ak by EIEAE
HAE AT LA B A AN S, 4558 B TEXCOORD & 41 [AE il AT HdhiAL 3,
SEFR_ETEXCOORD Z 51 1)1 SCia] 38 # 4 F T TSR 7 7] B AR 7 2 A A% 3
4

74



M8, AR T] CLEFEAT FHstructZ5 44, 1T ELEEAE BREUE 2 Hh AT 18 UEEE
Tew AT, A ELF vertex programH I FE € 1E L (POSITIONERAM) 1Y
i HH T 2 BB 24515 3 fragment program HP 45 52 AH [F)1E I ANTE S

75.4 FBEEAREF N HIE X

Fr BUE (R P 0% VR G B/, 8% 2 COLOR. XA B ey
iBiTe A, MEAR] T GPURUKE NI ARG 1o Fr BOREF 1 Bl —Sout A &
(=JeEUo) , FR5Eilf i COLOR, X/MERH F1E 2 by I i e 24 L1
filan.

void main_f{out float4 color : COLOR)
{

color.xyz = float3(1.0,1.0,1.0);
color.w = 1.0;

}

—fragment profile 37 74 1 1E XIAIDEPTH, 54 et L ES B E N
Wit A A — SRS M B, TV T 2E 4 HFF (multiple
render targets , MRTs) &

MW B R —FE, Wi GRE et n] BURH ) X GOSN — A a5 i
A, XFMEER LTI, B s GO T N R D, B T 2
PUEAE (HRE 15 LRICOLOR) B ) — AN ) FE i A7 b B A M AR
110 G R it O RAR 22, AR S9OGIR BB TH SR, A3 e e TR i)
S AR VAR SCHI ST A IR SO SR AR R, XS
gt IR SRR T

755 NS EHIE

N R N\ R 1 40 e 8 SO 4 DU R vk Ccik 13 26 260 1)

75



1.

{

e T SUBAE R B ZHB R IS 0% B e 1 -

[const] [in | out | inout]<type><identifier> [ :

<binding-semantic>][=<initializer>]

b, const fENTIIRTN, BRESHHE; in. out. inout YENTIET, i
IR IR 7 50 type BT, KR U385 identifier A2 00 IETH,
WZAEA:, —ANES "IE—NIEIE L, RERIG &5 2061
ZH RS WA s . TBSSIERTSH . SH T ghE Bl
NES 8= ZHUGE R LIE XL RESH—MSH3 NFEiR
SCiA —HE, HETERRAIE S JEE A IS FrBLE AN S B
Xt L RSB AS EEAS —FE A

void mian_v(float4 position_obj : POSITION,
float3 normal obj : NORMAL,

out float4 oPosition : POSITION,
out float4 oColor : COLOR,

uniform float4x4 modelViewProj)

458 15 Ul LUSHESS M4 (struct) [ 53 2% & Jo 1 -

struct <struct-tag>

<type><identifier> [:<binding-semantic >];

AT, G54 C2E1v_Outpu 1 2 SRl 7 A2 & 77 73] 46 % 211 3L POSITION

1 COLOR, #RJG7E C2Elv_green Tl miF2 /7 A\ L& Hi i, Frll C2Elv_Outpu
H RS SR S AE
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3.

struct C2E1v_Output {
float4 position : POSITION;
float3 color : COLOR;

}s

C2E1v_Output C2E1v_green(float2 position : POSITION)

{
C2E1lv_Output OUT;

OUT.position = float4(position,0,1);
OUT.color = float3(0,1,0);

return OUT;

205 1 SCiA] m] DUJSCEE B O B e i, HEOR:

<type> <identifier> (<parameter-list>) [:<binding-semantic]

{

<body>

}

I ARG R, TR B B JE A “COLOR” i S, R

O E IR, BB IR 2R A0 floatd, PR EUIA L 25T return
LG

4.

float4 main_v(float4 position: POSITION,
out float4 oposition : POSITION,
uniform float4x4 modelViewProj):COLOR

{
oposition = mul(model ViewProj,position);
float4 ocolor = float4(1.0,0,0,0);
return ocolor;

}

5 — s XHRE 75, B T8 SCRSUE 42 R ARE S =IN35
. HIEAN:
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<type> <identifier> [:<binding-semantic>][=<initializer>];

XML ARG IRA RS, AR TARS a1, FrUJfAR I, A
WA . s b, JRAE S S At T 72 b AR Dl B R 2K
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%88 BHSEFG

WA 5 ERY 7 E L, RANCLEETEAHIAR (553, E
L GFRIBAAER) CGF 6 7)), BRI H S 50w 2105 8 (B8 7 %),
RERE R Cg BmEHREM S, DIAREUR AT LIRS A5 AR T
A BE BT PO RIS CELCO\CHF 1) main()BRE0D; &5, A Cg
b B HUPE R A5 TRA

8.1 BR#

BT IRV — N A P e HI#RAE. Cg i 5 T IR B RS
C\C++H 4[], HIRFIZEA (return type). PREL# . TESFIZR (parameter list,
RF4Esd, FHFHES RIS EER MRBRAR. RERCSEET ST,
AR AR A, D R R [ 2R A voide T THIA BRI EIUE ST

void myFunc(inout float val ) float myFunc(float vals[])

{ {

float sum = 0.0;

val +=10.0; return sum;

TR WORRECRA IR EME, pRAEAIR [FISEA — g 252 void, 54 2
BUREMHER, RGN E:

error C0000: syntax error, unexpected’(’at token “(”
error C0501: type name expected at token “(”

error C1110: function “main_v” has no return statement
SHRAL BN B B 2, 1ES R 7.4 5 A\ B TR
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FRRIE. IAh, 7D HBRRI R EIE SR, ARAE C\CHHIERTE Cg
EET, RSN, BRI S

8.1.1 K S

FE C\CH, H— MR REINIE S, Kb EAEN A AR E THR
(K845, IF H B4 Figk 2% (24 stephen C.Dewhurst fT 2 [ {CH D RIL 22 )
IMAE Cg 16 & PAFAETREHLE] (ETREA SR, BAENREE S, Rk
RN B I KT Cg MESHA N R R TR AT LAE SCRR[3]Array & 775
A H]

“The most important difference from C is that arrays are first-class types. That
means array assignments actually copy the entire array, and arrays that are passed as

parameters are passed by value, rather than by reference”.

XB IR RIATE, Cgil s A2 “first-class types”, " SCHEHIFA“H—
REHRRAY, FrBs—2 (first-class) “HI& &, mmFHZRAEIR & A 4
B S B AP E IR, BB — SR SR AR« B A A SR A0 (1
SRITFM . A MR T fif“first-class”#E &, 12 [ Matthieu Sozeau and
Nicolas Oury FIT# [#]“First-Class Type Classes”— .

AR BN ARBOL S, 7T L2 —4ER W m] LU 24811, I HA A I
BHKZ, B Unsized Array. f40:

float myFunc( float vals[])
{

float sum = 0.0;
for(int 1 = 0; i< vals.length; i++)

{

sum += vals[i];

}

return sum;
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myFunc /& — AN RE, BN — AN E, THESEH T T SR A, SRS
IR [H] float RAHHE . HE R BHARSALBEKE. WkitE 7 whws
KR KL, I AE R FH 12 B0 B 52 2 B IR K BE R 225020 10K P I B OR A —
|, WREBEERFF—E i S IR R{E B error C1102: incompatible

type for parameter....

float myFunc( float vals[3])
{

float sum = 0.0;
for(int i = 0; i< vals.length; i++)

{

sum += vals[i];

}

return sum;

}

void main(...)

{
float a[2] = {0.0, 1.0};
float b[3] = {0.0, 1.0, 2.0};
myFunc(a); /85 R, 2 78U PR IR
myFunc(b); //1EH 1 H

X T BRI SR S AN AR K, IR T LU BCAE K I S 58

H.

R R EUNIE S8 e 2 4Rl HA By A B —FE, W AR E
K WRIGERSHARKSEE, WSESHA KE D REF— 2.

2 BRI EE

Cg 155 X HiRBE#, (Functon Overlaoding), 7 Al C++3EA&—3,
TSR A B SERRHEAT BB X 4. 40
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bool function(float a, float b)  {return ( a ==Db);}
bool function(boo a, bool b)  {return (a==D>b);}

Cg 1 5 bl o 0% Hh 4 K0 R BT A

8.3 NOEH#

Frig N, RI—PDREFFPATHIOA, 10 C\CHAE R H ) main() &£

BEESIOESERR A - MANDREL A T35 AR T NS FE PR
FrWTRE T, P N ETERUK BN EI B, AT A AN P AR — A
1 BRI EL

TSR AR B A R — M NO R, SREF T amen, &2k
ANHREAER (5 4475 CG 9%, FRAFA LRI N main, B{ATY S 2L
Bl 52 Cg ARRGI, Qe X 3 WA R A5 N 11 R 08 2 B8 AN N 11 B 500 I8 3 T
MEEFPEUT BT ? F5 b, TR e B2 P AN DR EUE R, 2854 H
CATHETE Qe e b BT AL B BT e« FERTTID S22 MR, T0 R iy i B F 2
FeARIE T R8s GRS AL TR AR 2 (8], SRS HEAT Abs 2 ) e ANl i Ak
B, B B ALRR AN T AT B R T B RO TR 5 i
MEE, TR RGO E . £/ BT A LR SEF G MR, Hih

A EHSEIEZ AW . B DU W SR 7 S 15 e (S5
7.5 VR SRS 1E XHRE D, HURT LXK 73 N FpR HOnS BB T S AR e IE E Fr BURE Y
1117 P78 B 2500 2 AR AR N P BT 25 B T8 S, T8 A N2 P T R A A A

SCiA], - BRARBNI A H A2 2R ST

T HEFARR R T AT R, AR C2ELv_green, XN
siE AR P — R i, SRR e BN 5E Ak bR GBI, TR A A B 55
UAERR AT A ? FERABBR AR A4 ? D, Rz E vt &Ja
A return i A% . WSR3 T Ce, &R AL T“NVIDIA
Corporation\Cg\examples\OpenGL\basic\ 01 vertex program\C2Elv green.cg” H 3%
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struct C2E1v_Output {
float4 position : POSITION;
float3 color : COLOR;

¥

C2E1v_Output C2E1v_green(float2 position : POSITION)

{
C2E1v_Output OUT;

OUT.position = float4(position,0,1);
OUT.color = float3(0,1,0);

return OUT,;

8.4 CG trHEREE

AC IbRHERR BRI, Cg 52l 7 — RAIN R P ErR AL XS A T
PATHC ERpE A A EGE L (OB A, BN, FRESRINGREI
ST 170 17 B n] AASE A4 o8 5502 1 reflect RS, SRIBUIT SR G071 17
RS refract pR%Y, MOEFESfILIZ S AT BLE A mul 2%

AT LR E AN GPU 4R ARSI, Pl APAT R AR o 8 KR 0 b R
WA EEIL, T SR AR R A A = AR A S 4L

Cg Pt B BEE R K GPU WEAF R R AL Ak, BT DAL Tt b 4%
T REFF R W] LLRAE BUR 1 GPU BB A .

Cg PRtk R EU % EE ) N AR

1. %% (Mathematical Functions) ;

2. JU ek % (Geometric Functions);

3. U3 Wi pR B (Texture Map Functions); (fF g i) — 22 3E 4T R
4. WS H R B(Derivative Functions);
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5. iK% (Debugging Function);

8.4.1 ¥ k¥ (Mathematical Functions)

R 4RI T Cg e R B BITAT (08507 pR 2 X BB e SO T AT L
FEEMTE, W =M. et e AR AR . X
e pR B AR, DASCRp b B AR AN R L I BV A S 2

BRI AL oi]itd

abs(x) IR Bl N S HU 480

acos(x) RARVIRE, WMASEILEIN[-1,1],
810, 7 | X TA) ) A FE AR

all(x) IR ASEIG AN 0, MR [ ture;
R A flase, &&IEH

any(x) WMANZH A H A —DANy 0, WERE
true. ||i2%

asin(x) R IERZ RS AN BEOEIX R [-11] 38

E%Eﬁﬁﬁ%&%%}

atan(x)
RV BRI -2 ]

atan2(y,x) THE y/x KR IEVME. SEPR EAT atan(x) R %L
Digese e —FE, BOMASEAE . atan(x) =
atan2(x, float(1)).

ceil(x) Xt NS5 H _EBUE . Bl ceil(float(1.3))

FOREHE N 2.0
clamp(x,a,b) Wk x BN T a, WERME a; H x HRKT b,
RE b; HW, iRIE X

cos(x) SRV x FOARTEE . SR B A [-1,1]

cosh(x) XU 435% Chyperbolic cosine) PA%L, 115 x
(R R 5% AH

cross(A,B) IR [BIPEAN = JT A =2 1) XA (cross product). ¥F

B, MNSEAE = Joh !
degrees(x) NS HONINE (E (radians), BRECKHE 0N
A BEE (degrees)
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determinant(m) | tFEFEFERAT I £

dot(A,B) iZ[E] A Fil B /) S A (dot product). 41 A Fil B
Al Pl bne, WrlbLEmE G NSOy,
AV SRR R IR KA o

exp(x) P e [, o= 2.71828182845904523536

exXpa(x) 2

floor(x) St NS Hm N, 640 floor(float(1.3))
RIS 1.05 {HAE floor(float(-1.3))ik 5]
fEN-2.00 iZPRECE ceil (x) bR A B .

fmod(x,y) R A x/y FIRE W y 4 0, 45 BRAR Tk

frac(x) Returns the fractional portion of a scalar or

each vector component

frexp(x, out
exp)

BV 0SB x o flo R B F R, BRI
x =m* 2%exp, IR [Al m, FFRFEEAFEN exp H;
W x N0, N EECFITEHER R 0

isfinite(x)

TR B Bl A RN O 2 R A TR
., WERAEIR M true; 750U [H] false; JG PRI
3, 4 #E (not-a-number NaN),

isinf(x)

FIWrAR = 5CE W= RN R R SR
PR, dnH iR [ true; 75 0[3R A false;

isnan(x)

S Wb B B 1) R R B A 1S 2 R R
P& (not-a-number NaN), WIS Z IR [A] true; 5
M3 7] false;

ldexp(x, n)

THE x = 2" {H

lerp(a, b, )

WHE(1-f)*a+bxf EiFa+f+(b-a)H

fHo RI7E NER a AEIR b Z [2EAT 0 {H, 38
ABUE. R, W a Mo s, WEUE f
WA bR R B S K [

lit(NdotL,
NdotH, m)

N FRiEmE; LR RASDLE; HER
FAAE; mEBREERE.
PRI ED L. BUE. BRIEEI DTk,
IR B 4 TCIA

X LRI BRI DTk, A2 1.0;

Y A AR ER DTk, W NeL <0, NI
90; HNANeL

Z A ARERE T EI DTk, Wik NeL <08

NeH <0, N0, A NeH)";

W R AE2547 1.0
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log(x)

A In(x) 1M, x AFKT 0

log2(x) P log 11, x BAIAT 0

togl0x) P4 log!d) (0. x BFRT 0

max(a, b) R M EK MR ER, REHKE.

min(a,b) R M rE S EK MR ER, R EHE/ME.

modf(x, outip) | 7F Cg Reference Manual H ¢ 7 £

mul(M, N) THEP/NEREARSR, 1R M N AxB R,
N 5 BxC Br4EFE, IR [E] AxC BraafE. T

mul(M, v) T B B A ) B A 3R

mul(v, M) T 0 ) FE A B A 2R

noise( x) Wa s PR, IREMELRAAE 0, 1 206; XFF[HE
FERTRIN, SRR IAH R (k2
FEAE LR S EH BRI D

pow(x, y) ¥ Y

radians(x) BR ECHE A P A e o I BE A

round(x) Round-to-nearest, 5 closest integer to x EJ /1
FHHNo

rsqrt(x) X W RCEFITAR, x WAURT 0

saturate(x) W x /MT 0, RIENO0; 4R x KT 1, iR[H
1; T[II:I)_I\IJ’ :LE(.E X

sign(x) WH x KT 0, RE1; 40 x /M1 0, R\
01; 7NIR[E 0,

sin(x) HIANZSHONINE, THEIEZE, REMETEH

H[-11]

sincos(float x,

12 PREE [FIR 15 x 7 sin (B A0 cos {H, i

out s, out ¢) s=sin(x), c=cos(x). ZREHT “ [ 72
THEL sin AHA cos fH I, ELor iz 2
RIR 2!
sinh(x) TE XU 5% Chyperbolic sine) {H o
smoothstep(min, | {5 x fiZ 7> min. max X [A]# . @R x=min, &
max, X) ] 05 WIS x=max, R[] 1; WEHE x FEHEHZ
], R 51 A 2R Bl s
2% X—min‘ P 1 3%( X—min. )
max—min max—min
step(a, X) R x<a, &MFE0; FW, KFHE 1,
sqrt(x)

R x P, Jx s x BT 0.
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tan(x) WNSHOINE, MR IEVME
tanh(x) TR IE DM
transpose(M) M AHERE, TF R B R

® 4 Co iR ETHHFRY

8.4.2 JL{A K% (Geometric Functions)

JURTes s, g 5 s, ST AR LA DRI TS, B AR 4 A\ A
S AR kA &, SRIPUSSHEAIT T A & . Cg ¥ 5 hnik R BU% A7
3 AU R H s 2 A R 3, 43 53 52 - normalize BA%, X ) & 34T I — 4 reflect
PR TR R refract AL, THEITHDCTRIFE. KEN, JF
FOROE LR :

LR R R BT A — 2 IR TR, 700 T LR
ik,

2. reflect BREUA refract BREARAFLELL “ANFH T mm&E” fENANSEL,
VERIX A BB S F NS g e, A MAME A U TR A s PR
IHEE R 7 B TE RS 302 60 N B 6 7 m) 1) = A A AT HE

PR Dhge

distance( ptl, pt2) PR A RO L SR RS (Euclidean
distance)

faceforward(N,I,Ng) I Ng el <0, JR[A N; 7 iE N,

length(v) IR [E]— AN EE R, B sqrt(dot(v,v))

normalize( v) H—A4k 7]

reflect(I, N) MY T7 7 & 1, AT Ry ) &

N, HECTT AR E. HA TN
VR —4, fREAREERRZ, X
T AFRRTNA; R RN =t &=
Ao

refract(I,N,eta) WESTSHE, TN, Nk
&, eta APTH RE: HP TN L
R —4k, WS TR N Z (8] 9 f K
K, WERE 0, 0, 0), WHLEKEIT
P2 TRIBMTAN; R A=
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| [ erEE |
% 5 Cg fnER B /LM R

8.4.3 LU MLET R (Texture Map Functions)

TR Cg AnitE R EE T ST PR 2. IX LR ps 2 0. ps_ 2 x.
arbfpl. fp30 F fp40 %5 profiles 5843 FF (fully supported). FTA [HIX L bk £k
[=] U 7t 7] B A

PR AL

tex1D(sampler1D tex, float s)

— S

tex1D(sampler1D tex, float s, float dsdx, float dsdy)
{F S5 (derivatives) Trif]—4EL

Tex1D(sampler1D tex, float2 sz)
— YRS, JFREATIR AR LA

Tex1D(sampler1D tex, float2 sz, float dsdx,float dsdy)
i SHE (derivatives) &) —4Eg P, FHSATIREE L

Tex1Dproj(sampler1D tex, float2 sq)
ARG B

Tex1Dproj(sampler1D tex, float3 szq)
— RSO, B EE

Tex2D(sampler2D tex, float2 s)
G

Tex2D(sampler2D tex, float2 s, float2 dsdx, float2 dsdy)
HFH S30(8 (derivatives) Fif) — 443

Tex2D(sampler2D tex, float3 sz)
RSO, JFREATIR A EEEL

Tex2D(sampler2D tex, float3 sz, float2 dsdx,float2 dsdy)
i S 8{E (derivatives) Al —4E4038, JF#HATIREH AR

Tex2Dproj(sampler2D tex, float3 sq)
ARGV LU A

Tex2Dproj(sampler2D tex, float4 szq)
TP EON A, AT IR AR A

texRECT(samplerRECT tex, float2 s)

texRECT (samplerRECT tex, float2 s, float2 dsdx, float2 dsdy)

texRECT (samplerRECT tex, float3 sz)

texRECT (samplerRECT tex, float3 sz, float2 dsdx,float2 dsdy)
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texRECT proj(samplerRECT tex, float3 sq)

texRECT proj(samplerRECT tex, float3 szq)
Tex3D(sampler3D tex, float s)

=GO A

Tex3D(sampler3D tex, float3 s, float3 dsdx, float3 dsdy)
gES SHUE (derivatives) £rif) =443
Tex3Dproj(sampler3D tex, float4 szq)

A =R E0E, IRATIR R ELE
texCUBE(samplerCUBE tex, float3 s)

A ST RGO

texCUBE (samplerCUBE tex, float3 s, float3 dsdx, float3 dsdy)
55 SHUE (derivatives) 37 7 RS
texCUBEproj (samplerCUBE tex, float4 sq)

PR LT RS

3R 6 Cg At iR B R SRR ST iR 3

s RAE—J0 —J6. = e AR z ARFAY FH IR B EL 3R (depth comparison) ”
M q Roan—AEE (perspective value, HSZaltf& B ML J5 FT 75 21 155 1Ak
PRIERE —A0), IXAMEYE SR ER ASER AR R (S), BEIHISE AR (B )H—
B0 A1 1 208D ARG T8

SUERBARE 2, BRCRUL, IR SCRAES AT 2R, BT 1D SO R AL
2D SR H, 3D SUHE K, CANL RS, HEIER, TexREC A& 1)
U pR B T 4RSS

3D 2, A HEEAAR AR 2R L (Volume Texture) 7, {AZCH
W H A2z, RS A Tl S A AR Bl o Gl 1 4ESCERE 14
EILFR, AR = A R ERBTEE S, (ALK RI(E S REEE
W=7, WNEBISMIEE, MBEAGPTR. 5 15 A 16 Bl TR E
TR 2 | VR AR B S0 R
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TS =S

B 14 #5385 = HEABR L

A — FRBONFHR SR AW R LA proj 452, FE R80T
AW BB A R TR B8O A — kLT R e By s, A #RSE a0
PR TR S AR SO AR, IRJE 1 IS SO AR AR BE 4T 2530 o 3 FH$R R S0 A
PREAT A5 1 1Y) BRI B A2 4R SO B R A

AR, PSS W) R B 38 1 SURE A ) R BORCE A ANTE], E—
DX 1 B R SO 2 0 o8 S0 TSGR I B AU AR AR, FRAE(E 2 A=K
AL GCH AR IR UEE . 28601 5, tH A BRI SUHAAAR Y floatd
uvproj, A “HEB SO AW R AL

tex2Dproj (texture, uvproj) ;
ST 2 A R S A R

float4 uvproj = uvproj/uvproj.q;

tex2D (texture, uvproj) ;
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8.4.4 S ¥ (Derivative Functions)

ddx(a) ZH a NP —NMERAE, RENZE R
{EAE X G 1 550

ddy(a) ZH a NP —NMERAE, RENZE R
{EAE X fh 10 i 550

R 7 CoinERBERSERE

fi T BB AR G N R, BOAERABHE RS B Ui B, 3R A
FRAX AN BRI SCBERHNS S 45 AR AR B R A2 “ddx: 3R [B] 96T R AR AR x il
MRS ddy: 3R [EIDCTBERRALAR y Bl f 3 400 XA f] 5 LSt (1 A g
AT RLLE B NI Ta) Rk 2 ey, I 17 PR %8 H LI R - T2 F A 4R Cg Refernece
Manual 16T ddx B E X (ddy BB E L5221, RS0 “returns
approximate partial derivative with respect to window-space X”. & /& A ff) 32
AIETRE. F—ADRE, BEEFRH AR HSENE L, UAH
TVE o T THIFRAT AT 35 [ R 2 2] I /1 bR 4

1. P8 ddx A ddy — AT AR, BIXH A S HetAT 1 Lesb 2 ?
2. PR ddx A ddy BTSRRI E L ? 28R, IE 2P IE?
3. PR ddx A1 ddy f B ERIE TR S

N B G E IR ERIBORTHRNE, 1 AT

If you evaluate ddx (myVar), the GPU will give you the difference between the
value of myVar at the current pixel and its value at the pixel next door. It's a straight
linear difference, made efficient by the nature of GPU SIMD architectures
(neighboring pixels will be calculated simultaneously).The derivative of any uniform
value will always be zero.Because these derivatives are always linear, the second

derivatives—for example, ddx(ddx(my Var))—will always be zero.

X AUE R, W REL ddx S E0N myVar, 1ZS 800 B R
wWHp(,j), W ddx(myVar)FHEN“BER A p(i+1, j) FMEREZ myVar”. [FIH,
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ddy(myVar) FIE 9“3 £ p (i, j+1) FMEIZ myVar”. 412R B% ddx AT ddy %
ANZHOYHEG R HOR [FE KT 0,

§5C L T 7 76 45 26 A5 R AR KT B o MR T 10 S T, N R
R U — Fh TR AR 4 I B T A5 AR A b . SCHIARER . YR TTRE, JelR
Hita s, BB ddxddy BEIISH myVar REERAER, T, ddx(myVar)
B8N, SO EAR 38 p(i+1, ]) FOSCERRE (EIR 3 myVar ISR 1 (548 .

BUAEFATAT BRI b T 8 = )

1. BR% ddx A1 ddy F TSR EUFE ARG 2 ) 5 e P Z 48 ;
2. BREL ddx A ddy 5 A SEOE E 2 SO AL,
3. BRE ddx Al ddy iR [EIAH AT G S EE R e M 25 1E

T AIX B R H T GPU Gems: Programming Techniques, Tips and Tricks
for Real-Time Graphics, 24.2. Understanding GPU Derivatives, by Randima

Fernando.

Complex filtering depends on knowing just how much of the texture (or shading)
we need to filter. Modern GPUs such as the GeForce FX provide partial derivative
functions to help us. For any value used in shading, we can ask the GPU: "How much
does this value change from pixel to pixel, in either the screen-x or the screen-y
direction?"

These functions are ddx() and ddy(). Although they are little used, they can be

very helpful for filtering and antialiasing operations.

W O AR GPU 4t it 5 partial derivative [FJ454 G #FR
NERFEETE A B I S 8454, DDX 5 DDY), Cg 1 Hr*t ) ek %A ddx()Fl
ddy(O)(F: glsl A hisl A ZKE). LB BERAH S A x 8L y 1HE W S8, XT
SUHE e LA PR A S AR A (i AT LA TXD SO &R S50 5D
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el e A A N NTE i SRR P SO AR — T ) B ARG RS
FITBL ddx SR X U5 b, AHEMAME R R I E AR R ddy BRE2 Y
Ji L, AP AME R R R AR

ER T ddx F1 ddy #5460 T80, Frbl ddx A ddy 5880 B B
A I

U FE ST AW R P A ddx AT ddy A2 T LT R . T BRI,
— AR R X XA AR A, BEOIEH N ER B, EEEE
A BB HARENE B AR BURIE . RS B RN, B
T B, LRSI MR S . 5 2% I S T i 7 32 B ik 2 D S0
% GeForce HFEIIIAR GPU S 1) 4 5 R H0RT LAFS Bl AT

15SFETR T % 4 S0 PR IE 3 SRR ) 25 R -

[ 15 —HELIRIE ERMEMRE

ElfE 7R T tex2D(sampler2D tex , float3 sz ,float2 dsdx , float2 dsdy )R ZUHE AT 4L
HURPERS, 2B,y 7 [ fm S 30 (0.01, 0.01) + €0.02, 0.02) . (0.0,
0.015) BFHIZR .
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16 {1 R BUHITRIEFBIRE

8.4.5 AR K H (Debugging Function)

void debug(floatd x) | WIRAES N E | DEBUG, HBUE
R P H U FHZ R BT DOKHE x 1B
COLOR i X fe &ttt s 75 % R %L
WA

& 8 Cg fMER IR R

T A profiles ACFFAEL, SSkEE, HEITA 1 shader language
AT R AR AR, & 8 A debug PRELSLRR b+ X0 0, REAEE
HIVE AR AT BRIK,  BEAE TR R 2 X LA R AR P @ A R 7. H AR Cg 1%
FPiAg CrHgFF — Rt Tz ATt DD IER.

8.5 FEARFIFHMERAYB)

FATEAE T, RRIVECIE S SRR ), 22 [m XA, 5 e
FERNTE “ PAVEALAS (1 5 S AU LEREE ", e, A1 B (1 5 W] LU
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DB ATV SRR, AR A A BRI R, RN EE
B S v LIRS ) 7 TG BT inss; thsh, & GG 58 mRZ 5l NGk RS, EJH
T )0 SRIRVRAAE ST B 2 s ZEna iR Re, W DA R P AT S AR AT R (I
Y BRI LU R D, i R R AP IR Th e, Ay BB AT LA — AN B a1
IDE $2ffL45 gmfE s

BEAh, R AT 2 P TR A1 B T AL BE A5 2 BE HEAT SO B Al s 341D
A BRI AT AR GPU A2 T A N T AN A DA 5 = A 0 FEE A R A o

BIRY, SEXE, /A MR T, HEINARZ T, bR
EAVT
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TR

MEROTERI13E, BHXH G MR AR A 52 SA A SRR b AT Db, X5
A T, EITHE YRR IR A, W14 R R 155, A H T iR
PRI SRR o T 2 i R 22 ) 0 X0 A T A8l mT DABR A — =, AR L
TRIVYE N IRE R, Glan—A b5 RaR, i T 2 5k, v DR 2 5|
P ¥ M ANERFAE A AR 2 S, AT AL P P W0 1 g S o ) R K
A, JEIRSENE. B AEESE AT DU TR, InsR s se .

JEHEAEAL (illumination model) , WHR N BIBARERY, T+ 5445 AL
s (BE) o« WENEBLRIERLIN 5, SCIRBERL I W2 — P 5L T4 B
W, H—MRET SR, TS OB, fr T A
JER IG5, A R A ward BRDFRLR!, o rb A/ S50 5 B4 280
B, AR ARG R (R I AL 2 ROR AR LS, (B THEE A, Sk
B LI TN T R e R AR, e 5—HRmKR
FAVEHED, T AR SRS R HS LU e v, R M [ AL, o FL S 35 2 IR S RO
AR AR R iR, TR TR R AR T AR R T B, RO
REPESRAE 7% & W E T

MAE A RETTT 5 DGR 3 Jay G HEAA AR AN 2 JR e RS . i R 01
BRI, SEROGIRI R SRIEAT 208, ETH SN A RE A Ay —Fb T4 R ol A
RN 25 FE B P e R SR . — AN ERBERIUN B B 757, AR 2 e
re 2 R HARIRAE N iash 3, ST IRE RIS I AR A b o5 R 2
BORER; ERFAMNER. SR DNEAE RS #0857 id
R, IRJE S .

Zyi—Hh], JERRRE ) 9L 45 B IME U b & 184F,  EopenGPU M w3 it
B, SBERESZECHE.
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H o= ZLHMIYBBIER (illumination model)

RIFFRE HH B
———ﬁj%%, ﬁE;‘F\Eﬁ

R—mlEmAMEN, R e o RS, T, R a8 G
B F LI AR SE, LR AR S b 22 2] BICGHR AR 57 XA SR BN S E AR
KL PRI T3, FIRE 2 RAE N A s o o 2R AR PR R X S Rl A ), 3K
SR BT 2N R R IR

OGN BRI, —ER PR R IR 53— MR, X E
AN S, AT Bt E @ R, P AE . BRIt REFE Ly
M, A RADEAESRDCRES HEN RS, P AR ROR . I8 SN AE S A
G OERAEHRL AN g 7R 2B B, B SRS 6]
SRPEIRSE T IRSRIE SR, TEN TS A A RIBROEHI LU kg 1 YR & i

GRS
FirEL, PRI NS PR B, USRI AN 58 EAAE
[F] RE o

Je S WA A (28 55 A2 SO, B SO e A A S NS T
RIEF PN, B AR (g ), AT SO, WEH R REER
TS ) B S5 7 o] — A B B B ot AN i B I A7 AR B IE A BRAR S 5
A, IR B o 2 ) ST OIS —ANAF AR o

9.1 LR

BT E(Ambient Light): WA = 2B [ SSRHOE I g8 — I, BOMAEDE
B SO0 GHENLEDE 2 Rt 389 T Bi4n b5 1a) BLH A = 2T b e K
BHYGI ELH RS, 12 R BE . RAEHR . MR S 2 P S A 2 RG22 4k e o 3k
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P 7 ) AT AR T _ESOR AR R G I E fE

IO S TS R KRR AR, BB 25, b e R
HEOCHEOLY, B YRS SRR R Y — A, R, RSB AR
R SR B RCR

MBS VR R W e fel A R, RPRVER K. e AR L A 2 8]
TEIT IR ST AT RPRES . HSRMIR oL : SCEaBH#RA T . mOLIRRE RO
PR d i BRI AR, G2k B R T DU R RS 38 AT — R A2 470k, BIDGZR#R
MR —ANT5 T A o ARy AR T S B SK, ) ATE G B
FS (WIRGARAL . Bilh SO <) =475t .

9.2 ;8K 85 Lambert {25!

FERE B A4 R T ) 8 77 17] 458 500 P52 L S 5 01, S 5[] 3 [ 8-> 7 1) 50 )
LGN HE A (diffuse reflection). F=AE 118 & S L R IR THAR
AR S, WAKYHIME (Lambert) 44,

XA FRAE B T BRI RAR A 3K (9-1) SR s A i S ot
(Rt
aaiee = kdla (9-1)
Ho |, FOoRMEBIERE (ARG, Kk, (0< k, <1 AFFRTIE %
SREG N 212 SRR S EDEAE B GT R65E.

B — N BRAR KT8 SRR I Tr) B B S B 1 SO 62k, (BRI o
AT ICER RN TT I T 6. Flan, ANSe)5 3 BRI 5 AT
[ AR R TR LG, HOGRREE R 2 o X AR P LA Lambert 5E R HEAT 4%
EmEtt.

BT, 5905 A6 SR BB B AR I, 18 BORHEIIG 58 5 NS GRI T AT
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U RURTHIN 1] K Ay B AR 5Z I B, IXARZ DY Lambert i€, Jf H A4 I H Lambert
18 S AR

L =Kql, cos@ (9-2)
o2 ROGIREEE, O AW MW mik& kM, AN
0<6<90° ), |y R ES TRV E SO 65 ASHANER, 3

W e2k s B THRR I, 18 S EmER; 90° ROLL SYIRRE 11T, Yiki%
WA FIEAT 2k o

A N OISRk &, LR IR R AR A e & ER, 2l
ARG, AZFER T, Weos@FMT N 5 LKA Frelas (9-2) i
RN rA(9-3)

L =Kyl (N o L) (9-3)

LRE B B EDEAIJT FK, Lambert JEHREEAL R 5 4.

Lite = ampairr + Niair =Kq 1o +Kg [y (N o L) (9-4)

9.2.1 18 R GHE

X 8 SR E e . IEANRT T S, & O 7 NI RE
R BE R, AEORF TEETRE G L, RN TS HdE
BEAT AL, Al T AN TR B PN T R AT AR FE . TR (R e A BOR (A
Fea] LS AE R — NS fF e, AT LS AEA R SO ] LR A TR A2,
A BUE Ry

BT RXREABRE - PNEORSF, B2 Hello Cg World, JrPAE 58 R & H
TR B AL PP AT 8 SO e E Y, R BIRGE RPN SR, 5B
HORF S LA . AR B8 AR Cg 16 5 A1 45 K 4 1) 4 i)
JiiFe 18 RAHCIERIT H T R AR U R B
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KD 1 ERFARERNMSECIERF

void main_v(float4 position : POSITION,
float4 normal : NORMAL,

out float4 oPosition : POSITION,
out float4 color : COLOR,

uniform float4x4 modelViewProj,
uniform float4x4 worldMatrix,
uniform float4x4 worldMatrix_IT,
uniform float3 global Ambient,
uniform float3 lightPosition,
uniform float3 lightColor,
uniform float3 Kd)

oPosition = mul(modelViewProj, position);

float3 worldPos = mul(worldMatrix, position).xyz;
float3 N = mul(worldMatrix_IT, normal).xyz;
N = normalize(N);

N5 )
float3 L = lightPosition - worldPos;
L = normalize(L);

TG TR 618 SO Ot
float3 diffuseColor = Kd*lightColor*max(dot(N, L), 0);

/IR EGIE S o
float3 ambientColor = Kd*global Ambient;

color.xyz = diffuseColor+ambientColor;
color.w = 1;

}
B 17 Jor 1A 8 SO e B R (7 G R

17 BRGABERERYR
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T2 A £ A s A GA K
KRG 2 BREABERFSECRET (EREHE)

struct VertexIn

{
float4 position : POSITION;
float4 normal : NORMAL;

15
struct VertexScreen
{
float4 oPosition : POSITION;
float4 color : COLOR;
¥

void main_v(VertexIn posln,
out VertexScreen posOut,

uniform float4x4 modelViewProj,
uniform float4x4 worldMatrix,
uniform float4x4 worldMatrix_IT,
uniform float3 globalAmbient,
uniform float3 lightPosition,
uniform float3 lightColor,
uniform float3 Kd)

posOut.oPosition = mul(modelViewProj, posln.position);

float3 worldPos = mul(worldMatrix, posln.position).xyz;
float3 N = mul(worldMatrix_IT, posIn.normal).xyz;
N = normalize(N);

I NS T 17
float3 L = lightPosition - worldPos;
L = normalize(L);

I SRTT D68 R G E
float3 diffuseColor = Kd*lightColor*max(dot(N, L), 0);

I B G618 S o
float3 ambientColor = Kd*global Ambient;

posOut.color.xyz = diffuseColor+ambientColor;
posOut.color.w = 1;
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A Ceiiid, R OREF P EHESWAESERARE SRS B4 A1
A 2 A Y AR AR S

9.3 @R 575 Phong 128!

Lambert AU R I 1RSI _EAOCREIL R, U0 Aok Il i) B e L 4%
KA, EAEH] T e AL R BRI RIS, s BAGORML, RIAHOLE, E
TR KR AZAR RSO 25 JE R R M BT SN ROR . — ST IR EOL IR,
A PAERAN 7 ) B BRSSO G, IX A RN AE R B T S A ) — > X3
N, S TN I A A A R 3 ek, LR AR OB SN

# ik, Phong Bui Tuong & Hi —/MT 5T I S 5 RN A LA, RN phong
B, YNBSS OGRS SURDGZ AR Z ) Rk e e, HBU ek in A s
(9-5) I

spec = I(sll(\/ i R)nS (9_5>

k, R B SO R EL ng 2 EDtiEEL Vv Ros TR B R R 8 T
A, RACRISS LT

TR EUR B T YRR OGEFEE . n 8RO, RGBT, MR RS I

JT RS, SCLREE AR T, R AT ) 5 SO G TT A AR L N A RE
BB S IR R C IS, BUI, BT S S R 2 8 B U7 TR B A e HL /e
e on /N, FORYIBOEEE, SO R WE BRI, sRE .

A HTT 1A R AT LLIEIE NG ) L CATR AR DGR 4% & N
R

R+L=(2NeL)N (9-6)

FITbAAT :
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R=(C2NeL)N-L (9-7)

SEhr b, Cg i 5 AnAE R B AT KBRS 7 IR K e (S5 8.3.2 1),
AN B AR SRR 67 [ (4 7 1 B, IR 2 A RITE % T ALY 5
SERARE XN AT, B Qe TR0 S bR H0nT DLSLILX A T Rg 2 251
BRI T 1. BMEREHE VS il — L B R TS 5 sk
U, XFREE R ITVESIE A T — PR, AN A T RERE, FRARAEXTIX P
WAk !

9.3.1 phong &I g Y

Phong Y& IEAE A (178 AL RS 3 Fn. B 18 JEoR T TS s 7
AT phong YEIETE JL IR :

18 phong JRRRRIIN =5 BIZFIERYR
ME 18 FTULE Y, 518 RN BA RE R BRI LE, phong YRR R e Gt
RORERAR 2, WIS IR, SERRCRR . AdisER A 18 ity pgiE e
ROR, WTUMRIG KRB, 5 E G ROR B Hfh =R, i PRI T SR
T /b, SRR AR, i T o 0y e R U T Rl AT e IR AL B, A&
XF N AT AL

N TGRS BEAS T th e A5 20 vy U R TE A ROR , b e Z0EAT A BUE S, P
PAAS S B TR 45 A5 FH R BOE (0 F2 7 1Y) phong D't JEAR RS QLACRS ATRCR -
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X% 3 phong AXBRAH TN~ ECREFLI

struct VertexIn

{
float4 position : POSITION; // Vertex in object-space

float4 normal : NORMAL;

|5
struct VertexScreen
{
float4 oPosition : POSITION;
float4 color : COLOR;
|5

void main_v( VertexIn posIn,
out VertexScreen posOut,

uniform float4x4 model ViewProj,
uniform float4x4 worldMatrix,
uniform float4x4 worldMatrix_IT,
uniform float3 global Ambient,
uniform float3 eyePosition,
uniform float3 lightPosition,
uniform float3 lightColor,
uniform float3 Kd,
uniform float3 Ks,
uniform float shininess)

posOut.oPosition = mul(modelViewProj, posIn.position);

float3 worldPos = mul(worldMatrix, posIn.position).xyz;
float3 N = mul(worldMatrix_IT, posIn.normal).xyz;
N = normalize(N);

IEENSOCTT IR BETT R SO TT )
float3 L = normalize(lightPosition - worldPos);
float3 V = normalize(eyePosition - worldPos);
float3 R = 2*max(dot(N, L), 0)*N-L;

R = normalize(R);

/1 EE R E

float3 diffuseColor = Kd * global Ambient+Kd*lightColor*max(dot(N, L), 0);
ARG S AT e

float3 specularColor = Ks * lightColor*pow(max(dot(V, R), 0), shininess);

posOut.color.xyz = diffuseColor + specularColor;
posOut.color.w = 1;

104



NS R T U AR A BB (R P 1Y) phong D RS AUAREL . fk
SRR de e AR, REREERN. FhEdEm, Adix B ai ik (R
i 4) FARES 3 A FTANE, fE VertexScreen &5 #4) A v 45 5 A~ 45 5 2|
TEXCOORD i# X i [f) A8 &, objectPos Fl objectNormal, X P58 & H T &3 T
SRR 7 [A) AR R R [ B AR AR 31 B (i b

X5 4 phong SLERRE 5 ECE & SCHIRVES 1

struct VertexIn

{
float4 position : POSITION;
float4 normal : NORMAL;

}s

struct VertexScreen

{
float4 oPosition : POSITION;
float4 objectPos : TEXCOORDO;
float4 objectNormal : TEXCOORDI;

55

A% 5 o T HATR TR R A, T TR M R B e L
AT T s PRI R AR 2 ) AL B 2 45 0 1 DI I B AR AR s SRR RE TR B A AR B A%
[ T AR AL AR IAE 25 98 5 TEXCOORD 18 SCin] (A8 &, FH T534 3 Fy BUg (02
H,

X5 5 phong ABRRAN R EBIERF

void main_v(VertexIn posin,
out VertexScreen posOut,
uniform float4x4 modelViewProj)
{
posOut.oPosition = mul(modelViewProj, posIn.position);
posOut.objectPos = posIn.position;
posOut.objectNormal = posIn.normal;

}
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QB 6 JE7 18] phong YA RYTE UL i BoE O REFr . B ST 1A
MR TT ) NS5 IR TBAE v B R P Th ik 55, SR X S IEE Bt m] B
BN B R it 5, AR RIS R BE e .

X85 6 phong XBRRIRE R ECEBIER

void main_f( VertexScreen posln,
out float4 color : COLOR,

uniform float4x4 worldMatrix,
uniform float4x4 worldMatrix_IT,
uniform float3 globalAmbient,
uniform float3 eyePosition,
uniform float3 lightPosition,
uniform float3 lightColor,
uniform float3 Kd,

uniform float3 Ks,

uniform float shininess)

float3 worldPos = mul(worldMatrix, posIn.objectPos).xyz;
float3 N = mul(worldMatrix_IT, posIn.objectNormal).xyz;
N = normalize(N);

IS TR FRETT IR R G4 TT 1h)
float3 L = normalize(lightPosition - worldPos);
float3 V = normalize(eyePosition - worldPos);
float3 R = 2*max(dot(N, L), 0)*N-L;

R = normalize(R);

/| R I B
float3 diffuseColor = Kd * global Ambient+Kd*lightColor*max(dot(N, L), 0);

/It BB I S ) B
float3 specularColor = Ks * lightColor*pow(max(dot(V, R), 0), shininess);

color.xyz = diffuseColor + specularColor;
colorw =1;

B 19 fas 1 IR T € e A Fr B (8% /7 1 phong G RS AR 75
B
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19 phong X RREK FEREBIEFERMR

9.4 Blinn-Phong YtEB1&EHY

Blinn-Phong Y&, Y RN Blinn-phong < 41174 (Blinn—Phong reflection
model) BY{# phong ZIEALT (modified Phong reflection model), #&Hi Jim Blinn
T 1977 H4E L F“Models of light reflection for computer synthesized pictures” 4%}
f£45 phong YEREBIAN LA F TR H I . AL 4t phong JERRBIAYAH L,
Blinn-phong Y& AR A T Lambert 72 55307 MIbRAER =0, E R A I
Lt Phong i GEEZRAM. BP0, MAMVEAEHEE EAHSTR, BIRBCONTEZ CG K
PR B UG RRE QT AN E AR RAE T K2 BETE S R, F RAP™ AR SRS
PUERVE SR . 7E OpenGL ! Direct3D VE H4E 4, Blinn-Phong #t 2 ER A HVE G4
B

phong YGRRBLA r, WAZITHEV o R [FME, Hrh R AR IGE T ] H A7 [ &
V ONRLZR Ty [ B A&, {H & 7E Blinn-phong Y& A1, HI N e H [IEEUR T
V ¢R . Blinn-phong Y& A AN

=k I,(NeH)"

Spec (9-8)

Horp N RO st sy i i, HO <o NS5 v LATRE RO Y e )
AR, JEEMARZNEARE. EE FARELT TSR, R
PIAMBEAE T2 A 1n B 20 5 015 BAME, AR Tk A g — R, Fem A
Z I TAE.
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Ho btV (9-9)
L+V|

W HEGL T, {8 Blinn-phong Jt JEBALE Jeff) R AN phong A58 84 & 12K
RBA KKK, HLEZARTAEE NN phong JHEBALLE blinn-phong SE AN K
52, SEBR B2 ANt Blinn-phong V8 YRR N Al —L%, Blinn-phong ¢
TR 22 7 o SRR 2 Uy rl 1) B (R P S Tleias 5, B AR . i T Blinn-phong
1 phong HLAL R ME— DX il —/ME A 1) &, —AMEH BT &, BBl T
[ R 45 th Blinn-phong B 1) Fr BUE (A2 57 AX05

{X#5 7 Blinn-phong =& KR & BIEF

void main_f(VertexScreen poslin,
out float4 color : COLOR,

uniform float4x4 worldMatrix,
uniform float4x4 worldMatrix IT,
uniform float3 global Ambient,
uniform float3 eyePosition,
uniform float3 lightPosition,
uniform float3 lightColor,
uniform float3 Kd,
uniform float3 Ks,
uniform float shininess)

float3 worldPos = mul(worldMatrix, posIn.objectPos).xyz;
float3 N = mul(worldMatrix_IT, posIn.objectNormal).xyz;
N = normalize(N);

NS G TT AN ZR T [\ A )

float3 L = normalize(lightPosition - worldPos);
float3 V = normalize(eyePosition - worldPos);
float3 H = normalize(L + V);

/R R B
float3 diffuseColor = Kd * global Ambient+Kd*lightColor*max(dot(N, L), 0);

/I SR T S o) B
float3 specularColor = Ks * lightColor*pow(max(dot(N, H), 0), shininess);

color.xyz = diffuseColor + specularColor;
color.w = 1;
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Blinn-phong Jt: R ({78 ZL 3R 4«

X f\ s ‘fa

=

N g

u y ;‘

i

20 Blinn-phong FEB#EAEE MR

BUBAEGR, InESORR /NI BRE, S% S 508 19 FIE 20 REETH RV & 1)
FEE o S2BR b, FRE STHL AR A ZO0 i, phong 6 RS R Ay S LE blinn-phong
EPNCREESE. 15 phong JEIBREAUMLL, {5 blinn-phong AT Y HBIE Y, 1F
FIRER D RECT, mCATRE SRR, WG RN

9.5 £/ BIEE S Rendering Equation
Kajia 7 1986 42 rendering equation:
L, (x,w,) = Le(x,w0)+_|. f (X W, W)L (X, W, )(new, )dw; (9-10)
Q

For xRN A L (w,) AR X A, 357 6 w, S 6
L, (%, W,) T I BT x L7 I w, R EH 30008, R8I0 1 RO 1 2L
Eooww,) e NI N w, . BSTEE x b, SR Mo, J7 R AT 320
BRDF fi: L, (x W) J9 A7 1AW, , HRSTS0 5 x EASPE3E: n om0 x b f:

M. ARJE RS 7 AT RSy (RO NS 85 & DU T )\ 7 i, BB E
SRS 7 3T — i S S BT AR D, TFER G R MU m BE
BIERES2,

B LT YEDESE, XSS A LS R NE#EAT A B A, AT
IS SR G R RUAN phong A, Hs@ A AER— IR, KFE BRDF
NHIHES
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XA FOIRBUR BIA 2 B ROt iE B, AU BRI oy:

L, (X, w,) = f (X, w,,w,)L, (X, W, )(new,) (9-11)

A AXARFEA, EH k1% A 00 i g S ik UM B i S Rk 20
o XFig AR T, BRDF ] LA AN, RN 2R BIRAMEEfE (52
T SELEDE 26 — R 112 50, B LA 3 URT BUS B i # 2 aK:

L, (X, W,) =14 + F (W, W)L (X, W )(New) (9-12)

Hoft 1, FoRI R R, S A RIS, (X W, W, ) FRH R4 BRDF

B %, ATTH TR phong MG, H 5072 rendering equation 7E HL—'GUE T &%t
HARGE I SO R e HES . XS Phong EGIM S

k,(neh)™

er(X’VVi’WO): n.VVI

(9-13)
=2y = 4 2 Nl R i B f (X,W-,W) . S Hlr I T
FESE 10 = o Ek iR [ BRDF, #iAg s ™ o o/ [l —Fh R s A

9.6 KE/NE

KRR R 2 MR R AT TR IR, 1K IR Y B AR ] R, )
& HETHTAA G R SR AN T AR A 6 HE AL B A0 2Rl . 1B e T AT FEA 1AL Y TR,
AT 5 RIAEDE B RN - BIR H AT G2 BRI AR I R D2 A
GPU b33 7SI, (HARIFBCAXOCLERER A MBI RE M8, X
TN N EBIFOR IR, BT SHOR LB IA RN — AR AT 3 - 1 2L
BANBER TG HEER TS5 7 £, RJEIZ, BEERS, Wiy, Wb
LA e .
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£ 10 F SELHRET

FEE I — BN (] rh, RSB TR R, NATIAS R 2 T HE R
18 S LR AV T S S LR BEATALADL, T Ay B mT DARLADLSE 22 e koA T R R
ROR, wEFE R SO MEE. E-JOfRRY, LB, E2sm
Bt HRJE T A B BAEIRAS , Al R B 22 i ) R B RS AR AR
&, HSEIIIEOLAE : 18 SH AN I S #R 7 BRI R4 RS Al A ) A4 3 Tl T
ko B 215ESCbnig B < B i 5 BARIE S i B S Mo i

(c)3k b 2t (d) B 18 5
21 BEASMEFRR S ZXTEE
MR RAE BT R 2R 2 RE 00, B, FATR LATE A B 24 5 T %
(16 2340, TEGIE I BRI AR R B W] DUE BG40, T i S0 5 1 54
{E AN 44 THI AP TH 4 4E , BRDF (Bidirectional Reflectance Distribution Function)
TR BT A

A TR E R DLBRDFRE R AR 1) — S KD BT, e TR ARy A
K&, R T MBI BT, 78575 FEAT BT e G 20 o
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H G Cook-Torrance AR, If45 HIGPU LI SEIARAS; 285 B ik
BRDF#54Y, BRDF#E /M [A] 5 57 41 B %L (Bidirectional Reflectance Distribution
Function), FH>RFHRIGEANAILEY)ARR I HEAT S5 - BRDFELZY & 0N 2%,
HAIRE V2 AR BB, th e R A e R RS R 25 Y AT D AR <2
DALY, Az SRR 7t &2 B b E— L B 5 IR SRR E .

10. 1 Cook-Torrance J¢HB4EEY

{1 F phong #1 blinn-phong Y FEA A & G HH R I R FAFAE— N ) . 2R
TR, ARESL, X2 PR I RS 2 #6440 755 77 T % A #7518

1981 4, Robert L. Cook 1 Kenneth E. Torrance &3 J 44 ~N“A Reflectance
Model For Computer Graphics” P13, B X#&H T Cook-Torrance YRR,

Cook-Torrance Yt ALY IARIRER H (rough surface) HEHIR Z UM
T P 2, B —er mn AR 1F — A BEAR R GE i S A, PR 1
REHEE . E B T 28 ) AR A SR A B o — M HDRE SR T i — R PR R AR Kl
THIZEL RS, T LE AR -3 (R 2 T b e TH AR AR .

Cook-Torrance # ALK 0 AW T I FE: 18 [ 5 ' o AN THI I B i
wmaR (10-1) i

I = N + gpee = laiw KR (10-1)

spec
For 1 g 218 SORDER, A T E IR AT T A E, kR 2B
[ SR B k. WAKATLLE H: cook-Torrance 124 5 phong.

blinn-phong # A (R A R Z ALAET R HITHE T . SEBR E, cook-Torrance. phong
A1 blinn-phong = Fpit FEA R 1) A ot X ) S AE Tl AN [ Rk - H R,

R, fEJE SRR Z N “specular term”s

5T Cook-Torrance BRI ) R, FAKE 7 AR B 4348  7E Wikipedia
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(] specular highlight X 52 FR 2 (K TH B I8 2420 (10-2):

_F*D*G
* VeN
7E (3D ik 51 EHLE T S i3 7775 28 117 TR D3DBook (Lighting)

Cook-Torrance — X 25 B E 7R 1L N AL (10-3):

(10-2)

R-_F*D*G (10-3)

*T(NV)(N-L)

FAE “A Reflectance Model For Computer Graphics” — 3CH X 24 2 R 4
HAAT 7AW, B szl (10-3) 2 IEmIEEERIA.

F /& Fresnel ;3 2% (Fresnel reflect term), Z7~ 977 0] FHIG5E & R 4G
YeuRMIELER,, D FRCTE R 4341 A 2L (Beckmann distribution factor), % [F] )42
“RET EMFECFHEBEE . G2 ) U R B (Geometric attenuation

term), MR H SRR M. N OV O LARIRORIE R R WL
A CATT B 0D ARSI AT LRI Ah ) o

schlick 45 T Fresnel S5 KRB —ANTL (S REE 11 55D, FEEE 1%V0H
W, AR (10-4) fiw:

F=f+(1-f)(1-V:HY (10-4)

oS )t 1 BEEIE 0 (NI 0B SR ) BN Fresmel St 2, V2
SR R, H gk

DT 3 AT BR A AR 45 72 - A 0 HL 1 1 20 A1 e iR (B P 1 AR 2
WU H A BT 93477 R 72 Backmann 5 Afi bR AL :

1 tan’ o
2
D=———¢ " (10-5)
m-cos o

M B T B R AR RERE , BRI M A6 N RS, B/ MR
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XS EOCTE IR @ R TAVARE N M MR H kA, Hf

l1—cos’ a
tan’ o cos? a cos’ a—1 (NeH)* -1 ( )
T 2 T 2 . 2 2 2 10-6
m m m-*cos"a M *(NeH)

JIT LA Backmann 531~ 70 A7 BB e & B 2 R A N A 30 (10-7) Fross:

(N<H)?*-1 (N<H)?*-1

DZ;emZ*“\Mﬂ)2 :;emz*m'”)z (10-7)
m’ cos* & m*(N«H)*

PP RIS, ERIE— AR BT B %R S 2 5, RTRE &
SBERCT T BHAS, ARPCER RN R REIER T R8O — &R 5. X
ot BEL45 2 3 PR THT B S ORI B T DAY ) LA 3 U AR R A B I i

TP B SO ARl BE L= O NS RGGES, T BIE WS
RIEsmy 1 ASPCER OB SN e BEBR . LT R e SON:
BRI S H T B/ NS . P LA

G =min(1,G,,G,) (10-8)
G, _ 2(N-H)(N-L) (10-9)
VeH
_ 2(N-H)(N-V) (10-10)
: VeH

ZR B PR, Cook-Torrance YRR specular term [ 80 RIE N

1o =iy +lgm =k (NeL) K LR
(NeH)2-1

[ fy (1= ) (1-VeH]| mzl " i, ZE0
=k, (NeL)+k ] o' Vv

2(NeH)NsL) 2(NeH)N+V)
*  VeH

)

(10-11)
bff: (7£ 3 DIFR ST ENLE T2 B T715) 55 119 U0 beckmann 47 Afi
PREL, 55 5 v“ Backmann”, 1 /MZ 0T H 25 H 1) beckmann 3 A7 BR HUN A 20 (10-12):
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(N-H)*-1

L emy (10-12)
47m*(N+H)

A 183 A Reflectance Model For Computer Graphics), i\ 3 & H125 H
1) D HsRERZA AR (10-7) HER. SHE R NIE.

The facet =leope distribution function I represents
the fractien of the facets that are oriented in
the direction H. Varioua facet slope distribution
functions have been considered by Blinn [5,6].
One of the formulations hne described 4is the
Gauassian model [22]:

-(ofm)?

= ce »

where ¢ is an arbitrary constant.

In addition to the ones mentioned by EBlinn, other
facet slope distribution models are possible. In
particular, models for the scattering of radar and
infrared radiation from surfaces are available,
and are applicable to visible wavelengths. For
example, Davies [8)] desecribed the spatial
distribution of electromagnetic radiation
reflected from a rough surface made of a perfect
eglectrical conductor. Bennett and Porteus [3]
extended theze results to real metals, and
Torrance and Sparrow [21] showed that they apply
to nommetals as well., Beckmann [2] provided a
comprehensive theory that encompasses all of these
materials and is applicable to a wide range of
surface conditions ranging from smooth to wvery
rough. For rough surfaces, the Beckmann
distribution function is

r{tanzul
_ ) |
D= cos a “

Axd, FRAAEE M — LR TR EE BRI AR5 (AT
)7 245 1), REFEERZRE —MARMRIEN, A EASEItE, R
JsR A —Fh4AT80M 2. Cook-Torrance $& tH 2 R/l - THI 73 A1 R A8 FH 1 =2 =
oA (RRIEZR A0 R

A, BT beckmann 3 A B AU S B RHEE S D, B R &, LA
INIX A HH2ER ) — DR, A XGBIRA T, LS HE W N A F R

1. Beckmann, Petr and Spizzichino, Andre, The Scattering of Electromagnetic

Waves from Rpugh Surfaces, MacMillan, pp.1-33, 70-98, 1963;
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2. Computer graphics: principles and practice, James D. Foley - 1995 -

Computers - 1175 T

10.1.1 Cook-Torrance Y& FEB R ya YL 2B

Cook-Torrance Y& /B R AY )V Ge i o 18] 22

22 Cook-Torrance JtBBHE R BB MR

754 i Cook-Torrance YoHHIHGSEILRTY, T 55 (LR 1 F e

X715 8 Cook-Torrance HBBIEE TS & BIZF

void main_v( float4 position  :POSITION,
float4 normal :NORMAL,

out float4 oPosition : POSITION,
out float3 worldPos : TEXCOORDO,
out float3 oNormal : TEXCOORDI,

uniform float4x4 worldMatrix,
uniform float4x4 worldMatrix_IT,
uniform float4x4 world ViewProj)

{
oPosition = mul(world ViewProj, position);
worldPos = mul(worldMatrix, position).xyz;
oNormal = mul(worldMatrix IT,normal).xyz;
oNormal = normalize(oNormal);

b

FBCE AL N
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{7 9 Cook-Torrance JEBIERI K EBIERF

void main_f(float3 position : TEXCOORDO,
float3 normal : TEXCOORDI,
out float4 color :COLOR,
uniform float3 globalAmbient,
uniform float3 lightColor,
uniform float3 lightPosition,
uniform float3 eyePosition,
uniform float3 Ka,
uniform float3 Kd,
uniform float3 Ks,
uniform float f]
uniform float m)

float3 P = position.xyz;
float3 N = normalize(normal);

float3 ambient = Ka * globalAmbient; // iHH.IA 855 &

float3 L = normalize(lightPosition - P);
float nl = max(dot(L, N), 0);
float3 diffuse = Kd * lightColor * nl; // 158 ;4§ 6/ &

float3 V = normalize(eyePosition - P);
float3 H = normalize(L + V);
float3 specular = float3(0.0,0.0,0.0);

float nv=dot(N,V);
boolback = (nv>0) && (n>0);
if(back)
{
float nh = dot(N,H);
float temp = (nh*nh-1)/(m*m*nh*nh);
float roughness = (exp(temp))/(pow(m,2)*pow(nh,4.0)); /FHLKEE, RHE beckmann pR%L

float vh = dot(V,H);

float a = (2*nh*nv)/vh;

float b = (2*nh*nl)/vh;

float geometric = min(a,b);

geometric = min(1,geometric); //J LA ZE IR R L

float fresnelCoe=f+(1-fy*pow(1-vh,5.0); /fresnel 5T Z %k

float rs = (fresnelCoe* geometric*roughness)/(nv*nl);

specular = rs * lightColor * nl*Ks; / THH B 4 or 8 (X RHE AD
H
color.xyz= ambient + diffuse + specular;
colorw=1;

}
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(EETbFS

10. 2 BRDF tHgi&R!

10.2.1 {£4 2 BRDF JtBB{=H!

1965 4, Nicodemus, Fred 7Ei& 3 “Directional reflectance and emissivity of an
opaque surface” F' ¢ H T BRDF & . BRDF, Bidirectional Reflectance
Distribution Function, 1 SCEIIE XA SR04 BREL . IZ BB IR T A4k
FEARIZE B T A0 e BEAT B4 o

BRDF ({45 R — N ECH SBALIAUE, FORTEL ENS ZM T, S Tr
) b SO AR BB, T ABEAR e NG ok DURE R T 11 B TR IR R 22> (S i
HNLEITES 5 R 111 0. il 23 Fios, w RN W, w, BRI
BT O R B AD, WZTE LR ¥ BRDF {H37R: J6ELhw, J7 A5,
SRJE Lhw, J7 ) S AR, B kAR . X T DA A AT IR
HABAEE A E, N polynomial texture map.

W

E 23 KBRS
WHE R, BRDF HIiHHEARA:

)=o) dL(w) (10-13)
dE (W) L(w)cosgdw,
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oo U (%) g5 00 Yo 7 i S A R AR A2 (Radiance: B (") 36570

I T NS Y LR AE AR R B (Trradiance) . 58 51 220 B AR S 8 B 2 1 6 R
PSR P2 0 S 2R P R A0 AR ST A T 1 T4 58 77 1A 1 T T ) B TE 4%
SR T o S H P DU A AN N R TIN5 TR 7E A3 % 2 —
A TC b BIERGHE R do BRUIZ I TCRIER dA. #OTT, MAIEEE 22 b 3R ATAT LUK
ATRELAR: BRDF 5RO B SERE 52 S 51 7 T 630 5 NS R L A5

Fir LAZE € — AN B 1Y) BRDF ###id f5, #inT LU E] rendering equation H
iR (4 9.4 1)

10.2.2 o2& EHM

£ 1) 7 1 (anisotropy) 5 X M PEAE S, A2 4RAEAN[E] 7 18] BT AN [RAT 9 T,
W2 HAT N ETTIMA K. WEYEY b, WEMEMICA R 7 &, # o
IANFAT Ay, EHEFRZAMRHEA A& w0, XA RER IR Y & ) 57 1

R C(anisotropic surface);

REIR V) AR S5 F 2 2 B0 TR0 e, M U i _EAFAE AT LG AN th
SEAFESFE SRR R SRR R e — AR . R
AT R S IR RCR Bl e iR BRI DGR (B 24 o).

E 24 KREZMHEEFELRYR
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H T8 A H R i Y g5 M AR, % m) St A FE AR ) = Fp 2
(I 25 P

Lo 2otk i,
2. fRlr A Sk
3. FHEA RN, SKhr EAMERSASRIE, BAAGON IR .

25 =FhEi R R [m) F A BBIR
10.3 Bank BRDF K& &5l

Bank BRDF J& T &R, dFHiFHET S, HACRRL, FrblZziis
B 1) S G IE S R AL 7 T A A . Bank BRDF HI%5 1] S5 #8520 7] LAk
AR (10-14) K

f =k (1= (LeT) 1=V oT)* —(LeT)(V ¢ T)™ (10.14)

ko~ 0, 70 AR B SR R B R R G LROR AT A V R sk

WM. TRz amm&E. tEEFEEYmErE L, BA— 1=
23 [0) 5 T BEAFAE TS BNV 1) &, 388 5 TR T st P vk ) o AL 2R T 1) A SC AR,
HERIENT.

Bank BRDF fAEZex BanE 26 B 27 fion. B 27 B EIEE B B K2
P H 2% m) S P P S R R
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‘}/'.;v\'

26 Bank BRDF ;&35 1

27 Bank BRDF ;&35 2

"N 73 %5 Y Bank BRDF 100 8 (e 7 AR BUE (ke A

{5 10 Bank BRDF il S & & 12F

void main_v(float4 position :POSITION,
float4 normal :NORMAL,

out float4 oPosition : POSITION,
out float3 worldPos : TEXCOORDO,
out float3 worldNormal : TEXCOORDI,

uniform float4x4 modelViewProj,
uniform float4x4 worldMatrix,
uniform float4x4 worldMatrix IT)

oPosition = mul(modelViewProj, position);

worldPos = mul(worldMatrix, position).xyz;
worldNormal = mul(worldMatrix_IT, normal).xyz;
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X753 11 Bank BRDF KR &G 12FF

void main_f(float4 position : TEXCOORDO,
float3 normal : TEXCOORDI1,

out float4 color :COLOR,

uniform float3 globalAmbient,
uniform float3 lightColor,
uniform float3 lightPosition,
uniform float3 eyePosition,
uniform float3 Ka,

uniform float3 Kd,

uniform float3 Ks,

uniform float shininess)

float3 P = position.xyz;
float3 N = normalize(normal);

float3 ambient = Ka * globalAmbient; /1153835 % 4 &

float3 L = normalize(lightPosition - P);
float In = max(dot(L, N), 0);
float3 diffuse = Kd * lightColor *In; // 1545 [F] %18 [ 5 43 &

/B T R

float3 V = normalize(eyePosition - P);

float3 H = normalize(L+ V);

float3 specular = float3(0.0,0.0,0.0);

boolback = (dot(V,N)>0) && (dot(L,N));

if(back)

{
float3 T = normalize(cross(N,V)); /15 Tl s U] [ &
float a = dot(L,T);
float b = dot(V,T);
float ¢ = sqrt(1-pow(a,2.0))* sqrt(1-pow(b,2.0)) - a*b; /i1 5 Bank BRDF Z%{
float brdf= Ks* pow(c, shininess);

specular = brdf* lightColor *In;
b

color.xyz = ambient + diffuse + specular;
colorw=1;
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10. 4 KE/NG

BRDF A4 1R 2 4) S, 41 HTSG BRDF R KARPIIR Z M FEEL 5,
e M4 B e ) BRDF 58, (B2 [F)I /5 22 5 5 i) 7H 5L JT4H:  Ward BRDF T
H W R R ARG LG A, I HFREMN LR AR K 3R BRDF #(
oo IXLHHE R DB I A A, B SO TR AR B, [ ARk A — e AT
{NEVE/TE
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£ 1M T ERXRERESHELE

MIFADE A B ER T ATELR, X T &SRS LR . BADLHIE
SYELGOEH A& — RSR[5 2R DT ORI B T 1R, B 5E
TSI M T —BEAAST R KB J5 17, SRR TH R A B —HE A o — 138 5
i %o BLAN, SCAEIE IR A 7 B B LA R o R A 5, LR R B3
AR s N b, AR RIE IR R R IR LR, RIDELBERIE VI
i, ENERARUN, BURS I AIFEAE R AR BITEZ, A

WAECPU LG RAEGPU L, A EHGI 78 3 A OLIE I S — A R IR =
b

H o

FATH T B HOC LR ER FI%, BOR T DR BRI 1B 5, B RX TR
TR IR RE N /1, JF B T CPUMIDG A ER R SR Joidiid B S R 1
BT GPURDEEIREHIL DB RS, AL BIFATTHAEAR T FHEATHEIE, M
T T U AR B O I P ] BB DB IR AR Y, DL L T GPURSEIL T V. 1
HER XA SR, MSAEAE IR T R A T GPUM B 20tiE R
PURIAH SR

s, G MR AR S WU A M, R, —3k3%
e, AORBIZERPORTTRLNS , 28 B Rl st b R i S5, D . AT
IEBXFERROR, I8 ARG R

A, Hs I SOLEINFAR WA EEDGAE A SnellE i MFresnel
SERE; SR ) T U e o PR 5 s Pl v R AU e i 2 i ke ] B3t (R R R, I
25 I GPUSEIUACRY ;s B Jm PHFE ) L Z WL B, JF45 HGPUSKELNAS . X284
ARAEFA M, FERFPEM3DH T, 8 7 ERCRMPCR LERHE, AnZ
[Ep R PE s N p e S NI LS
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11.1 Snell £ 5 Fresnel &£

11.1.1 #{ZEE Snell E#E

JEE R P ¢ SEEMN R AR 2, el (-1 o,
PRZ G BRI BRSPS, RRRIT R AR BT RET 1, EHRE
AR 2R 3 i R ity 1.

n= (11-D

< |0

I HRBRA RT3 BN RO . T 4
28 A I R, MR PR.

5 P A
HA\ZA | 1.0\ 1.0003

K 1.333
B 3 1.5-1.7
Bif 2.417
K 1.309

* 9 BRNBIT SRR
Snell EFAIRIEL M — DA BLFER 75— DB, NS I magr
JRITH R MR AR WA 28 Fror, RBOGE N TN OKTE, ANHMAENG,, =

SRR FA N, FIRAER G, AR AN, WAL

sin@, *n, =sin g, *n, (11-2)

AL snell sEHE,  FATRT LURRTE A S 177 170 18] 8 SR B 56 6 i 7 1 T
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NP C R

o\ I

28 Snell EEHIAE]

TSR TR T K AR ) fresnel T3 REUFAZ FIFERIZR TG,
I ARAT L S BRIV ARG AE A o P KB AT IR, DAL 575 M fresnel 374
AP, SEAEE I PR AT o E B bR

11.1.2 B8

i 9 IR GO BRI SR i, 38 3R P it 1 o RS2 i Sl (i, B,
XOCBEE IS5, HIT I R B A I N s . 1672 4, AR IUR = 4%
Bk KRG W o6l tol (LR s SRR 50 , KR AR E IR i) il o
RAEPRPRELEZ B T 5K LB R RIS (B 29 i) o EEE
FRMPUAE 1936 S 5eam 1 IEHW BEAR AN, FORTIE A K.

B
L |
i, '—-
gl R L
: L ‘L:. iﬁ.:._p_,.'g
a oy L TR T T - -t

W e T, FS—-\.T""’""""T" T T : 1{-—*‘%
> e SR h R e,

-J'-I_ g T ..,_1_ e _.,_"n.—"'.,. - 'i";&'v
A e el R RN - X LTy S, gl

29 BHHR
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THEN B G =50, BIEL, g =g, SHotma. 4.
W BRI R EL AT DG R

11.1. 3 Fresnel &

L R GT RE YR LI, — 8B kAR, —H ot AR N IEEAN R
TIAE R AT, B TS Sl EAAE — B IR R R, XK R T
PLIE I Fresnel e 7115 .

HRHE Fresnel &t TH5EA45 H I EHRFRA Fresnel REL. ™M 5, fresnel R
Ko N fresnel [T REON fresnel $746 R AL 8% JATHr I HY fresnel ZEHE S
REC . B, SERTFEALEITE S8 139 U5 H): fresnel R4, Wi fresnel
0.7, ARG FLR I B 70%, ZF R TS L NZ 30%. T 3CH
AT k, %o fresnel St R4, H k Fondi it 248 W RA RGBT, %
JIT 5 Y fresnel REE S 2%

SEREN fresnel 242 ST 455 WHIERAMAS MR ER R, Za
I A B A2 R T2, #E D kS tHENLEE 2t A2 )5
) — A5 117 U4 T Fresnel AT 5 HES 7, A GBI AT LA 3.

schlick 25 T Fresnel 8 REHT—/NTL, KT 1%VEE N -
F=f+(1-f,)(1-VeHY (11-3)

fo AN A ERGE 0 CONSBEIT FEEEVE D) Y Fresnel S5 524, V 2

FRRA S g A, HRNEMAAE. WEARK (11-3), LIS HE— /14w
BEE NS AT 90, AT REGEIT |, HVEEHNSTIE,  BTA NSOGERYE R

£ fresnel equations-Wikepedia H1F12%¢ | 24 NIt A BE 20T O I fresnel ST
R E T
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2
%:(m—m) (11-4)

SR fresnel K8t REUE, 1 EZ RS, #iAR 79 250 FibAl3A
S EEREE 0 B fresnel 75T 25000 E 7109

4n,n,

T (11-5)
(n, +n)

f,=1-f,=

o AR (11-3) FAR (11-4), fresnel ETEZF T E AR N:

2
n—n) . 4n,n,
n

_x(1-V eH)’ (11-6)

THEAR (11-6) LB FERTE], B LAIEF ERE 7 o NG 20 0 1 1)
fresnel . FHKIAX (11-7) HEREEA G, (ERMAETEEER, )T
PESEIL, BT AN RSN ASITHE fresnel REL, 10 XA HIHFEKN Z IR (8], AT
PR 220 (11-7D,

F~(1-VeH) (11-7)

T IE P I S REOR L2 4%

11. 2 SRR N5E

PRI B (Environment Mapping, EMD PR A S 41 1 € (Reflection Mapping),
FH T REAUM 6 1 2 0 &) [ 47 S O R AR RIOR IR TR H Blinn A1 Newell - 1976
ESCHR [10] 4.

2 E RN S K e S S R R by R E K R EEZ A £V S e ]
Xt ] B2 St K AR 28O

MG, A% B AR R BB B SRS B Bt AT S
SRR AN AR AL TAR AL B, RIS SR AN S SO B o B B 2R3
SR IG ST T R IR NG ], H Greece T- 1986 AE7ESCHA [11] Wi . &2
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KRN B E E g, SAEMNEL T £ AL BT 5, 6 MITdndRE
FIA, e R IX (5 SRR RS R 1 6 AN b, P 2RI SCEARZ L5 4
B o

IEEIG B SR BUE e — RSO A, BN 325 R BEIG B7E DirectX
TR BLORAE N dds A% 30, AR Z IR 1R 6 A J5 1A B —4E8CE sh 3
RS SENG B

WK 29 frzs, Xs& OGRE EITE 5132 4EH 2 A IREENE 1K .

.‘ﬁ

cubsczcene_ bk jpe cubescene_dn. jpe cubezcene_fr. jpz cubezcene_1f jpz cubsscene_rt. jpg cubescene_up_]pg

-

e L P L W -
cubemap_bk. jpg cubemap_dn. jpg cubemap_fr. jpg cubemap_1f. jpg cubemap_rt. jpg cubemap_up. jpg

[# 30 OGRE Ef2 5|4 igitH] 2 AIMENLE
B 7L R EENG R, IEA BRI . s A . ANk i BRG] 2R,
5577 ISR AR EL A B B AR . B DG [E 22, n A SRR EAL
FITE 52508 2 iR 5.7.4 715 ).

{6 RG], R T AL 24 TH & BB 32 e e B R0 . g 28 T ot
BBl 37 5 R RS 5 2 N3 55 HH R IR G 2R 85 3150 2R 1 AR 5 3 I o B NBR B T
IR R, il 31 B o
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31 KBFREIMEREG REE
FAPREXA T REENR I, WAL — AU R B SR B — A, 285
KRS 2 DUIZAS s 9 S HEEAT B S JF AR B S 2 (K5 70 1 A s A5 R
Pt . X2 BN AR AR .

MR B SR AP SR AN

L T JeRAE AL T AN A v 5 SO T
2. PRJEAE P S i A R ARG B S
3. ‘e RS E BE A B BRI T

RN ETE Cg 1B S P& T smaplerCUBE ZRAUAR &, brifk B BUE
texCUBE RR B (AR AR S 5 7 7] 1) B 28 A 858 0 [ 1) T e

FEARRS 12 F A FH 2757 AP S 0 P SEE IS S5 4R ) 2 E R PP AR o 2 T
AR P R AT A A &, AR AR R BOE e R, R BOE
FEF PR FAZ T A RIS NG 18], SRENSCE Bt AT i BORME . B el

FEARH 25
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KA 12 LIBMERFURBFECRIEF

void main_v( float4 position: POSITION,
float4 normal: NORMAL,

out float4 oposition : POSITION,
out float3 R : TEXCOORDI1,

uniform float3 eyePosition,
uniform float4x4 modelViewProj,
uniform float4x4 modelToWorld)

oposition = mul( modelViewProj, position);

MV SR 53 ) R AR A B A i 7]

float3 positionW = mul( modelToWorld, position).xyz;
float3 normalW = mul( modelToWorld IT, normal).xyz;
normalW = normalize( normalW);

float3 I = positionW - eyePosition;

ISR E2E R,
R = reflect( I, normalW );
¥

void main_f{( float3 R : TEXCOORDI,
out float4 color : COLOR,
uniform samplerCUBE environmentMap)

{

color = texCUBE( environmentMap, R);

}

EGRCRINE 32 Fros:
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& 32 IFEERRETSCIR

11. 3 B ERIERFLIRIRRY

{7 2375 W) ' R R AN R WA DI (1 58 — RT3 ORI, LLAOG
E 5 GE IR IS (R 9 B 0a, o T B i) (8 P AN R i, RIBRATT R 2% P
B RIS, VAR KB AN S ) B

i 33 s, BRI A S 5 — DGR, EYR A
B t, RANEYAR LR — i, mOGIR BRI ) A S B AR SR
SN, AT LB WR S 5 — YRR A A 58, - U A AR () B 28 ] 0

ERIPI ST

i =(1-t)*i, +t*i, (11-8)
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*ﬂwws

% B NHT
I b A
HELIE i
. a
@ VT @

B 33 & HERARRREREE

i, A, F AT AR A T PR e AR AT TH A BB T5 T A
SR, TSGR EREAT LA A B A IR SR AIE S, AR E BRI, X2
TR T B, A SR AR, L SEpl R AR N YRR R SHE 1o O 1 fRAIESERY
Pk, FESCRRE IR, 38 RARYE A GE 5 18] R AL SR AT A1, SRR
WRGEHT A TT AR R IABEECEE BB CE A F i, - ] SRaE AR AR E e R

WK 34 s

B 34 fEHIERRRIRENERUR
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{7 L35 B D HEAS R (138 CORE 3 A R 7 o IRARS2 B S Lk, R
BN SRR, SRR R TR R R T S I R B AR AR, IR TR A 7R A
PRANVE ) B AR bR AR I8 21 BoE R e, SRR AE i BUE (R e i ik B3 il U 1
A&, JHRIEFTHDC BRI, &AL (11-8) FHATHOE M.
Cg PrEREUFE I lerp sRER] LR IEBTCA SR IRE, BARRBMHITVES I

8.3.1 T,

VERC: 1.2 75 P B3 (R IS5 G vk, AR A S SR D6 D75 T e e R A S5 0
MAEATT R, A ITIOETT A A AR RN . R HG SRR AN, E
EFEAT XA .

R85 13 LRtk

struct VertexIn

{
float4 position :POSITION;
float4 normal :NORMAL;

55

struct VertexScreen

{
float4 oPosition :POSITION;
float4 objectPos : TEXCOORDO;
float4 objectNormal : TEXCOORDI;

55

W R P A B (27 N
R 14 BPBPABBETSE BIEF

void main_v(VertexIn posln,
out VertexScreen posOut,
uniform float4x4 modelViewProj)
{
posOut.oPosition = mul(modelViewProj, posIn.position);
posOut.objectPos = posIn.position;
posOut.objectNormal = posIn.normal;

}
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5 15 HRBEAXRREFERERIER

void main_f(  VertexScreen posln,
out float4 color : COLOR,

uniform float4x4 worldMatrix,
uniform float4x4 worldMatrix_IT,
uniform float3 global Ambient,
uniform float3 eyePosition,
uniform float3 lightPosition,
uniform float3 lightColor,
uniform float3 Kd,

uniform float3 Ks,

uniform float shininess,

uniform float etaRatio, 13T 5 R EL
uniform float transmittance, //i% B &
uniform samplerCUBE environmentMap //34 55 Il
)

float3 worldPos = mul(worldMatrix, posIn.objectPos).xyz;
float3 N = mul(worldMatrix_IT, posIn.objectNormal).xyz;
N = normalize(N);

BN 67 TR T [\ £ ) =

float3 L = normalize(lightPosition - worldPos);
float3 V = normalize(eyePosition - worldPos);
float3 H = normalize(L + V);

/TSRS SO R B R

float3 diffuseColor = Kd * global Ambient+Kd*lightColor*max(dot(N, L), 0);
float3 specularColor = Ks * lightColor*pow(max(dot(N, H), 0), shininess);
float3 reflectColor = diffuseColor+specularColor;

/I SHITHCLI T 17 E T refract FIMA S 4!
float3 I = normalize(worldPos - eyePosition);
float3 T = refract(I, N, etaRatio);

/RGO TT 1), ARG BB fE B
float3 refractedColor = texCUBE(environmentMap, T).xyz;

color.xyz = lerp(reflectColor, refractedColor, transmittance);
colorw = 1;
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1. 4 SZRIBEACIRER 5 R E RS

S NE B BT 23 A — USRS RIS, 6 B B A N S R, ek
A — USRS o 325 B e B 1 fT B AR S B b PRI I T 5 T SR — U AT
5, ARG IE ROR . 2005 45, Wyman 7E ACM SIGGRAPH K4 E#EHI T
1E GPU H FAEABAI 75V SE IS IR T4 (1435 B A4 23 5572 (Interactive

image-space refraction of nearby geometry ).

R T S S Y6 S N & WA P A o8 2 RS s i R DA IR E AL
B b A BB R o ORI HIUR A B2 R E e P i Bk M IR —, — N
5 BRI T SR T RS P PAY 0 PO AL T — s ' P2 B e Ak A A e PR 6 TR E
AR A B G o PTFR A B PRI UL, X — R PEAE A R R T HIUH D
MR AR AR B — N ARy 7 AR, SR e D7 AR v e T 2 RAERY), 59— 71
A TGS B4 1] e BAT B2 R 45 1) S Ak RUAS 38 5 8 R S P, TR I vk S0 R PR AR 43 A
1FAEH NAE. GPU S bEbE S8 — AR 16 B 7 — Bl IR TH UM ¥ ST 8L
[ES VN AP
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£ 12 F B LFEMET (Projective Texture Mapping)

LU (Projective Texture Mapping) ¢ #] i Segal 7 3 % “Fast shadows
and lighting effects using texture maaping” &, T WL — NS 2k L,
B LT AR B0 b — . 1Z0TVEAN T EAE N R A h 4 E TR SO AR R,
SEBR b, RS0 ML S 0 SO AR AR & AE T U (R e HhOd e W AR R R4
SAEFETH SRR R, I8 A RRAE R S AL bR (coordinates in projective space).
I FATTH F I SR AR AR & AE B Hhal ol T TR B2 g 3D AR AL X B OK 2R
M= .

PRSI ) H AR K SO = 4 2% 18] TOL s HEAT X L, AR I 4 75 92 47
PLeoR QU R —5R K0T, SRR B4 Wil 35 SO ECHEMU s

AR B JRA TR X R R SO WS 0 55 R ST 77 VR BEAT PRI AC) B o I — R
BAR S, AE— SR S2 5% DA R AR 2| S35 rh 0 7 T B BOR SO WU BOR - 7™ 4%
(It IR EE00 e B S0P SIS AN ) THRoxed g, 38 AR 2 P BB SO oK o

35 ELOEMRGF(SIABXH [12])

12.1 HRFLCERF I =
B A PR o, B0 A A TP AT SR 7, A 2
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TRACTE A TR AR SO AR AR Ho =, [l BRSO ML, ] DU Rk fe 4L
PR HR B 5

NT VSR, s DRERNG T IRZIELT, BANHER 5
TEGEP, 25— 2N TR RAE R, 3211 55 B IR E Ry — 5K 8 (4
WIREED; RJEERT “AFBoaRAE 27 MSEEHT S ZKIER: B ERS
RARRE LB S LR N TS ZKEGR TR o RER”
SO (ToTise i B RSO ARER ), 75 2L I EAT QOB B, S gl ] DUAE FH 4%
SO AR . bR b, XM PO SO MU SR I )2 R T

RERZON T E—BOCTFIE AR B ASRIG 2, AAESS 13 JAYFHENE K
FAEULER 15 BIRSHDCEIM FET, KXW AHE L. —PMHERSA
BRI, 4 RHIERBEE, RSBAERUIRALE, A LHEE
S E P <Y E BTN o

PR AU A28 MR RS T DU R e SO LS. il 36
N B RECEBRERIMA =M B, BN TR SRR E, HE R T =
P FEARAN TR, F R HE R P T R AR SO AR At 2 7 A AN R] O B (gradiient)
I Jm SCE B EOAE A =S B A 2 A —FE .

SR AR R

TR AAFR

36 SRS JLATIREINT R

138



B 37 AR BN SKREGEEN B — IR B, PR 2R
FEISCENE S| — BB B, D5 A I T SO AR AR AR A, (P U
B EA R . B ESEE 2 M BL EH IELR . X2 LA
AR, P EUEAE HOR T N AU AR BR AT A K A

(a) BORSUHEIRE AR (b) S FREUH 1 {258

B 37 IFLIRMRGT S E R STERRST R AT L
12.2 35 R938 4 %r (Homogeneous Texture Coordinates)

FREFH AR (homogeneous texture coordinates) IR Xt K 2 H A Fe i by
WA, SUHARAR— U YRR, ARG, HAEARAR L R = 4R . 5F
IRGUERAARR R LR D9 1 M = 4T R 5 AR ARAE R B2, RO AR b, #5808
ARDR L = 4E TV 55 AL bR T AT B

FHRGARFRIE KRN Cs, t, 1, @), LD TR B FF AR R (x, y, 2,
w) o YRS ] s AR, THESCEE I (s, t) AFRRIR, H AT ZBE ¢ AAE,
q AEFR VR TS 55 AR i P B w ARAR AR R 2B 0L M — B 1.

12. 3 [RIBS5LIVARTE

XGOS, 1R 2 H0RE BRI AR SO — KL By 10
U LB, SRR SRS B — DK L, SR TR AT A 2k b
XA FEmrs A AR e, A B SR ey 1o T2 X AR L
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UL I RPN =R/ Y

PO SCHE MU HIE MR R “RIE SO (AN ELE . BOU ML,
VIR AARR, SRR TTU IR N A SC AL bR, AR5 WA SO AR bR 25 B S0
E”, Wi, AR REE L, MRty R b, fark
PRERAS, WMESEARGRA KRR, MRS E. ME, LU3DEA
I R AR I R E o TEL, 3— B BUSC MU X M ARTE R A REE KR 7
(ERRPSIWNGIRES L WA S IR

RS TR AR B SRAT SR AR (KA J5 2 K T ARAR B 2 NDC Vi b, B
PR s T T AR AR B N SO AR bR o A RACRE T AL AR NS, AT S E
27 @S POSTION i SCial i H I TV B2 AR, At AT AU I 4L
AR bR A A — L RIE

“Projective texture mapping” X & HH — g LR E A BB, BETHE SO
SRR RS, anfEl 38R

Camera

ﬂ Object space — homogensons

[ MODEL MATRIX

I Warld space — homogenssns

CAMERA VIEW
MATRIX

I I Eye space -- howagengons
[ CAMERA PROJECTION

MATRIX

l Clip space — homageneons

Perspective divide

NDC space -- veal

[ Viewport and depth range J

! Windew space - real

Projector

|_| Obfect space = homagensons

[ MODEL MATEIX

| | Werld space = haownogensons

PROJECTOR VIEW
MATRIX

A

| | FProfector space -- henogendons
- -

PROJECTOR
PROJECTION MATERIX

-

| | Profector clip space — howmsgensous

[0,1] range mapping

! Tavmra space — lromogeneons

& 38 =i B S8IERFLIRTHITIZ 2 Xt

B 3872300 7 I R TR AR AR 2 1A B i A, e AR Tt AR AR B 2 ]
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He Bt T AR 8], AR5 AN AR BR 2 () 46 B A 2 8], P AL R 2 ) e 46 3
BT, RE R EIMAMEL P, ZiiXe bR, — AT e 7 e
ML E o B R R S AR R, AR B 2 (A (R 0 R4, SRS S
HARFRIRARE . BT B, AT DUR X PR R A —HE, ME— [ DXl E T 5K I
T AR AR PR 5 BV — AN — K« TSR B SR AL BR 77 S B T R A bR I3 — 1K
# [0, 1] =MErp, SEMIX—2, 7] LAE R 2 e 5 normalMatrix, 7] AZE
H O O TR AR R A 7 e sl DAL/ 28R JE . 1/2.

05 0 0 05

. 0O 05 0 05
normalMatrix = (12-1)
0 0 05 05
0 0 0 1

T DASR UL AR AR AR R R 22 50 -

texView ProjMatrix = biasMatrix x projectionMatrix x viewMatrix x worldMatrix (12-2)

RAGERPE R, A8 R DU A2 MR T AR AR e 4 9 SO B AR B

texView Pr ojCoordinate = texViw Pr ojMatrix x mod elCoordinate (12-3)

B SO AAR AT, RS T RSO SRR R UL R — N0 g B,
PR AT A BT sRAS I B SO AR BRI AT A 0 B AR SCH R R, S B
i LA Cabnite A % T AT (1 SO U R B R RIB T A0

tex2DProj(sampler2D tex, float4 szq)

tex2DProj B 45 5 tex2D R EL K X I LAE T2 A8 200 S IR SO AL AR 5 DA J&
— Mg, REHHATS R !

TEE: EEHEPHRBIN “SOhL” 2 —MIE Rty A B AL AL,
IRZHGE LA RIDEHERGEHL”, X —MEHRNRE OFFRIXEHTE
MRS A, mRESHA LR, MITHIERERR AT e ER
AL EBCE — AL, ANLRE T A J5 18— 807, AP A dk
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SN o A2 —SBEARE SR, MRIE GRS B i BB, RSP A B E
Rt SR R (i, BIRar), SRRSO S IE W 137 5E AL
AR, XA R EERCE LR RS BRI SRR 1

b BOSCHAERE U FEE AR EIT RN E s T, WA ERAPTH
#g TR PR (LR RE . BOIERESE) BUeRAL, AW AR 2 A
OB E. ENAREFHRPUXEIERE S e, e RE Ry

T AL P A Fr BUE (RE 7 40 R T :
RES 16 HELIPMHTNSEBIERF

void main_v(

float4 position : POSITION,
float4 normal : NORMAL,
out float4 outPos : POSITION,
out float4 outShadowUV : TEXCOORDO,

uniform float4x4 worldMatrix,
uniform float4x4 worldViewProj,
uniform float4x4 texViewProj /#5803 5 [

)

outPos = mul(worldViewProj, position);

/] SR SO A g
float4 worldPos = mul(worldMatrix, position);
outShadowUV = mul(texViewProj, worldPos);
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RIS 17 /LI R RERIERF

void main_f{

float4 shadowUV : TEXCOORDO,

out float4 result :COLOR,

uniform sampler2D projectiveMap  //FH T H52 HI S #E
)

shadowUV = shadowUV / shadowUV.w;

float4 mapColor ;

A3 0-1 =[A]

shadowUV.x = (shadowUV.x +float(1.0))/float(2.0);
shadowUV.y = (shadowUV.y +float(1.0))/float(2.0);
mapColor = tex2D(projectiveMap, shadowUV.xy);

result = mapColor;

12. 4 KRB

AN TN P S A S A SR BT SEOUR AR BEAT 1 1A, IX IS AR BRI A
%, (HUREIREEAL . 75 T —%M Shadow Map PLACE 16 T 263 H ik
HR T AL 2
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2E 13 & Shadow Map

Shadows are created by testing whether a pixel is visible from the light source,
by comparing it to a z-buffer or depth image of the light source's view, stored in the

form of a texture.

Shadow Map s& —FFE TR EE (depth map) A4 AT, H Lance
Williams F 1978 4F4E ¥ “Casting curved shadows on curved surfaces” H1 5 X
Ho ZERNEEDMEE: E8 - WmE R, i s iR R B A RE g
K b, XANSORE R RROSERE K SRISEESE —E gl s, KR R s
S lenth BUH, AU ETIS S 0EIRIIFEES lenth, i bbE, @ik lenth, /N T lenth, ,

YO58 B =24 i TR e AR 40 FRARE X, SRR (e BB R o, R TR e B 9 B
P .

13.1 4= depth map

WIZE R —5K 2D B v, SR RER ST T ACIRZIES Y GRS B
SRR TR, I HAX BEAR R S ) IO SO TG IR T & =2 nl WL,
el WG R 2SR, DOGEDVME L S g ), i B AERE IHE
JepTAESY), mAHRIIEERRT B E.

Depth map 1K FiC R EE I lenth s SRFML AR, H5EY
RTT S v BEIRMEE R, 1d o lenth, s HhE lenth, 5 lenth, 1K/, i

lenth, > lenth, , JUITEBHTH A v Frxd B2 depth texure b 5 3R fiie sk VR FEAE

FEARV BEDCIRMIEEE, 1M v ADEIRF EPEA R BD GRS, XMW v

E—SeZfEh, 144K depth map #iF ARG & (shdaow texture), IX3E
TER— R, AR T AR, WIRWE T 2 MRS L. FISZ G R 9E S
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9 Shadow texture, B2t H BT WIS RAFNSEEE [ Depth texture PRAF
()< AR S BN PR T A R PR, S FRONIR AR B 39 21T IEIRH
wikipid | shadow map WU, 15, THFRIARN depth map; A7 1)1 B2

— 5K 3 ) shadow texture.

Scene from the & |,
light view, depth
map.

39depth map 5 shadow texture Z %tk

41, Shadow texture MHFKIRBHRZMGE], WAER T —MBAERTTE, H
S e B s I B E SO R B b, 52 1007 1R F AT T FrdF IR 1Y texture
projective /7%

13. 2 Shadow map 5 shadow texture BY[X 7|

EAR Z Hh LB Rl , 1818 Shadow map F KK, ¥ 75 ¥ Shadow map 5 shadow
texture 3X PR N AS [ (R 22 VRV

FEGE S map A LSS FITE R X EE & XAE P, shadow map £ ARKFR N shadow
map” {EH N %S HERRI . T SCEYPE shadow map ABHRZE, Hiltn “scibit
SENLEIE 255 — R 153 71, 35 6. 12. 4 *5{{¥s shadow map BV N7, X Ff
B Ca R, AT SX Ml i 7 2o (R — 2 EHnIE “ IR Rl
1 shadow texture [T ) 9152 G 12 58 AN [F [P M . Shadow map LA depth
map AEARIEAN, 8@ L ORIE T WS BDGIRIREE” A AR s B TR IR
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FE” SRFNWT R B RIERS ;1M shadow texture Fi AR, H4 4 BUMIBIZ EIEAE N
BOCOCERAEHE, AR — KA RSO WU 2] — ik B szl

KRINERI SR EAE T B E DI IATE N R Y, WA B S 52
i, JFHAREBREIR O — MR R 2k 5 E, X2 4

PR,
13. 3 Shadow map [RIBSLIAFE

i Shadow Map FiARVE G52 EE A2 A2 depth map GREEE])
A1 depth map AT FHRZVE G .

A i depth map FIRFEN -

Lo DUOGIRAEA BOVINLELE, Y2RS5 MO ST [ AT AR NS B
A

2. Kt AL S B AERE worldViewProjMatrix /8 NS & BFE T, JEAE
Hrb A R BOY AR, BEARRRIN Z (HRIUCAIREEE O Z 8RR
B HARARZ i i —H) o 76 A B shadow 2 /7 HOR R FEEREAT 13— 1k,
B3] [0, 11 XA, SRJEHIRBEEIRA A (Cg m B (E 6 FBITE
0-1 8] &

XA — R O: depth map THRAEIIRFEE B RAT 4?7 IR 2 STk
depth map & E ([ FFE K Z Buffer 1) Z 6, BRITXFARE—EEREESE!
AR UUX PR, TR T8 IX PR A LA 4 1 BkSEE . FRAT I8 BT S R
BR RS R R ARRR A ] IR L A3 EE B (Euclidean distance) , Z fHASFEA
FEXAEEEY (ZPE 2.4.2 97) , BLAMELERT ST GPU Fkngid iy, ERIRT
depth map HRAF HOVR BEAEL IR T B 7 Rz AN 1k — i, A S B e v h S T A B R 1
PR, SRJEUA—AE] Lo, 1] ZF0E), [RRERT A0 TR BELL L. FHIAT A,
depth map HORAEIGRFEME, AT & T0 Al BIH S P B A O R I EAE, 15
R AR B U 7E T CRUE PR B [ AH XS 6 R I IERA I, 2 T RAATH A FERTHE A
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IR

3. M frame buffer FEEEEAAE, HIEQE]—KSP E, 52T depth
map. VE&E: EEbREHT, MARERFE6R, W depth map 18 H 2 5L
THET, X ESEEWIR, F—RIE G depth map, SAJ52ET depth
map HBHFAIE . {E Y depth map KT 5 5 BFR 7 AR BUE 2P 40 5N -

A5 18 ;53 depth map BT S & B IZF

void main_v(float4 position : POSITION,
out float4 oPosition : POSITION,
out float2 depth : TEXCOORDO,
uniform float4x4 world ViewProj )
{
oPosition = mul(world ViewProj, position);
I AETBOR A
depth.x = oPosition.z;
depth.y = oPosition.w;
b

RS 19 ;B depth map R EREBIERF
void main_f(float2 depth : TEXCOORDO,
out float4 result : COLOR,
uniform float pNear ,
uniform float pFar,
uniform float depthOffset )
float depthNum = 0.0;

/WA—H 2] 0-1 2= [H]
depthNum = (depth.x - pNear) / (pFar - pNear);

depthNum += depthOffset;

result.xyz = depthNum.xxx;
result.w = 1.0;
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RS 19 A BEEEBRREFF, F—MMNTH AN & depthOffset, ZALER
INIRFEAE R RS &, X RN BR S S NS, 25 BB 3%,
FrbA T Zn E— NEEmREE. XM EECEE, B2 0.01 ZERHN
Bl .

i H] depth map BEAT FHRZIE G AORAE Y

I KOO AT E R . TEE, XANSEBEHERE, Shr
PR R A R P P S BT FH 1Y) wor 1dViewPro jMatrix PR3 b w4 [ (L
RS ILE 13 ), RARSUEEBGEAERE, MR A 8] 1 TR A AR, THEE BT
AR 2 1 IO R B OGUR IR FEAE 1enth, AR BEE A THERL 7 12 ZEANE LR
JE I (508 4F — 20

2. K depth map e AN BEEOAE T, IFRIETHEIF B SCAbR,
SRS R, A5 D R0 IR B R A7 IR AH Lenth,

3. HREIANIREEAE IR/, #5 lenth, KT lenth, , T 247 5 Wi e B2
VU= Fr W32 OGS o TR C R Fe A B (R e i 1 P

A5 20 f£/ depth map #HITRARERMINRERIEF

void main_v(float4 position : POSITION,
float4 normal :NORMAL,
float2 tex : TEXCOORD,
out float4 outPos : POSITION,

out float4 outShadowUV : TEXCOORDO,

uniform float4x4 worldMatrix,
uniform float4x4 world ViewProj,
uniform float4x4 texViewProj)

outPos = mul(world ViewProj, position);
float4 worldPos = mul(worldMatrix, position);

/| T REBG S AR
outShadowUV = mul(texViewProj, worldPos);
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A5 21 £/ depth map #HITRARIERM A BREBIEF

void main_f(float4 position : POSITION,
float4 shadowUV : TEXCOORDO,
out float4 result : COLOR

uniform sampler2D shadowMap ,
uniform float pNear ,

uniform float pFar,

uniform float depthOffset,
uniform int pixelOffset)

JIVHSRE AT TR MO GYR 2 8] RS CRS)
float lightDistance = (shadowUV.z - pNear) / (pFar - pNear);
lightDistance = lightDistance - depthOffset;

shadowUV.xy = shadowUV.xy/ shadowUV.w;

/AT 2 BLRFE, /MR ZE

float4 depths = float4(
tex2D(shadowMap, shadowUV.xy + float2(-pixelOffset, 0)).x,
tex2D(shadowMap, shadowUV.xy + float2(pixelOffset, 0)).x,
tex2D(shadowMap, shadowUV.xy + float2(0, -pixelOffset)).x,
tex2D(shadowMap, shadowUV.xy + float2(0, pixelOffset)).x);

float centerdepth = tex2D(shadowMap, shadowUV.xy).x;

/AT IR FE AL

float 1_Lit = (lightDistance >= centerdepth? 0 : 1);
1 Lit += (lightDistance >= depths.x? 0 : 1);

1 Lit += (lightDistance >= depths.y? 0 : 1);

1 Lit += (lightDistance >= depths.z? 0 : 1);

1 Lit += (lightDistance >= depths.w? 0 : 1);

1 Lit *= 0.2f;

result = float4(1_Lit, 1 Lit, I Lit, 1.0);

Kl 40 &R T {8 shadow map 777543 2 ) BHS2TE 48008
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40 shadow map ;SR E

Shadow map J5 ¥ (L s A& mT LA A — R 3g (1 B A A X R K B AT
2ol iy HLEEE RS2 B AR 5 75 22 1 B e SO R SR &% U ) RS Y
IS IR) [ € AR . eAh, BT RAESE g ikt AT clodt, A IRk . I
ARG 2 T IR X N R SERE G R, IR 2R T, 2 H At
HEE S U ) — AN IR T I LT T

{H Shadow map J5 ¥ [FIFEAFEVE 2 AN & Z Ak

H— A E SRR HRE R, PreRE 5 MILH A SN LR ;

H= R BRI YE, A #T depth map &K I EUE RS
&, 2 R L T 1 5 I RS B R o BERIIE, IR AR A AR —
W0, 1= E e, B LR EARAR /N RS R th 2 s M Ais LU i IR e, e
F& WA SRR IR, &I z-fighting L% . BT DAMEAETER A B0 |
—MwEE, ANRTRANZ AR ZE;

H=: HIH®EFE (Self-shadow Aliasing) ,JGIF AL 5 FE AL IE H FFA—
SELETERAHFRIMIALE, SIR BB ORAT IR BEAE 5 W83 THT VR B Ak L ey, o
TR HIRE, FEENRISCR, @5 7 AW R 7ok 7 X F g 3 s

150



HDU: IXMOHE R GG TAT KRB RIEIT (Spot light ) HI3& . WA K
R RUGUE (Point light) [, JAESE — 0 v 75 EAE AN & — SRR S0,
e MILITIRESH (cube texture) o WIHRITIEAIZTT MG (Directional light)
PRI, DU) 7= AR R P P I 5 A P AT 4R A5 22 T 1 worldViewProjMatrix KR4 ;

AT A RIS A A MR R (stencil) BASZSL . HAR
S SRR N R AR 2 Z I, AR AT BRI 51 8, SEARHEE &
TiZHD. 9 T X shadow map J5i%, RRAEARF RIS C o kAT ik o
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# 14 E F4%] (Volume Rendering) #i&

1982 4 2 H, REEZXE RS XERREATT 7RI EARBTE IR
UG 2V BT E T T SIS T e, T T
FEVF SR P AR A e, T X e A A B SRR 2 DL B R AL B
7!{”0

——— (ZHHEEG T 1.1 R E T ACEA

H 20 tHhed 80 AR =1 H rT 44k (Visualization in Scientific Computing)
IR e, =R AT R PR O R R B B A, R IR TR T R I EOR
A o

—yrEr, HE R A LISSOE LR, RIS, B
LR HIBA R BAEARYE = 4B (5 B4 b b 4G, X P i
RIS, A SRS = AR B (5 BRE A A — ok MR, T 2 A i e ?
AT ARG, R I TR UL 2 [ Ah—2eSCRR iR 1, B4, M.Levoy 1E
Y& “Display of surfaces from volume data”(CCiHik [14] )rF#2%]“volume rendering
describes a wide range of techniques for generating images from three-dimensional
scalar data” , Bl BRI SR A2 AL HIREIR T — R 50 1R = Aibr B 5 = A — 4
B EAR” . FERL, AFSCETR AR R, AR T E L. &5k
Y, BAMAX P BE BRI B, (R FRAR SRR A T S B E A

PREZA A% Do AE T SR RS | T AR I Jgh e S0 WKl
SRR, R T RIS R R 4R ERIEOR, BRNRZHIEOR .
AR, W AAE— g G Bom 2 R 456 0 At o, JF BT P
AEANIE W R, SN SR S DL .

B, CT B R i MERILAME#E S, mAZREEE O
B Do i LB ffe A 20 1 R T 22 A1 B 1) DX PR, — MR EDUL A Bt - 3 AR
PUIEHS AOAE A A0 CT AR R CT M, BEORHAGE “4E R f, (ER RIS R
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rE A !

E A E Bl 80 SRR AR, FEMASHIERT I E2 ]G 7 K2R,
VEIT7 ZRZ. B, #AX GPU sl DL AR I BOR BT IS, I
Rzl BoRIZ R RIS T 250 o JRIM, AR BORAE TP IR R, AR uiie At
THIZFR B, SEA NI L AR ST S R D, AR A Rt s R R R T —
AT HIRESE, A E SRS R AR B, 1 E N Y openGPU Wk
RIPRLA FIRIZIR N R R AR 2 H . EAN DT RIS S ME, £
EEBA Y, REAR MR — NIRRT S, SE 2 7] N2 ] 5
BRI A Z P EN, X — AR . 5 R B, /E 5 —44 LA server the people
NEAEBBENAEES, WA RO, AEHEE, bl R 1, BIR
RS N =

141 FEH SR FETRL

Bl s T LB . R TN ST 5, KR
o LR BRPEETHE SRR RS . B E BRIV LI B ER,
AR L EORBES . BORMT %,

PRE A RS R U P (K — AN BOR DT ). WIRT IR, AR B br 2 1E
0w e L1 2 e T =P T = Rl 2172 S 2 R S E S TN
WL, AR 51 AME R BEE BISMEIR, T2 21 51 1A R B b5 1 Ak
BB 1 A5 R AR AR A I WK, XA Rt T LARIIN 2 BRI 14075
XA T EE B HOR -

14. 2 RN A Sty

N 52 _E R E R B R I FE I KB AWRR: H—, BORE At
WAL, RIEECE NI TR REVE, Bl Bihss, i&F Mok, 28
Sel NI IEVE, RIF a8 Em AL, BlineS ik, Baki.

153



R BIBORN %G T 5, LSRR I, e A o AR il v S5 B
B H AT AT LIFEBRTT S server the people, f B B 12 W, X — s R
ZAHZ U, HEIWERSR (CT) C&7 2N TS BT S
EUORRRSRAES) 7RISR S VR e, R T CT I LR E, At K8 s
i 7RISR RS, BT AARBSAERN K B 45t 1 BR SR 2R I AT 9% SCRiR
TENAPFE BB BORE, IR E S DB ARG S Z AR RIY, 7] PAS b 2
s H =, AR SR U T B R SRR o AR ARG SR SR AU
AL TARIIAARSE K — ORI A 2 % =4 TR T, R AEE S
K, e LSRR SdE, R AR AR B KA
SER% B, BRI TEN G A BT DL [ A O R AR 2 U TR I O, R AT LA
KAMRLHRIBOAR, XA CRURED 24T FR R,

R HIBCR B A T om LSRR, B AR T AR 2 Mot R A& A KU A
AR = AR, EATRME R F R LT R AT AR, (AR T R SRR
JHEMARER GRS, 18 AR L AT DLA BB AR . il 41 P,
XAl AR 22 | BOAR BEAT MR AR AR o

B 41 FLHIRRIERAIE

14. 3 KRG HI 5B

JUE ISR B T 21, (B AN R R 2 1l BOR FR AN REAE ] D'
A, SRR _E AR Z SR A A ' RSO B O BV kA, AE SR L,
RATILT B AR EAR . Jhh, MO, %t phong %Y,
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cook-torrance PR H u] MO R 22 AR R AN T8 58 B AR ZR M ROCR , 1850 FL Sk

AR IAE 20 A EAREHIBOR” L B W AR 2 8] XA . 1A
AR R SEbr b, RS HIEOR 5@ DR R AR YOR B0 38, 12
R 2 B PR I BOR M R B R BB (B2, EWDCHEA, ik
M= T HroeAEE I P AR RR a0 GIrl, REG BU, 3EEE), IFRTX
A4 7 AT SR BRSO BEAT AU 5 11 4 222 HR A (i BT A 9 2 TR A 15 ) 31
KRB OIS, WM MEWUN=RE, HREYDEIRBALR H R
POCHE, FrBlg CRUD 7 it U0 R Bl 8 RS, )& 2
AR BRI B P I H RS K . tesh, EseBlra L, EWDEIAR —
ROEEREDC RN A HIE RS, JFAE— RN IR PR B E ;A HHoR
FEAE Rl A7 TR A BE AT KA, SR MR BB e, PR EIRYE IS
B B EAT R 1) 5 o

SRR, B WG AL E IR RCR I, I A AR A2 i3
AR FEBL IR A A, BRI

R, DU HIEA SIER E AT BT S ARGUR, B RS bIHA
o771, SEbR E R TBRIE P, JEHOR A SEA0 ray-cast J7ik, 564 T LA
SEEVDEIBA R (SRS, RRIHAZ WA, KA
BRI BRI, SEFF RN SRR . RR e E R RO BIA R T s
RIS I3 2 1, (AR 2 B R RBLSUR W], 7E BB i, A R
). 2 R 2 5 2

14. 4 A¥#E (Volume Data)

AT TIBOR, B e B SRR X TR I LSS R . SR
PR BARRJFIR IR R, RIS 1, TR T IX— sl 1R TR
AREHE . 107 TTEOR BRI, AR 7 BRI BRIk SS, i
B2 —Fh059%, I TR o R B 75—
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PARAEE, A EE 5 i B 1 X5, s — A SO I BRER AN — 2D ) 2
FERIIIX Ao ANRLXA BT R B AR mi s, RAMEE AAREEE (O 2%l
Nto FRBREIE AR5 AR O 1 L ARTE AR I8 3 .

Fid, M0, WA IOBARLR, B, Sx TR
W R AR, St LA — 25 25 ST SR T o PSR R 3
HIKEG S, BRI E, RERAE T R SR, 40
DR FEHR . AT, RS, HRPas THRYR (O BT, K
ST (H20) 25, A AW A R, 1 PRI L i T Hedrit,
WIRGE— AN SRS, K7 X Y. Z 75 LR Ao ok, WiZs
SR TT LR SR . BN A e, (RS A E AR A
HEATHLLU |

PREE — B 2 PR

Lo BHEATFRIER, W A RIchTH AR A 25
2. PCEIERDE, W CT 5 MRI =4 8dE . R BilEdE . < gua il

P

SRR ARES: AFE (VoxeD. AL (Volume Texture). J
HIGER: g, JFALU 4T mEdE, 1w wiix o T A A R g
T, WA RERGNT, b BRI B A X, AR RS TR
T, AR T T .

14.4.2 & (Voxel)

Wikipedia % 14 J& voxel 1/ 444 -

A voxel (a portmanteau of the words volumetric and pixel) is a volume element,
representing a value on a regular grid in three dimensional space. This is analogous to

a pixel, which represents 2D image data in a bitmap.
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Blii s, SR iR i N oe, — MR SRR s =4 (A 5L
IR R AR T AR R TR R R B 2 AN THRE MR R
WAL 2 B A BB, WA B P AR AL B, X — i AR 02
—FE o

W BAVE I ARBEE ARG — MR RE, B, Z89E Hn*m* 4>
RERHER, FomEEEIEEX. Y. ZJ7 A Eaalfin. m. tMER. EHEERIL
b, ERACR =R 10— A0 BB MA R AR = 4R [A] 1256%256+256
ARG, W, WERA =4 RoR, e R —4E B0 Fi2561 22 1] .

FESE PRI A RAE Y, 245 AR ZOMIATR 1) b A B g, 072 22K (mm),
#1400.412mm& 7R Z A K THARBR R KBS 904122 K

42 R RRE

14.4.1 #&Zr# (Volume Texture)

PREHE e 32 B SO A o iR LU (volume texture) ! (T, JEH A 2
SRS RIS 2EAT VRN A )3

HAET, ARV E OGRS SR AR AE AN IR EL, 1R 2 A4S el
R4 T R AT BB X 43 2d texture, 3d texture, volume texture /8] X il 53
A NN R B2 BT = 48 0 108007 AR T I SO #8FR 2 3d texture”s 1X 2
—NRe. QU B2, 3R 4y ARJS bR AR A B 4 T e 1Y, T
2d texturefi 2 SCH R FiiaR 177 18] B TH B M3d texture U2 fiid 1 45 [A] i =
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AR . 3d texture 73— PNENZEARMIIZFRIE: volume texture. CRR [22] X
PRSI 8 A2

3D texture (Three Dimensional Texture), also known as "volume texture," is a
logical extension of the traditional (and better known) 2D texture. In this context, a
texture is simply a bitmap image that is used to provide surface coloring for a 3D
model. A 3D texture can be thought of as a number of thin pieces of texture used to
generate a three dimensional image map. 3D textures are typically represented by 3

coordinates.

FIPERC SO = RS, BRSO, RAESDDAEIERE WY . —
YO — IR E R AL BB R, T8 = 4E B SR LR T AU B euE : — =
YA, ATRABON Y AR 2 5Kk2DSCR A p i), TR = 47 () B0 1 & o
= A SR = A SO AR AT VT[]

M ETRX A, A] DA 2 5 B

1. =4GR R A — e, =R —4egR A
2. =GOS = YRS ARAR AT UT I

X ATRE A NIR M A 1, B #R T, EAfRos =4E8dE? 15iE
B, BATEE P 2 B i ST I, ERIFA RSy I B SR
RAREAF I = e, 25— 07 fERZOE T MiET, JATEERT B 45
HEAFM =R P EEE, B2 Mg A TR ) !

28— IR = 4E R A7 AEXY B &P I S 2 S0, FRZ Hyvolume

texture.

PR H 2 HCTES BEAT IR 2, R A ER A B R A L. B
1 [ b LUBCH T A SUE S A, 5 T DirectXH.ddsg AT raw s e TERE,
R N2t rawhs AEEEBAR AT AR RS 30, HSX iM% UK R 2 A8
#iot.raw, (HEAHEIRHIVEAXLARF B HTARSEN awg X, FRIZ=
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AEME, T SRR A raw s SR B R —4E K . B 43R o)
University of Tiibingen (Germany ). Viatronix Inc.(USA). Walter Reed Army Medical
Center (USA) = ZX LA HYE AL AR 41015 21 (044 SO Bicdfs ) A 2 1 PR e

43 1RSEEHIE

X =AM SR AR (4R 2 2 256 x 320 x 128 \0.66, 0.66, 0.66; 512 x 512
x 174\0.8398, 0.8398, 3.2; 512 x 512 x 463\0.625, 0.625, 1.0,

H 2 [ A R X AR SR BIREHE , Br LR s LA E AR aE, X
2L R Ik AL T HEE A T A R SCEEEE CRBER T B0,

http://wwwvis.informatik.uni-stuttgart.de/~engel/pre-integrated/data.html
http://www9.informatik.uni-erlangen.de/External/vollib/

http://www.volren.org/

14.5 R4 HIE X

[E Fr_ b BN ARG H FvE R B R EYE (Ray-casting) #51]-A2TE
575 (Shear-warp )+ #3442 il 7% (Frequency Domain) Fl il &5 Bk & vk
(Splatting) . FH 1 X DG Bk i N B EZRE A .

FHEE, TAIFA=r: H—, SEIRAEMIT R BT LR,
o NRAEEHR, RO, H =, 2R RSB KSR K=,
BEET] DNBON RIS ) GPU _EEATSEIL, AT DAIA 2 SE 21 1) 220K

ARAEE 15 T B RO FE
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% 15 B L& F A HEE (Ray Casting)

15.1 SEAIHIRIEIRIE

FeE I ik e R T BB P AR BRI SL . NEBR IR — B, i
[ 52 5 1] GEE LT D) RS — 5oLk, ek MmN EG T, JHERXA
AR, BB ST ARSI A S RIS 3 't 2 M AT PR e 3 € {1 i
TR, HEKFHENEGFH, &A1 E O E RS E B R .

AT AAE T T )8 SO R P A17, AN EL R A <R a2 JR A A
T, REIEA Z AL, fEET CPU MmEBE S wIEH, A B HAM &
oo, MR HERT SRR T GPU IME G, Maifd A, x
Bt G5, el B D) A HE

JEHEGE R SR L WAL S 2 BB e ek I I SN2 AR R 5 2
TR, A BRE AR IR IS BB R R R, AR
ALy T HARE 2 ik NRIESOR R SELR AR, T PAUER A2 — o DA AL YL i !
MR B R R T AT ER, ROCEIRERSNE, AR a2 Hk.

PR P R LGB T 1 5 LS BTE G BOR P V) G 2R R R ST 222110, BT
NE LB ARRAT R I R EPE N RARERIEAR . &5, Sk
DSOS B T BEIEY, GRS SVE T /5 B H SOGZ 1 S AN 5 L
Foo FIR, JCEBUN FFOEIRE R AR AT AL, MR R R AIE I L,
PRI R & U T REAT ORI R, MOCEERER FIE IR A Z 3 AT R
it MR AN LIRS AL 18 DL fem s JGZRERER A T a2k (175 17
e WAL R B B A5 3R T I 4R, T EEHEAT S EoN 37 S5 SEAR R SR A HI AN 55, 1ol
LBUN R, —RMREIME E—mol g (16.1.2 WRRHATHEAEIE), Ak
BEAT S LA AR 1R SR AW

EIRSCr, OB FIR R r R AL A, 2 5lE ek, A

160



KREIEHEN, 77 REA R BHMRIE, FINE T URBAEAEER, TR
T TR — RIS, AR AR TR T

15.1.1 Wi Y

JUFRE— A E R H) SLEHCR AR A B — S AT, Sk a i
PRI, BEAMRFSCR RSO S A i L X — BASRIE TYHD6 S, i
ZOEI AR (Optical Models) #EAT 7028438 . Dy 1 IX 1) 2 B B 0't R T e A
R, NGt — ¥ Optical ModelBl1% At A5 A

SCHRE 1S T o0 R 2 e L AR 20 1) S92 o A P 1 L B S AR R AT 1 3R

X ELZG H ] EEARIA

1. TRHHEZY (Absorption only) = KRR UMM . BINARA L, XLfk
FOPIGE R, AREBEA RS L, WARG B G

2. RHHEAY (Emission only) = MEHEH AR R RS, ARBUEE:

3. WRUAN R S5 (Absorption plus emission) : IX AR AL Al 5 ) 2
PR B AR AR B R HOGER, I BT AU 2R, (B 2R AT SO AT
4. BUNRIFARAAY (Scattering and Shading/shadowing) : #F AT LABUR (it
FIATSS) ARG Gk, IF H i TR R Z B IR R, w7 A 5

5. ZHURBAL (Multiple Scattering) = JGZRTEREARIE WA Z 7T, wT LABE 2 Ak
ENC

T8 BAE RO K S AR (Absorption plus emission) o A T H45E EL 5L
B, Wrrbn ERHs (BFEEAR) 5.

15.2 &L ELETHED A

15.2.1 Je&R i) o iR S 3

X5 R R G 2 A AT B AR SR o X — AR E AT AR AL AR
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2 N R N TE ik B R BB 2 B B2 15 20 TG 5 IR 2zl Bk

HITHT 035 P — ELRERER I — e B —MALOR, 3T DL 7 i,
BV SR, BRI T A, R EEH S MEIN
T LA RSO e 3 P B ol KA PR (AL R R
LB B, I R IR AR S PRI () RSO T 46
A B

T TRV i B SRR WA T
SCA N, A REHAT SRS E . AN SE0R Bt AR

[FIEE, FEARZ ] b IR 2 — D =B N R SR R 8k, R Er@ T &
BARRR (=48 AEASBEAT SR, AR5 AL s (A 1) s SIS 2, 20 2 o i
F R A ] S A o R T AR

E S P S Y N R B B AR AR D 2 ) ) 2 TR TR o A 2 Y ST 75 4
VE A SRR 3K

VE R RS I S AR BR AN = AR 14T X6 B, 7 L 3] OpenGL A Direct3D
1 AR SO ARAR IE A E], B LSRR IS S R — M.

(0,1,0) (0.1.0)

& 44 KGR ERD TR
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K 44 Jor ARG ARBRAE LT AR B0 A, 22t IXRP Aok R g 2k
T OpenGL . E1E EREFF PiE LR 8 DN IRAIHIR LI AR AR, 2 =JTlA
&, SRR GPU, SLU5HR 6 AN N B R SUE AR bR 2 E GPU | H 3 S
2.

AR A A5UFH 7 7 A 2 THI 55t 1T DA — B 38 — SR T 2, S 4R 2 BN S 7 AR S5 AN

TR, AR B AR b o A S PR, X R IAS B R A 442 TR
HEARFATRE R M. XA RIEFEET 11 FHLREHERAR, Aidz

A RORIEAT T BRI VAR, TEARFE ARG EXNE B, B AR, DU S R
Eii]tipuy

15.2.2 FEE. AR

B A EAREE T EWIRINRE ST, o5& — MR & B A1)
AL, WRF A, WIXFAAE RN Brel, SEYIERRITES:, A5
ESEREE IR B AT S VA R B BT IR S, IXAPRON alpha TR & HOR
BIFAEFSCEL alpha RS HOR, ] over #1ERF . Alpha IR G HARKI 231~ Py

7N

c, =a,c, +(1-a,)c, (15-D

Hrp, a RoRIEWNWRKEYEE, o Zon@EWYIERIR ARSI, ¢ &nH
PRI A B, ) W IE L E IR UL SR B bR B 45 21 B BT e

WRA ZA B, B T ENYEBATHY . BRAEDTE YR 1 IE W L
s PR FERITEAEE T SE Il 2 AN IE WA ] RARR T Z Z2nP X . fED62k
BN FL, SRRSO (R ot 1B W R M HE A . B DU A A —
ANE BRI 1] 8 o P UK S 2 2 R A0 R (1) 1 AR AE R A G U 72, 12 ANHTTH
I HEATHE Y, BRI PSR M 1 B AT TR, 2205 iR X AR s 2005 21
RERAZAK—HEN
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4n SRR T B T AT RS, S s 50N

CiA =(1- AiA—l )Ci + CiA—l
AN =(-ALDA+AY

(15-2)

Hrf, COATA 73 A R AERSUH A P A3 2B M AE I, Hseh

SRR ER P2 A I C AN R BB OB AN E W FE

R, REEGHAIIFBRAOEEYE, Prl a2 E g I H
B, SRIEREAT 2.

A0SR NS T 2 B AT RAE S WA O

CiA =(1-A )CiAu +C;

(15-3)
At =(1-A)A +A
15.2.3 ¥R T RAE
rD r1
| _ y
- r.’i
wrn

45 SHELERAIE

Wk 45 o, BUEJCE F B BISL T A, JEA L s, RSk
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PR EE Y me DL F B BT R T, FEEEE Y n (n<m) I
1TRFE, WA A

t =t . +d*delta (154

start

Horprt, . RS RR I B R AR SCEARSR; d RO JT 1) delta 3R
ANKAEIRIRE, BEE n (G INTMIIEE ;¢ RIS NRAF S AL bR . I8 I SRAF A RAE
U ARbR L AT AR A SCE ERWA RS . BB n>m, BEEENIE BN 1,
AR R A R

NHEEES N BT ENE TSR ARRR I = HE ST TR, G T
SRR AR, R T BRSO R, A B R T, THRECRA RSO AR
b, JEBATRGCHRAY, XA KA R B RG24 Hh S 7 R Bl B iz WA FE
1 &5

AN TN AR, K2 EAlfE: SO AR R IR R = 4ER A A {4
SORMHE Z B IR, BT EOCL T =R, ] DATH AR SCHAE G 2k 7k
J7 T AR, S A T SR SUEARAR (K 535

e PP SR STV 2R B o), el — ELAL TR ER R AIRES, B B T A
FEMTAENT, Ja KRB — A% BRI R I B R K R IS SRS 2,
BB H e IE RIS, e — =, AEHRE A P BAE
SIS HIIRA) 3G, B S AR IR -

BUEIRAFAE > [R): AA] RITE SC 2885 1 LR 2 XA RS 115
FSELRTEST T R P R EE B me 76 T — T T IR

fft: 7E OpenGL 1 DirectX H1, AARSUILARRI 73 AT KL & A —FE ], B LE
BEXt B 4 ETEH I profile KA E TR AR SCHEAL PRI E . X HWMMITHEBEH] T,
Cg & &% T OpenGL Al DirectX [,
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15.2.2 ol A W e 2o 35T Ak S

BRI AL, SE TGRS ST R . B A K
WL ARG, n] DURE 09 P Y E e B 7

B SEUFSER R 5 37 TR NS 1 AT B B m, SR 44 U R (R
o IR B £ 7 S 7 PP O 5B S n, S0 =, UGB 7
U7 I DS SRR ARE 5 WG, 3T LASR L2 75 37 P e 1 S AREE 35 .

INAFELE CPU L, FHE m AR Byl id A J LT RO RIIRRAS, ELR HIh2k
A LTI A A s bR, SRR THEEO LB 2 R AT . (B FE GPU LIt 50e
LR UK A9 AZ i — AN SRR R R, JCHAE LR AR RS 00 s Bedh,
HUEAR RN B U A, D64 ORI I Rt 2 W T AR TA), BT DA SRS
RARETHE BB R EA TR

HEE—T, 7£ GPU i€ mi M s Z [ MRFY 5% 52 HIE A WA & 7 IR FE AR (3R
EfI=E<S

FE GPU ] DAIAIER S S R s 2 [ R RV PN &, — AN RS ARKR, 5
—ANEIRFEAE o I8 TEIE Y b ST IR B A, Bt R R IR /N B
A WAELE T A —ANIRBEDIR, FH IR FEAE /N Bl B, 17 BT R B AR K I
B GREAERISER 7L E, 1F OpenGL Ml Direct " #A BLR K ECH . WnH
G, W35 Ve e R 12 B U (R T R

FTEL, tF SRR m AT

L. BIBRERFEEBORI Bt CERIE RS, VE J3% 5 IR 2 & frontDepth
(ZR% 14 %), MK frontDepth R/ MERMBEAEAR “FHAT7A
B AR I S PR S

2. BIGRIREMEEN B BG4 5R L K backDepth, backDepth L {4
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MEEIIB AT ATy ) b B0 5 (1 s BE B 7

3. KPSKIREE I BRI AR, SRR AR B m.
NN ESEIIL 25 14 BYFT shadow Map 532, SHIXANEFEN %A 2>

IRBIKE . WREAEAEN I 75 THVE IR 2 NI A Hefilud o 3 BL 5 T

TG — Lo AL AT R, DL KSGE S %

WH, WE AT AR R RASPEEGH RN, B
Bl R 1) 5] 2 A RNTE - = A TR 308 i 4290 B B 0 2E e — > = A T
RPEM I AL A, T T A vk A SR A 1 B A, T AR L
i P S B AR OGO SCEl bt 20D, i DL SRR AR I EL R
JREEANG , B2 G IR\ £ BEAT T A BRI RE,  IXFE A RETE S
HETHIRZE . B 46 425777 7R 1 IE EAS IR E .

[ 46 B F5AHIEEAE HREE

ff: fERZHFE L, #8244 frontDepth 1 backDepth AHIRE FIE, TRAFEA 5
GG, BT RS, HAMERB . gv by a K, BT =MEIE Ak
P, R I a SEIEAF RO BE, BRI DL 1L, AT
[71] 7] 8 ] BEAFAE SUEL, 1T P it R RE R AF AR, P DA ZB0RE 7 [ [l U9 — Ak
2 [0, 1] =06, XA A RET BRI, BT EREE, Bk
Jr AR AT RRE R BOE R, B SR A B AT R
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15.3 EIRRTE

IE A TR B EVE Y% (Front face generation) > 1E VR E 43
[ THI R EVE %% (Back face generation) > A [ e g
T SE R F R ET A E . W
1E F BUE (2 P 6 front face, 15 3IUTHE &
1E Fr BUE (A FE P AR back face, 153t fE 2
THE 2R B T Tn) b i B R 5 R
(NAgEH

e Fr BB TR Fe ik SRR GO AL ////

N

£ Jr BUE (R o R SOR AT R A

FE Py BB TRE Fe gt AT B e 5 BRATE B BE 2

T2 Fr BUR (RS Fr P AT SR P 2 1 e K
PR B B R R N2 i 1

A 4

A EE

47 RBARHEIRRIE

B 47 o 1 DB F AT R 2 ) R SE IR .

Sl LY G O R TR P AN ) R BE I 3ROy 1 TSR 2 N Rk
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PR, MM AR P2 G5 AU B8 1R TH e (82 7 rh T LT e o R
271, 5 1A AR T ) A T S A bR R SRR T3 TR AT DU
BOE R AT IR . IR B T BB T, HURTEIASELRAE . Gk

B IR R EE T FEHT A RSB ALAR AR AL S, SR 5 BEAT AU 5 AN
IR S0, AN RRFEFE B 1 oK B B, BCE B BN E] 1, WAL
W R RS 2 A 8 R

B 48 25t 1 HDE BN FGE AT R R il O ORI -

[ 48 RLARFEIERFLHIHR

15. 4 &I FE AL

ARG R SR (R 7 SEIARAY o AR AR A2 50 S = AN oy« G5
T (R PP Ay BB (R
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R 22 SeLkinHEIAEE

struct VertexIn

{
float4 position : POSITION;
float4 texCoord: TEXCOORD:;

}s

struct VertexScreen

{
float4 position  : POSITION;
float4 worldPos : TEXCOORDO;
float4 projPos : TEXCOORDI;
float4 texCoord : TEXCOORD?2;

R 23 AEHPEENRERIEF

VertexScreen main_v(VertexIn posln,
uniform float4x4 world,
uniform float4x4 worldViewProj,
uniform float4x4 texViewProj)

VertexScreen posOut;

posOut.position = mul(worldViewProj, posIn.position);
posOut.worldPos = mul(world,posIn.position);
posOut.projPos = mul(texViewProj, posOut.worldPos);

posOut.texCoord = posIn.texCoord;

return posOut;
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void main_f(VertexScreen posln,
uniform float3 eyePosition,
uniform sampler3D volumeTex: register(s0),
uniform sampler2D frontDepthTex: register(sl) ,
uniform sampler2D backDepthTex: register(s2) ,
out float4 result : COLOR)

/PARYEA AN = T T A A AR AR T ST TR
float3 dir = posIn.worldPos.xyz-eyePosition;
dir = normalize(dir);

float3 deltaDir = float3(0.0, 0.0, 0.0);

/3R B2 B TR ) = 4E SR AR BR
float3 tex = posIn.texCoord.xyz;
float2 uvDelta;

uvDelta.x = 0.0;//ddx( tex ).x;
uvDelta.y = 0.0;//ddy( tex ).y;

/7 BLHE I PR 1] RE AL, I 15 B RAE [R] B

float2 uv= posIn.projPos.xy/posIn.projPos.w;
float frontDis = tex2D(frontDepthTex,uv).x;
float backDis = tex2D(backDepthTex,uv).x;
float len = backDis-frontDis;

/WIEEACE OB . RAEE . BB EE
float3 norm_dir = normalize(dir);
float stepsize = 0.01;
float delta = stepsize;
float3 delta dir = norm_dir * delta;
float delta dir len = length(delta dir);
float3 vec = posIn.texCoord.xyz;
float4 col acc = float4(0,0,0,0);
float alpha_acc = 0;
float length_acc = 0;
float4 color_sample;
float alpha_sample;

for(int i = 0; 1 < 800; i++){
color_sample = tex3D(volumeTex,vec);
alpha _sample = color_sample.a * stepsize;
col acc  += (1.0 - alpha_acc) * color_sample * alpha _sample * 3;
alpha acc += alpha_sample;
vec += delta dir;
length acc += delta_dir len;
if(length_acc >= len || alpha acc > 1.0) break; // AEAE I 2 1 2614

result.xyz = col acc.xyz*2.0+float3(0.2,0.2,0.2);
result.w = col _acc.w;
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15.5 ARE/NL

AASHIER 14, 156 FELE TR H] b e Sk i A S B A SEHLR A «
SR b, ARSI b AT UG 2 B RN LAY e, B R ol 2k 55 S AT B 5
SRS &, T ATE G T SR 5 1 AR

LAk, A AR E 3 & H Rl 25 1, 7RS0T [r) b AT KA 75 Sk 2 (X,
X H A 7 AN VR AL, RSSO “Object—Order Empty Space

Skipping”s

H BT HPT R I TARZ ] AR O BAR I 2 i I I 20k /& Markus Hadwiger
2 N5 1) “ Advanced Illumination Techniques for GPU-Based Volume
Raycasting”. MF5KFELE SIGGRAPH ASTA2008 |, & H AT AE+k ) 5t 2 3F
HRUR B, 35166 T, 9635 s A ) e BT IR T A EE — T .

AE LRI )G — &, fnd 8 E R THENUR ST O IE BT 2R
FERTTCRIR, AN — BRI A R e PUUE 1 A

172



PSR A STIRAR

TR RN EHEE A EE T Bz —, EREREWS R X 7 A
B, RIS AT (k) e

----F.S.Hill,JR
TEPIRFFIRAFR Z 1T, T 618 KRB A )l
(a,b,C) 77325 ] ] T3 A2 45 1] 4.2
7% 8] 1) 2 5 25 ] A A A AN TF] ?
X | cosd —sind
_ (A-1D)

0 0
0 0

=N < X

0
sind cosfd 0
1
0

- o o O
— N < X

B RAFoR TR R Ge =4k Z Jlieks 6 K GHEHLERE S /K 317
7O BN A =4E BRI T ERR? AT ABNANERN 1, AR
N0, B HANE?

[ AR TT [, X — SR AT R AR, A B iR 77 T i
Fe NS RAEAA T2 T8 s AR AR A AR AR AR AR I S T

XF—ANm &, R ee gl HAD A Sl ik A vk R oR ok, Xt e AR
B ATl E L A A WX T —AN sy, Al AR B —H AR VL. v2. V3,
FEAIN (A-2) AT,

v=aeVl+bhev2+cev3; (A-2)

Xt F—A s p, ATRAREI—ZARKR pLy p2. p3, DARARKRIE A p, (645
AN (A-3) ROL:
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p=aepl+bep2+cep3+p,; (A-3)

~A (A-2) 5A50 (A-3) #ERT LA 2 Mo E M SR e, e
A (A-4) 1 (A-5) Ffizn:

v=(a b c 0)e(vl v2 V3 p,) (A-4)

p=(a b c 1)e(pl p2 p3 p,) (A-5)

B mreE R = Ey RN e, RS SRR A g—
Bk AR IYICEER 1, WA R 0, MIGE 1.

fn, WRFRERA(100 100 100 1), WBEHRZ A=A, HARE
B9 R AE = AN A bR A B R RE AT 100 SRR (100 100 100 0)

IRV Pl LT 8

BEAb, PR LB b N DUTEHCH S, 7T B T R4S BRI e
& S BRI RIEE SR A (x y, z,). TB( L ).
(0B AR

(X, v, Zy)=(x ¥, z,)+(t t, t); (A-6)

FATRT LK 23 s 1 e e 2 P18 5

X, 100 t][x
y'p _ 0 1 0t . Y, (AT
z 0 0 1 t z
p z p
1 0 0 0 1 1

BN =R EY RN TorE R, PR X 72 8] 5 A
Wepdkil, Moh, ARG BB DU AR5, Ko al sl i P8 ek . il
FE g RIERE R RIEIE S .
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