Chapter 1 Introduction &7

SIERERATEN LLIREERE R, ERTENEFRZHEMNERENGE., F
B LRETR—KER, UREBEEIEGZEEME—ERNAERE, XERIREE
EXEY T KEGRERTEZN, T EaRNAERNBIZU—TRSHE
BRE, METURERFTEIRNI B SEANE—RIBEMIINER, M2
ERXFE TSI RETR,

BEXERASYEROMER (frames per second, FPS) X Ei#fZ4 (Hertz, HZ)
FREEERGERER, NMREGUSH—INERHTER, BAMLEEERE
RAIE, AFSRIREIE—KMBEGNER, X2—TMEENERE. SBGRERER
] 6

=)

2 6 FPS £AK, ZEMAIREINREE, BFFNAIBERZ 30, 60, 72 3#&
B9 FPS, AXFHNEGRERERT, HAFAEEENEFEE SNITHHRN

b

FHERAN (movie projector) &I 24 FPS HERERFRHITETR, BERESEARA—
RIRLE (shutter system) RIGEBMEE ER 2-4 8, MmEREEDINALL, X
WIRARIFTZE (refresh rate) , HBMEHM% (Hz) , EFMLEXPMEHNERIER

(display rate) R MMEES. LANIZ RO EBRTLAH], — P rIEmER=R1
R, HRIFTERRN 72 Hz, E#H, LCD ERBMNRIFERNE RERELEM N AEN

HEEReEWMEM 24 FPS HIIME A IFEAIINIESH, BERE SRR ABN
[REH/NRMNAE, HERIERAT 156 EWHE, MESNRERERSTE T
[1849], & MHIF, L&A VR BRIEE—RREE 90 FPS F&H/IMLILIR,

IEREMUNRABERENE, WREFEE B —NEEITENTE, BAEMEE
BREWUAFES, AERS LEHEGNNRAEFBEEX &M, ZINEZE
BRENSF=H7RERM _HER,

REMM=#IF SR IBERNRDERMY, BEREF=ZTTRLEEZHIRNTHENX
H—EBo, BIEIFINIEFEM (graphics acceleration hardware) . FZAZBIAN,
£ 1996 &£ R 3Dfx Voodoo 1 BIFZINIEREHERE RIIFIR408], FEEXT
MiZNIRELR, NSETEM, FARMFINPTRNE THENOERLGERS. & 1.1
FME 1.2 BR T —EMBENIRNERZES, EMIEER T EEINERHITER:

Chapter 1 Introduction &7} — 1



2.2 (MIm 3) FRIBT=IE.

EIFREHRIH D T REVTENERZIENEENLR, SXRERXITRT
REEREENEGRENEXRTE, ERNBENME-LENESEENER AP 4
5, UREMNNBRE. HMNAATENES—ERHHAITAN, BELEBENNOERZEN
BRBIENBSHARIE, MREZIFPHEINRIANEE, RNRHE-LRANE
JFHEEES . BMNEWRE—ETE, RBHEBIFIBEXTNE, FNFEX
I E TSI 1S R R RNEAR P R AT [BIRI S5 7T .

1.1 AR

THENSTETRRRBRR,

£ 2 E-EfE#RELE (The Graphics Rendering Pipeline) . SERBEZRZOE
—RRET R, BRiESRMAREREAN, FREERANBNIEBRESNNEIR.
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£ 3 E-E4E et (The Graphics Processing Unit) ., It GPU {ERBEEIN
BER TR miIzRTIAES, REIERELNEZ T E.

£ 4E-Z#Rk (Transforms) , TREATIEHIMMUE. @, R FARAKLAE
MAIE. BNANERTE.

$ 5 E-FBEI (Shading Basics) . HINNEXZINEMEAINCRINEN, URE
MR T EMAABREINL, TIEXTREESXMNEZENBHEN. ZEDER
NMEEMMSINRIBERER, GIAMERNTEL. SREMMNSHFERRSESH
Bf&mRE.

%6 E-48 (Texturing) . EFPERFPRB|ANTIALZ—, MEEEBIREISEE
&, FHEERERE L, XTIREMHLCEN, BEMSHERIMENTE.

%87 E-BA% (Shadows) . TEIHRFRNNBARIZAR AJ IALE 5% B H A B LA RN
Ao BNSEXTETRNE/ VM BRILEBRRITHN. BEBREITERBERT A,

8 E-MEE (Light and Color) , EHAICIETYIERYER 2RI, Bf1E%
FETBRUOENINEmeHTEN. FEAERMNPTETYENERZE, BIEFE
ERELERERNINETHINE, AERRERUETNINEMENENEIN, KA

£
TREMTAUEMTE-R,

EoE-ETEMNER ( Physically Based Shading) . A TEMLFFHAEIT#RX
ETYENEEERNIER, EAETH, BITEESMNBEENMENZRR, 1A
—RIBEEMERIMRNEREE, KRENARXEMRESHEMITIESE, M
MR BREEESHRISREIN.

5510 E-F/EBAHR (Local lllumination) , AETAR TREERCFENEE, &
MNEHITREERNNE, FEZEICEEMELEYIENRAKGT LKA, XL
(UNSESELBSINY 2

£ NE-ZF/XHI (Global lllumination) . AETHRE TIERLDEENIFR ZIRER
MNEE, XTUARAKIEBEGNESR, BNIESHARIFRICERK (ambient
occlusion) FIE MKk (directional occlusion) , NAEERFREMFERE L
BRERNBURNAGE, UE—EREIENSA—FHE.

£ 12 E-EBTEIFM (Image-Space Effects) ., BB HHEKH# 1T ERNEIE
I, AAETH, BELARITICEBGIRERATERS (reprojection) #K,
AREBENTENABLME LGB (/KL= (lens flare) , mhiSHEM
(motion blur) =R (depth of field) .
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55 13 E-#B# 20, (Beyond Polygons) . S FHRMMARIATES, =ARHA
EREERRYEVREEBENSE, —EEUNETER, K= (point clouds) ,
8% (voxels) BFEHEMBEARENENTLE, BEESENIREEME,

14 E-FAFFBEIRED (Volumetric and Translucency Rendering) , &
HNEREERMERNERR, URARRMRS A EEERANEICS XK., ©r IEIN
HIMRERZ, REAKECENAKSUR, NIERFENICEBETE.

£ 15 EJEESLEGESR (Non-Photorealistic Rendering) . =ifi§— Mo B
SEINEE, RERZERANFN—M, RLILLZIMNEBERZEMNIE, LEIREE
RIKERMRE, BENBEITESNELINXALE IR FITIHE,

%16 E-ZWHHKAK (Polygonal Techniques) . JUTEIERIFRBRS, BiIE
BFESERTRIE, TREFERNOHITER. AETTIE T HEXRZBEAER
CINESVYIZ% 5 b A i E P S AP

5517 E-#%FeAE (Curves and Curved Surfaces) , [ EH—LENMEZMEKRE
RIAA XA RBRZMEE, FlAIn UAEERAEFERERE 2 8 #1TNE, TUAR
BEMEENRTIUARA AERENFEBNERE.

£ 18 E-BL MMt (Pipeline Optimization) . WF— 1 EXERATENEXE, H#
BIEFEETHNARR, BIETUMERSMMARARE—TRSENBITRE,
AREFITIL T Wk N BIZRRERERRZT (bottleneck) FHIEHITAIE, MUKZ4%
M EER,

FE 19 E-IEFEE (Acceleration Algorithms) ., HIE( 1 LE— 2R RINGITRR
ZlE, T—OMRILEEBTEER, REDITILT EMEEMNGIFRIEA (culling) |,
MEEXRMT (LOD, level of detail) ZHEAR,

%20 E-3%&EE (Efficient Shading) . IRFHAEICIRE™ERFRMEER
0, ALERE—ThHTRERSANZANERHITEEIE, hEEE/IMETH
R (FEEH) . ABEDHEMNENBRSHE, KEREEIREFAIESLIME
Ko,

£ 21 E-EHINSSHIEIRINE (Virtual and Augmented Reality) , XLESUEAEE
SRR, FIAIM—PREERENME, KeSMNWERERENEIE.

5 22 E-ATMIRIEAR (Intersection Test Methods) , HEIMIXXT T84, BAF
REMMECNMS T2EE, £4AETH, BIMNBT7THZAT/LAERRNHNS
MEE, HIEH#ITTRANITIL,
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2 23 E-E§1# 4 (Graphics Hardware) . AET X —LEEEHAGEHTTESX
E, GIUNEERE, MERUREMEREHMERE, RNRET—TEERRMEN
GPU Ef#1%>],

£ 24 5-REARRE (The Future) , FUMARFRIFLAKEEE, URITIEENE
P&

BA IR T — = A XuERM (Collision Detection) WAR, MKk—=H XL
HABIEMNAS (Real-Time Ray Tracing) , XEETKEIE, BITSEERETERE
Wi realtimerendering.com £, {REIMEXE THIEXAS, BNRWiIG TG X
FEMERBAR=ZAFZHNHREAS.

1.2 FSHIEX

BABNEERE—TAPHMAZNNEZAS . UIRFENANTHERBHIOR
EBMEINRNRNT R, {RAILATE realtimerendering.com L3RS EA1ROL M BT
Ko

1.2.1 HEFS

RVNADE T AL BAVERZERENS, XEB(TENSEPN—EHEHTIF
miEia.

BEEEREPROMNEE L), XEBEZERNERHEFMERNTTS, EEX

Yt ERIEETERR—7T, B L KRIEHE (radiance) , EKREBRE
(irradiance) , o, KERBIEIZREL (scattering coefficient) Z,

AEMMEHNEMET R (EHE) , A2, RnENERRTNNE
FEH#TERER, EETOENKRTUT:

ZEEMIRENTEASLY, XMREAFZAETENBREZHE ZER, AEAHH
MELMHENSERTAE (v, vy, v,) RRTAEBHER, ZAMUNMERTRE
IERREY (v, vy,v,)T , RERNAEDTEREMES.
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il IR B+
AE (angle) INEFHEFE i, &, P M, Y242, 0
tn& (scalar) INE R a, b, t,ur, v, w;;
[@mE, = (vector, point) ING IR a,u, v, h(p),h,,
#fF (matrix) AREHEE T(t), X, R.(p),

= N EH— min-x+d=0,

FE (plane) .
&
m:n;-x+d =0
=ff (triangle) A+ =T Avoviva, Acba
2 E% (line segment) mANTS uv, a;b;
JUEISE{R (geometry entity) RKERK Aopp, T, Baap

K11 ABRAANAN S
{EAFFX (homogeneous) IRKRMIE, — Tl MERMUMERHEITRR, Bl

v=(v; v, v, v, Ebhv=(v, v, v, 0T RKE-BEE, v=
(v v, v, DTRE-NA. ERENEERRES=ZNDPENRESES, B
MNeEREERXTERAMRTERNENX, NTERZEMS, EFRBRNSEH
NRFOEtoERAN, BEZRTFENE 4 EFEXTHRNE D, ERLEEEF,
ERMFRSIKRE 2z, y, 2 TIFRRAE, flllv=(vv v ). AEXLE
KEEMRNAFSAN, BFECERTREEMToENRE, EHEENER
o, HsEERIRENE=T9=.

MR ERBAZSHIT —LERE, ERNERRTEE2 <2, 3x3, 4x4, XB
BATEIA 3 x 3 2EFF M Af5l, REIEERRIAEAGIN, HittRTAERFARIFHRE
B, 2B M B (tr8) THRIEH myy;, 0 < (4,75) < 2, HPW i KRIZTEMEN
17, J KT ZTRHFAENSI, 7572 1.1 e

Moo MMo1 M2
M = Mg M1 M2 (1.1)

Mmoo M1 M2
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HiE 1.2 FRNFSHEAR— 3 x 37k, XMRAFBTMER M foEE
£ m; ARE jMIEE; m; ARE i MTEE (MIRELAHTRT)
S5HE5 R, WRERERBMASENE, JIREBAIMER z,y, 2, w FH#IT
TR

M=(my m; m; )=(m, my m; )= | mj | (12)

BAMER 7 :n-x +d = 0 KRF—1TFHEH, EEETEXTEMBENHFELL,

BIFEINES n ARAITE d . ERFEZELE— MR TEBARNEE, XNTE—
RRAUERME (GIGNHRE) , EEHER T RELEMSER/RER; MY TFAEMmMS, F
H LA REEEHEBNZEL, m BERBEANKRTFEANSENSS, TE T =
ZE—7RhZ, EPUTEFZEFHNR[DFE D - x +d > 0; UTFRAFZEFHR
WEN-X+d <0, MIAENKEAUTFE « L.

— T =BEAMER=TTIR vo, v1, v2 KHITEX, 18A Avevive,

1.2 B T HMEN—ERFZEERRENFSERTR, RAINUEEENIL
realtimerendering.com L3 EIL MR LR, HPEETRE. XE. TIIRXUK
BRIEFHFOEXRERRE. RERERYUE—IIEEREA—TTEE, RZTN
R, XHRIMMAE—TIEESE—TH, v = (v, v, v,)" . KDY
BIUMEIERTE (Graphics Gems IV ) [735]0FIFMANA, XR—MEBT 40
EN—TTIREN, EERTEEV = (v, v,)! £, ASER—TSHEENE

g, flnvt= (v, v) T,

FS EEFARIC 2R
1 : Rk
2 X X3
3 vl [E v NEE
4 + —oRIER, BEERREBRER
5 |- FEPERVITIIR
6 |- INEREIIE
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7 I
8 x"
9 xt
10 n!

v ()

& 1.2: —EHFRERFAIIRIC

(REMEK)
1 x BUE/JVEBRHITE O
1§z REE 021218
WES

%
Bz

“IA R

BAWER |a| RERTINE o WLEIIME, R |A| RERRER A 1917500, B
A=ER |Al=|a b c|=det(a,b,c) XMRRAX, HEF a,b,c DHIZHERK

A 5EE,

25 8 f1%E 9 MRIERRIRFNRIESRT (clamp) , EEEBITEFREMH, RIER 8

RN ENREE D REZ O

BRIEFF 10 ERisk (factorial) #IERF, HEXMW TR, HER 0 =1:

nl=nn-1)(n—-2)---3-2-1

RIERT 1 2ES

(

BRILE 25, FA—ME =0, y=0,

&, I RE, EENGE 16!

):

if x > 0,
otherwise, (1.3)
ifex >1,
0<ax<1, (1.4)
otherwise,
(1.5)
n! 16
kl(n — k)! (1.6)

z = 0 X=FEIUELIRFE

(coordinate planes) SEHIITFFEE (axis—aligned planes) ., ¥ e, =
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(10 0),e,=(0 1 0) ,e.=(0 0 1) MHEM (main
axes) BFE XA M@ (main direction) ; E DAL « 5, y #F 2 ., XHAMDE
BEBSBERAINER (standard basis) ., BRT1FHIRAZI, BITESERNE
ERE (ABEEEENEMEEMARNER)

HATKGEANES a,b, UERFAEZEMEHFASEEXEICH [a,b] . IRBAIRE
£ a,b ZENEF, MAEE a,b xFHE, BABANTRKGHIEA (a,b) . Al
I A FAX E#HTEASER, BIa: [a,b) KREIEEAN, BEFABELER
Y, a,b ZEINFABETF.

FS BRI 28 U
1 atan2(y, x) ZnRIEYIRER
2 log(n) n BB AT £

& 1.3: —ENSTRIAFRANRTAA

atan2(y, z) 88— CIBEHPHNHNFREY, EEAXFELEFER, HLESRINEX
E—T, ERBFRI arctan(z) — AR, EMNEERFIET —§ <
arctan(z) < 5, M —7n < atan2(y,z) < 7 ; FEREEES—TEIIMISEE
No BN REBE DNAEARITE arctan(y/z), Hz =08, 28HA0 T,
MAEM NS atan2(y, z) MATIABEGRIX— =,

FEARPH, log(n) tREARTBAXEL, Bllog.(n), MAZE 10 AKAIXIEL
logi(n) -

FeER—"=HrasR#ITRR, 5140 (red, green, blue) , BRS8N D E2HEE
#E[0,1] .

1.2.2 JLAENX

JVERRBE BB ERNERETT (primitive, tBIUf# drawing primitives) #i&2
=, ZM=/mf.

BAIBRENE A ZFISM 2 Pixel-Planes[502], ERLA%GHIERA; LAk NVIDIA
NV A, ERTBAGHIRERIE,

AARBH, BNSBE—1JLESER (geometric entities) FIESIRIENERY
(model) THEYIK (object) , 175 (scene) BIBMERFIFEFERERNE
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B, ENBRPEESTMRER, THEER, MEAREESE.

XEMERTMNE—WME, HEREER—FKEH%. E£XfP, —TAFRFEET
—ZRIELRE T, B2 EHII, MRt MNEEMENSRN AR, §l
4l Bezier Bi% (Bezier curves) . Bezier BiEZE SO E (subdivision
surface) . B, — MBI UERN S EMHYE, SIU—mMESEETHNE
AR TFE,

1.2.3 &5t

WRATHERATENER2IEE, APPSR (shading) "M“E3
(shader) ”IARABFEIRET, BEWARIEEHMELELRSFRNBER: —
MR ENERAMBEINT, Fl0: “E@4ER (shading model) ”, “B@)5Te

(shading equation) 7, “Fi@E%# (toon shading) "%; B—1NEERARLTH
AIRTEA M, Flal: “TIRE®ES (vertex shader) 7, “B8#1EE (shading

language) "%F. EXMMARRIERT, (RAIBAEN LT SCRIER T E B SRR

RS

RN RNEM SR

BAEBAMRIRMEN. REENHR, MEAPNEENIL:
realtimerendering.com, HEFREE T &G E2NEEUASEBNNNIG, B
FHARIF LRI TH, AP, HBINIEIBLEREROES, MR
AR RIEAR, EXTMLE, BITATMBRS ASREGFAEERNE
B, HEBENBENEEFEITAMERF.
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