Chapter 2 The Graphics Rendering Pipeline

SR ERELZ

Anonymous——“A chain is no stronger than its weakest link.”

RE—"BENRERZENRTERESBNT, * (—ENE, HEEH. )

ARETNR T INEEZPROEYE, EFMABREREL (graphics
rendering pipeline) 7, BN “EL”, BERELNZOINEMEFIFLENE
WAL, =R, JRFER, REMHEFER (render) —sk“HER, Et,
BRELEIMERFPNERELA, HINGEWE 2.1 Fim. xELEGPYENUET
R, BAETVEEM, HESFIEARENMAERRE . MR SZEIM RE
M. R, SR (MAEMARE ENEGR) UMEREEHENZIL,

T_,

B 2.1 mAEDR, EMENUTSFE NNE (MFELLCRAMS) , REUTAUE
BRI SHOESR . WT—TEMERNEGME (MXENFF) , ANZEE—
R (frustum, SEFZIUA frusta) , BEERWEMHEAR, BI—THHEMEREN. HKE
W EFIERR. ARERTELMENMEINER, HIBREZEPNIEEHHEEF <A LM
FAEFR, XRRANEMTIHEER I B ZAE RS S AR AR R _E P E 5
7

BTSN ABERELTSTMER, BXEDH, BIIERE
= =z
= g

A RIEZ T ERAVII
BEMARXEIMAN, BXRUTNAXEMERNARE, BEREETH

=
THRHITIFERANA,
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2.1 BEFEZMNERM

FEITRA, Fiks (pipeline) RIS ERSMRIMIZN, NI RIRELEIIR
EERES, cERFERTERERGE. —TRKEHFZESETTHER, 8TH
LR T SESFR—EB D ESS[715],

MK ER R AHATINGT, ERES TSR T — T MENER., EEERRS
T, — M IERKEHURNRR T UERID A n DIRKEMER, MTRA n ERRE,
XM FNRASEAMKENEERRA., 2106F, —HALIRHARIEHIE—
AU =BRE: — T ARAREFHE, —TARTARNRA, Z—TARTRRINEMD
iR, 8TABIBEREBAMKE LN T—TA, BNIZEIFIET—T=Ha/
HIE, MRBPAFBE 20 ORI EIRTME BIIES, BAE 20 R AT AL
— M=, —DHEMBEI AR 31, RAMKEMERTTUAFHITHIT, BEEDMK
SR EIWHRITRERENIC T ERFTEN, tEalid: R =BRAIMA R IM X
TR ZAEERT, MESE 30 WITEIZAEETM, ABAMAERKLENERIREER
E—OHAEFRIT=ART . ¥FXT=RRKEMS, IMAMEBMER N MKE
RN, RABRE TBMESIRENGERE., EESNAM BT AT, IR
S I (starved) "B (BFPHZE) .

—M|  Geometry |—\ D S Pixel
Application / Processing Rasterization Processing

g \

CO— CHHHm | 5 o=

B 2.2: BERELNELSLSN, SN THETMER: NAMER. JUTLEMER. St e
BRUEME, BTHMRASHMAINUZE—NRKE, FIA/LELERERTANER (282417
FHER) 5 BEMERBAMN (B82) FTHHRT, FINGERLERERTHNER (Z1TFMER
HTHIT) o ALEEDR, NAMBRE—TRBNLEETE, B2 THEREFHDRIMRKENL
HEHTH, BIMFER, AMLSER—TBRTRTNER, FHlN—"=AFASERE,

FESCRE s Pt o] DA R A RORK R 4510, —FERRAIRI D A IE—R S ERE L
D RN EE—NR A ER (application) . JL{EIZMIEMER (geometry
processing) . YHHCIER (rasterization) FUEZELMIEMER (pixel

processing) , WE 2.2 fiirm. X1 (EREEAS|IE) 2T BEVERZR
zl, HEEEETHEMMS., 8TMBRASGEELE—TKE, XEKES
T ERtE 2RIV FIERMAE ., TEXERITIEINEEMM EX (functional stage)
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(a0 EEFrR) MESSMEMRIEZ (the structure of implementation) X4 FF
¥ — T INEEMMEE — T ENESEENT, BERFREIEECHEEL RIS
AN —PMEENIM AL ERBAM T INEEEM RS HB— T INEER T, HEFE
AR migtz 0RNIT; BN EHRIDUISE—MRIENINEELMER, XD R/ ESR
TCHRTTR
BHRIRERUASHME (FPS) RiHTHR T, BISMWERMME; el AREMZL

(Hz) F#HITRR, XPBAUNKKT 1/seconds , BIEFMEWIE, BERINTSE
BERBR—KEGEMEENNE (W) KRREFEE, £RESMERMREEN
NEFEEHAER, XBURTEWMAAMATITENERE X/, FPS AIMARRTRE
— AR, el URR—ERESBANTFIIMEE. Hz —RBIZENR—TEENE,
ZARATEHIRED, FINERESE. (FPS: Mm%, Hz: WHRIFIE) .

2B, NAME (application) EHENAERHITIREN, EEREGFHITE
I, BITTE®A CPU £, X CPU —fREEBZ 10, AIUHTLHEZ N EIE
(thread) HIESS, X{F1F CPU AJASRNITHN BMEMARMNEMES, —&
CPU &fATRMIEIN, £F/INEEE, shE, PEERNEFES, BASHITILEE
SEUATNARERNER, T—TMEEMEZ/LAILIEME (geometry
processing) , BARAETH (transform) , &8 (projection) CAREMATEFI
JUEIIEE R AIESS . XTI EBEEITEMEMIRSHGH], NIZAE#HITES], B
RN HEMELSHIEF DR, LM BEEEETERFWLERT (GPU) £, EEE—
RI A miz R oM EE R IERE, SEHEMER (rasterization) BESEHA—T
=ATEN=17TNERBAN, KEMEBUT=AERTNGE, HEEELEIT—T
e, RE—THMERZGELIEME (pixel processing) , FEMEEMS,
HEPIT—TRERERATENEE:; FRITREMNN, RAMXIMEEESAIN; X
BRURIT—ERGRORE, FINEFNTENAezaime#TRS. it
M ERF G RN ER BT 2IB1TE GPU £, FTEXLEMER RERNERFitKE
MER, BEETRNOANMNTFRFHITIIIE, BX GPU W AMEX LM ERAVAR T,
ENE 3 &,

2.2 v FARTER

AT NAMEREREHIETE CPU £, R KE R UxEiEtENAMER&ERNE
15, AREFVRAENRAREFHNEMFIIA, BAINEZEXNE#ITERMML, M
MigESEFRIERERIL, MNAMERNERt SR INEEMERAIERERI, Hlal: —
TRAMBRPNEENERE, D REFEHITERN=_BIHE,
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REWLE, A—LLNBAMBRDIES AL GPU E#THIT, El@IER—MY
MitE&E®@2; (compute shader) FIMITELR, ZEXSNE GPU MA—TBEHIT
RBALERE, M2BREEIATERERNISIRINEE.

ENAMENRE, BEHITERN/LAMASHEMARLALIEMERS, XL
MAMEFRVENBE T (rendering primitive) , B, &=, XLEETRE
st IlERE L (HEREAEEFEFANEREEL) , XtLRNAMEBEPRE
EWES.

BHFX—MEBEFHRHESI (software-based) , EFRF—1MERME, ©HEES
ZIEHJLEIZME . MG R IESEMER—F, B —FS R0 B FMER,

BT CPU BSME—THIRIR/NRIMKE:, ELEFHAIHrIAG, N ER R
—FSUDNTILITFIER, BEXSEAETHEEXRRTAK,

BENTEANE, MANBEShATIHES MUERZORIFLHIT, £ CPU
i, XS (multi-core) 197E, EANERIMER—MERITS MR,
=% 18.5 DHAINET — LS ROAEIS .

R4 (collision detection) EESEXTHERPEI, SR MR Z (8]
ARiEZ f, =FEERNAELE, FRELEYR, BERtRESDRERE (A
REVIE) . NAMEREFEZLEEMICRMANGTS, GIARE. BIrsE L
NETRERE, FREARNMA, MTRERERERE, b, —LEIEREAGIANE
RIGIREE (F198) F, URERELFRIBOTELEN TR, HBRE
Rz FRRER R SE AL o

2.3 JL{al 23R ffr B

G171 GPU LRYJUVAIMEM RS TR AR D RIE=/H, (per-triangle) FMZFINm
(per—vertex) #&fE. F/LAGIEMEBMD T, IO BT NINEEEM
ER: TMmE’ (vertex shading) . &% (projection) . #EB! (clipping) MEZEE

5% (screen mapping) , & 2.3 Fi7R.

Shading —l/

2.3 FIVTLEMERHA T YD H—TE a5 TIIEEEM ERRYMKE
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231 NaEE

ST REE#ITIRE, FERB=AEAEMERAE, EX A REIRE s
TR AR EEEE (vertex shader) [1049], BEEINM GPU LR, AKRJLF

] AR BRI E ,

BERIEA-—THIRMAUERNEAHITEL RN, EFE—AIMSLITRIENRN.
EMAREHNEENIREDR, EFZEETBNTE (space) SELITR
(coordinate system) T, H{TEHETFRETHR, xR, REATHBNRETE
(model space) ', tAIABBEMIARNEREHITEOTIR, BTERFIUS—
TRETHE (model transform) 18XEX, DMEREBSNAEMNEAGE, FITRILURE
BT MEETIRME —MREEMEXE, XEBR(IMEBEAEHXMERNFIRT,
A TP RER—TRENZTEIAR (LIUMSEF, instance) , S 1SLBIERH
BEEBEAENAMEMSAE (BMEETHR)

BRRTHENBERNINR A& FTER, REIARG AL ITRIEMIEE TR

(model coordinates) , BRI IR NERI IR, HX XL FRAITIREI TR
ZhE, X TEEENFHFLIRER (world coordinate) &MU FRZE (world
space) A, HRTREIZHE—H, HEMREETRBNRET®RY G, MAENEE
EHATF—TMERN=EH,

R FTIR, RBEREN (REWURE) BENERETHER, ENEHFR=EH
BE—TMUEZHMAESE, BTHRERNMBERBEYRERR, BT ETEENRE
BREAIFEIHRIE, BN RAZEPRIFRERE, MENANREHR (view

transform) , MRERNEEZHNZHFRNBEERRL, FEEBVREHR, E
HEM z MAFMEA R, BNy diEm L, cHEnAS. AXPRIERE
AfEmN 2 MNAE, F—LEHENESWILBNEGILE 2 #1095 E, —FZENX
AEERIEN LW, RAZEZENERRTDER, FNAUNRERZE, RENA
MUEN B ARG RIBURTREERR APISZINA I, XA AR BIHAREEHLZ 8]
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(camera space) , HEZEME NHINEZE (view space) HMEREZ(E (eye
space) . [E 2.4 BMERTHIN—MF, ERRTURTREWISIBNFEE
A, BEETHRANVERTIRIZ(ER 4 x 4 FERESSIA, BIVEES 4 ETEX
M™MER, XERNEFEINRE, TSR nAES, #Bo]IRRIZRF AFTEXRAER
FIVEHITITR.

X Camera direction
View transform View frustum
4 ) m\
‘ y Xe
Camera Ze .
position world space view space

B 2.4: ZEZ—MMREME, EHEINRBAFPNEE#THE, EXTZEHR, IE 2 4
EELRS., MEEREMEM 7 XTEE, EEENMUENTRER, EHR 2 M7,
[ERSIE y #fE@ £, 1E z MiEEAT ., XA MEFREBEMBEIRIFZFEMN
BE, EPNEeEXGEAATE, XERZBATNHITHRENNE, ERNLRIERIR
RB—THAR, SRV IREIE A AR A T E L BURIREY

ETFR, BB HERNRKRERNE _LHH, N TEIE—TEINGSR, (NMXEER
AU ENZRZEAEN, HMNEFEXNARIMNUEEHITER, SFEMIREIM
Bz (material) {ERMUKICRBEIEMRRE LNBR, NEEENEASERZIET
YRR, MERAYORA MBERS HVHITEE,

RENRIEBTMRLEAMTENMR, ZITRIEEIRAER, ESMIEEENAE
UE EWESEEHE, BEKR, EPF—ErEREREINRNLOLEM ERFRIT
B, EtttER ST GREERTTM. TR LRILAFME SIS FEE, FI20T0
RAE. F%. GeREEEHEMBERNEMBERSE. IREENER (FE2
e, mE. SURLIRREEMEENERLE) SBRIZREM R #H1THE
8, AEGRLENRFATIHTERENEGE,

B, THEEIENEL &,

FRINRECN—D, BRAGESHITIRIARENBBIRE, XM MRESRE
NI B A —MREIL SR (standard cube) , HigmuF (—-1,—-1,-1)
M (1,1,1) &, IIAENEKR 2, JMERARSEENRE XERNZE, 51
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0<z<1, XPTINEILFFFEFRATEAMZTIE (canonical view volume) . B
RIFITIFRIE, XZBE GPU LN EBRPTN; BMMHE LT HE,
—MRIERIET (orthographic) , tWAIMANUMEITIRSS (parallel) ; Z—FfEiEM
%5 (perspective) , & 2.5 Fimm. BX L, ERBEEFTiREFN—M, H

BN E TR E—ENA, LESERRIE, Fu: NFERs
(oblique) FIHMI%EZ (axonometric) , B—FEREWIHEXK (Zaxxon) FAER
THNREHR,

B 25: AMEERIRE, HEWMFETIRS; GMNREMIRT.

BER, REREREIRTERE (BT 4.7) TR, BERMBRESNER/LA
THREIRRE,
ERMENFAZEEER— T RAE, EXRESEITAIAE BTN —RE
MR, EXEEREBRNFIENE, REZTHRZANTFITE, FERKREZENA
BTATHY, XFIRF TR —MUB IR — R AN .
BIRERBMER—R, EENREH, EEETETRYE, EREERZEH
N SN, FATSEBNRE ZERSENSALR, BHEiR, EMNREENT
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BATRADARNIER, WUAZEE, ST ATE (BIUERER) 2
— M EAEERKENSHETE, XTNHERDSERESHRAI— T EILLR,
R MBI H A AER—T 4 x 4 BIERATIER (54 5) , ERETHRY
&, BRI RIBFRAF BT A (clip coordinates) , TEAFRERIA w D=
ZHI, BXLEE#HETF/R%4E (homogeneous coordinate) , BITRREE 4 &

INREMERTER (#BD) RIDALERHAT.

RERXUEREZTIREFERBEIEMN—IZRITRE S —P=E, BRI UBABIR
5%, FRANEERZE, LinH z PEH AR EFMEERNE G, MEFHE
E—DIUM z-buffer B9HE 7, ERET 2.5, BEXMA, BEEM=ZLETEIRE
BT ZH=EA,

2.3.2 A TN S Ab 18

DA ATE GPU _EHATRYANRIRIE, EN80RTIREN T : EHED

(tessellation) . JLfa&® (geometry shading) FliizN4it (stream out) ., 2
DERXEIRRIE, —HEBURTEHRIINEE (HAZMA GPU X IFIXLEI]
gE) , Z—HEBRTERANER. XLENEEHEEMII, ME—RHTERERER,
FHRNBE 3 F,

E—EEMERZEMESD (tessellation) , BRMAEE —MER=AIHITRR
AOsEME/ NEK, FATATRERIBRIRENMEERNENE R, £ 5 KINIEX T/ NIKEIBER
EXRERAHE, BERUREBETE, RsLKIUTD=/AF, LTEHIB/NKEEDSL
N=AFSIEERE. MRBNEXTKANEZN=AERESRIURE, B4
HRXMNNKEEETNRIE, (MYSERS LI TMEERNIME, BIIRRERENITE
IEMAE, XTEHME, FRAHEALS I MA— T HEERBREEEN=/A1, B
FERENEE,

FERINXHFRINEZTNE T —EEX=ATMEE, BERFBmAL, EIIEELHR

NINRHT TR, XEMRAIMARRTR. &. ZAFSEEMDE, TRt
DARSEHEA—TE (Flal—DEKkE) , XEFENEA MBI/ LT EoHAammk, S
TEB Dt ER—ABINSE., HEHASMEASGHEE T —RIIFME—FEREE
(hull shader) . BIE4HD2s (tessellator) FiEgEE2: (domain shader) , EA1]
A EHEININRES (BE) BRRAEANINRES, MMEIEHEZN=/AH1.
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HRPBNAIEPTURRREFZENSZ DT =/AK: SEEENREN, MWEMK
RESHWEN=FAN; SEBRIRIZN, NERRDHEN=H,

T—NaLEMER 2 L& ®ES (geometry shader) , X MNEERBIALLEEAD
EBFRER, ELEGPU LhEMENL. ENfEAsEERNENURET, BN
BEMERNETTENBAN, ARERFNIIR, XE—TRAEEMME, BRE
BESBIEACER AR, BEBRmENETNENER. LOEeRBEE/ MR,
HAsiiiTH—MEARERN F. BREEEEN—MREERENDRE, 85
KIEEETARTN— TR, BI—TMEENIA, JLAEEHR ST IS E TR
— M ERF (BRT=AFAER) , T EAFFERREAEBENRE, HAS4HIEET
MEER, ZEABNRET —TEMLSAGRNETTRHFITEENEE,

RE—TANEM IR EE (stream out) . X PMERRIAILEATIE GPU BN
—TIUASIZEE, BefJA BUE R XEL BRI SIERAR — M E R XA, MAREE
EERBAZERELNEET I A ERBEIIFE L, XEEPX ROz rT DA

CPU 1X[EfER, eIl GPU ABNEESEER., XTHMEREE R TR FE

L, BIanFAINIZ PR ey e s A,

ME="TMERSEEBHERS . LAEENRIEENIFEHEITGT, 8—TMEH
T AIEN, TTIRBANEFERERNMLNER, SRR ZHE —BERTTIRELR
HITRTHIR, ARAZELNT MRS, ANEXETNRESSRENER.

2.3.3 #5

ABEZEUTAUZBEAS, SESBOUTAIRZERESNETT, TEERLIELSLIE
LB ER (AREERGRGEME) , ARBRESHEIRFS L, TE2MUTHAE
BIARRETT, BERRREFEZERL T MR TE2UTHAZE 2B T, B
SEBLT—ME, EAENEAALR, MASHER; M TILE—a8oUTH
M=BAE, —ED AT A= ESMNRRIE T, WEEHITEHINORERIE, F1a0:

— P IREN, — T IREANSGERSEAIUZE#E (clip) , MBEZERER—
MR, AREAIZEZIMNIBNTIR, XA AT 2 M == a8

RR4t, BAVERRFEFEIEAIMZ BRI —MMREILL LA, XEWERERETT
HBERXTREL SRS, (ERMRTIRANRRZRRIE T # B R IFA—EL
4, BENEITInE REBRH XX MREIL B2 TaEIRN A,

FENIREANE 2.6 P, BRT AIMZEBI N THEEFEZIN, AP EREXEIMNY
S TEREHITRE, XMRIERINTIA (sectioning) , El19.1 BR T X
—diz,
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unit-cube
new vertices

ﬁ'ﬁ' CliES“g ﬁl _—//
>/ h— A

/ new vertex J

B 26 ERrERRZE, RBUTINEXHERASET (FRREEAZBRIRE) |
T REHTRENE, AU TVELSRIMNINETEERERER, TE2MUT
WREML RN ETTE R RIRE . MSEILL G IRERNETT, BBAREILT R
5, BNEM—LEFINR, MUTIZAERZIMMBNRESRKERER.

XERNERRETHRERBTUAETTIRANR, REBX T ETIRIE, STIREIRES
A= EPN =B E#HTEE, BEHTEEMN, ANBNEEEATTIRELIRN
FENME, UEEEMRT ZERITERNBEENNE. RESETENRE
(perspective division) , FEEN=ARAEERRE = #TENIRELITR
(normalized device coordinates, NDC) 1, BIXHEATERI, X MREILH K
EEE (—1,-1,-1) 2 (1,1,1), JUALEMBENRE—TMERXZ E5%%R
NEOLITAR,

2.3.4 REMET

RBEMUTF AT EABHE T SREERFEBMET (screen mapping) MER, =
XLEETTHNX—MERRS, HAMERZ40, HA o 2455 y Lins it Rz
S44% (screen coordinate) , BT 2 BIRE—IE, WIRIEE D44
(window coordinate) , RISXMISSEOERA—TMEOR, EOL FEROLKR
A (x1,y1), GLERNELITR (22,y2) , EF z1 < 22,y1 < y2 . BEMEEET
— N ERURIE, MG ©, y XTRBRANREELIT, 2 LIREF S HERETE
21, 22] BSEEF, EIAR 21 =0, Zz =1 (OpenGL HFESEER [—1,+1],
DirectX FEYSEER [0,1] ) , ERXLEEE AT MERBRNA AP SRFHITER,
O A FRALX M E ST 2 E—ie, %BA%M% BRI ER R, BRI ﬁz!zl]
& 2.7 Fiimmo
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unit-cube

g i Screen mapping

C\D

B 2.7 PR ENETTHMUTIVELLRAES, FaiRE AR ETaRs DAL
g,

(.3,)

ETRBIBHABRERENZFRBERESGBER (ARSERAIR) BN XA,
Q[E—MERBERRAITEITHERRIKERERA, BAKREMNGRIPORLITRA
0.5, ZEEABFHALIRAN 0.0, OpenGL K DirectX 10 Z /589 API YR 71X
—ME., Bt [0,9] BEMNEELIET [0.0,10.0) BCE, thEi2iR, iR
N

d = floor(c), (2.1)

c=d+ 0.5, (2.2)

Hep d KRR THBROUERS| (BE) , cARTEZEANERE (FRER)
[692],

SAFRE AP HIEXBERENECAESTENER, EREELERT, OpenGL
DirectX £ B H A [ ERRIGUER A —HH,

“Direct3D” & DirectX FI=4E 2 API, DirectX PR EE TiFZHM API, #l40
WMARHRFIEHIE, IS AP BIRHME, FAT—RRAERX
7 “Direct3D” # DirectX Z[BIHIXHI, XEBFH 1% —ER “DirectX”,

OpenGL fiial T2 EMEAE FRLTR, BEBRA TANGRUIRIMERE (Bl
IRUERIRE) ; 1L DirectX B2, RIF L TXRIAE, BRESIEE EARNEF
NEIMEER. EXTEBLELFRBE—TIEER, 8TIEHBEEECHNZE.

gn: £ OpenGL #, (0,0) RIUFFEEMNAZ A M DirectX B, XTRAITHE

SNAL LR, YBITEEES AP R, XTERETOEEMN.
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2.4 St ER

MAERNNELE THERTRMERKENINSEE, UREMENNEEHIE (&
JUEIGEER ERPIRENEY) , T—MERMNBEMREREMITHEERE T (FlUN=/f) +
HIFRE1&EIE (pixel, picture element BU4EE) , FA NG X MNIREFRIER AL
(rasterization) , BEATAILUEEI DKM T FHE: =ARZIE (triangle set
up, WIUMEITEEES, primitive assembly) FI=FAA2&HA (triangle traversal)
Hidf2UE 2.8 Fim, XEFEIENRE, XM TMELEFEERTRMN%E, R2
ErN=mFEeEmELNET, BAXATFMEBENRFHRAFTET =B, it
hARFR IR (scan conversion) , XR— T REEZEIPZHNN, FEiRE
RELBZENERE, ERE8PMISBNN— 2B (REEF) MSHEIENERE
B, B MEIARE— T UEIMEM BRFGEAIEM R 2 BNET R, ERE
MM =/, BHR/VALEMERENITRARN, FERESBERIGRLS
EMERH,

Triangle J\ Triangle J\ Pixel J\

Setup —I/ Traversal —l/ Shading _'/ Merging

e —— I
T —

Rasterization Pixel Processing

B 2.8: ZM: SEHCHM R D70 T MATIHEEEMER, DAIRIRA=BRREN =AFE
. Al GRLEMEREBLI DN TR ITINEEEME, DARMAGRERNGH,

AEET=AENRES LNMESRRES, BURTRIUEISEI GPU B4, Hlu:
R AMERA KK (point sample) RAEENTRERNUT=AFASR, &xEENH
AMERERES MMEENPORKENZEZNER, NRZEENFORUT=FH
FEAEBINIE, BBARNMIARNZERNUT=AFMNAER., F11ER] UBTBREF
(supersampling) ZEZERFEMBFIGIRN (multisampling antialiasing) , XY
BMEEHRITZIRAEME, FNET 5.4.2, S—MAEZERRSTIEHL
(conservative rasterization) , BISEMEERER oS5 =AFESHT, A
MINZEZ LT =AFEAS, FLET 23.1.2,

2.41 =fAAfiRE

=AM D (differential) . R 75%E (edge equation) FEMMEUE, EHSEX
TMERITITE, XERIETUBTF=BRER (E77 2.4.2) , ARXJLEILER
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BEENSMERIERTRHE. XTI ERBEEINRENEAXI,

2.4.2 =fARiERH

AX—ME, SNETMH-ALEENER (PLAHEFASRTE=_ATASNEG

=) #HITEME, HER—TNNAEIT (fragment) . FATRIEET 5.4 ik
BIEMFEARER A, R T=AFASNNSSERESR, XTIEEEFER
N=AERH, HEEN=AF=1"IIR LNEMH#TIEE, KREBT=AFERT
MEM (B5%F) , XEBMHSERTRE, MURJUEIMERRELNEXEBEE

%, McCormack EANM2HR THAXR=ZATIBEBHNEZEE., EXMIMELES
N =R TIEM EBRIRE694] (BT 23.1.1) ., BxRESMGEDEERS T
ANFGROEMER, TEHERIMEESNEHRTNE,

2.5 G =L EMER

R ZaETHMERNGE, XEBMNBERI THREUT=/AF (HEHMET) A
HMEVER. BRLEMBRBAMRLIDNEREER (pixel shading) MEFH
(merging) T BER, WE 2.8 i, FAEREENER, SNETARRINGE
(HEHAR) HTRER (FEFEEFER) BITTEIRE.

251 BE5E&

XERERBEIHEREUEFENRA, KATEERNEEUE, HEREEM—
THBENIESTHRE, XEABESHBART—MERP. ZAFRIREN=HF
BHER T ZNBARITHITHIIT, MEEEEMERNZHAIRZEN GPU 20K
MATHY. AL, BFEAFTENEZERSS (£ OpenGL RIUMAHTERSS) _RHE—
PEMEF, ZITEFPESTEOURNEENESITERE. SETUEREMS
IR, HPSEEN—TRAMELSCEMN (texturing) , 1FNE 6 E, BHERK
W, SEEMMER—TRGERESTEG S (gluing) "EWIRRE, MMERE
MEFNRRTNEN, B 2.9 BRT — TSR UNERAF, —MRXESEERE %
Bk, ERENRBANE—EEBGNE=HER, FPEKT, GEEEHREER
BMESTHRTHERE, XEFSESHBART—TFHERTP,
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B 29: ZLAR—MRELGENEER, AUNSEESH HE ERENR
H, HERMA THBIGAR,

252 &

B (color buffer) B—1MEFMESI, EFETEMEETPHAEESR (BIER
BHAZFEDE) . EZANGREEMEDR, RINTETENATHEE, HEHE
EREESBEAR, MEHMEBENEISMERXL R THEeHERR., XTMEt
WU ROP, ERERE “JMliRIEELL (raster operations pipeline) “E& “JEHHIH
B35t (render output unit) 7, XBUAFREINZEE., SHBREBMEARRE, WMITIX
—MEREY GPU T 875, HTARRENREN; BEMARSENEEN, AU
S EFRER

BHMEBE AR I EEE, BB MISFERNNE, HEEINERES
LN AT LB TEE., N FARBOHE/LFARENEEGmS, XTRIEER
T z-buffer CRELEM) SLIRY[238], z-buffer EESEEEPERBNR T, XF
HphW8MER, EEMTEEE&RINETT 2 B, XRRE, S— " ETERE
FEEMEELRN, STEXTERWN 2 B, HIEHEHS z-buffer RIS NG RRE
BHTEER ., WMRX NN 2 [ELE BT z-buffer FENGEREE /), HAXMEETT
EEENER, SEERRNET, ALFEFERMETN z BRMESERY z-

buffer FIENEBE P FHITERN; WRHE T z ERATHNRRE z-buffer FHY z

B, WX HETEEENE R, N z-buffer IEIRETERRIFAET, z-

buffer i+ a8, ERNEEREN O(n) (n hEEWERANETHE) ; BX
TRIFERTEAIEERITEL 2 ENET, BEER, z-buffer AIFETTAMERIN
FHITER, XURERTHNS—TERRE, B2 z-buffer EBTMREEBGEL, R#EF
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T —TREE, AERNERTERMENER., ERMTELIESIRMENTE
BRMRERER el fa, ZTREHITIESR, MEZE™BIREBMEERRINFH#ITE
Z, REEA—NIRNFTXEREE (1 5.5) . BIRYMIFENESRZ z-buffer B
ERNEEBRLZ—,

BAINA REMEAEBE P REFEE MEENEE, A z-buffer KEHEBMEER
0z B, (BERAE—LEHAM@ENE e MARSEN#ERAE TER, flsi
B MEXEARYERE®E (alpha channel) , EFETEMEENTERE
(opacity, E¥15.5) , E—LERN API B, FEIREE AT AR TERNLL
(alpha test) , RIEFEMHNERF—LBRE. NSXHENRTERRETUERRSE
BT, mBEMRIBENITER A ARMAX N EFIRE, XMREHGN
WA AARBRIPLE ST 2ERN R T, T2 z-buffer &£ (77 6.6) .

BREF (stencil buffer) B—1TEREEPEX (offscreen buffer) , ERIBAKIC
REERETHUERER, BEENSMEEES 8 bit, Bt BT ZFMEIFR
PORBUESEIRRE PP, BERNERE ] AREHIEZEIENERE ] z-buffer
FIRE. 2700F: RIFIMEE—TZOBEEEANE TERIRE RS, MER(TES
— P RE, AIMRATFEEETTHRER XML OEMEMENSBE PP, EIRE
TR, AIMATER —E45HRAR. FiEXEEE %R BTN E AR UM
1R{E (raster operation, ROP) sy &EESIRIE (blend operation) ., FHAI1H RIS
SEEeEAPNEe, S=AFEHIEELENEEERS, MMSEIl—LERRERE
HNENEBEAZRRMR. EXHENRE, RERIEEEHARTEHEN, —
AR RBEBIT(E R API SRIATTECE . BEREL API SIFEMBI=HE (raster order
view) , EIUEMIEGRECREF, EXHFaRENRESIRE.

RRPHIFEEZPXE—E, WATANE R (frame buffer)

SHEFTTEIAHEE MM ERR, XEMBNAET INE TSR ERTERE
t, BELAERHNASHMEHEEHYFINE. BT ERFERXE—ENE, N
TERMEZEEFIETTERHAETERS LINERE, —RES(FERNE PHLH
(double buffering) , XEGREDSENERBEERSIMIGEEZHPXPHT, H
EFERIEEENXYE, REEHNXSSERERRE LMNEIEEPX (front
buffer) RILAS, TRV IREEELETEERE (vertical retrace) B2
o, ALXEFHERTTH,

X RRETNENSANESANS, $NED 5.4.2, 5% 23.6 ST 237,
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2.6 CMENEL

R, ZN=RAFERARMEERETNMEIERE T, RFMEE —TREXITEN
tHBi%iT (computer aided design, CAD) &%, AP EGEEE—MEXRDHIANIE
THER, MIERIVGEEXMER, REBIEIMEREREL, EEETEEN
Eg: NFBNER. JULEIAMEMER. SEMt B ERFIE R IEM ER . G AEMIAIESR
A—rESE0OF, EXTEENGFHR, EXRFINNEERLZE (BRSO
BR) M=/ (BrERNEKRE) A, EXHIEE—TIMITANET, |
F-E=pAAHERMEHN THSEE, EXMEFH, BRTSEENENERAE
ER=VEMER I, HRAAENERESEITEIE/ L EGEN RS

ISz F Bt E

CAD 2R AV TRF EFRABE R, fIRIAF AR IEREXRHINNET, H
BIIEERITAE. NRREFMBRERERFNERSE), HRAENINEEEE
B, RBRWIRX RSB EERNIER R ERNA, S—TF 2RI

E, IRV EMERNBELHEITEH, MAERMARR TR EXHT, BFFE
BRMERIRE, FBBBXSEHATERN, fIUE. BHhRE, AERE
—WiZal, NAREFFEFENVE, KRAIRENETER, MAELAELNT—
B ER—— LI LI ER

JL{aI b 22 fi st

STEMAAENS, RMNXERRNAMERESRHT —TREEE (P) ; B
B, FEMEME, NARFHSITEL—TEE (MV) |, X7ERER T
MBTIRARIEAR SN EN AR, EBAINEFF, LRHNAEES ISR —
R, MEFUWEINBI—TER. E/VITMER, MENTIRMEEZZETXTE

8. RERER—THRPRMHIRER, RGBT AT =By — MR
B, BN TANEL S RINBNE TR ERER, MESIVEL S MERRAE

THRWHY, MTRERSUTATEISRRBNET, BERSSHRETIRE
EMEOR, YFAERER=ATAZRANRERRZE, ERNERIESRE
NEIALRNER
Fe LR Ex
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PRBEERI—HM ERPHREE TRIE T, X THERPEHITICMA, BIEIPREL
TETASNGR, RERERZIELNGRLENE.

B R LM Ex

X—FSHNBERETEEE NI NETMESGERZNGRE., 5508 (BffR) BXEX
=AESERXESIEHRITER. BRI NIEEI(ER z-buffer EiACGHTTHE
R, WAILMERHENETEF FENERIIN, STHSRCRLE, KRE
B—EIEG, REErERSL.

B4 (Conclusion)

ARETFHEANERES, /LTER, EHMESERERREFDN AP UK EIFEEHRRE
MRMWER, REEN—RE, IHAEH —OJENEREL, BEERFHE—E
BREL, BRENHTEXIMERTEANRENRRT . BTREHIERBERIUEE
SXAMZILRH (micropolygon) SEREL[289, 1734], BR&IAJIER, H&E
AR RBRESIM SR T X, X ARERN oAU AR e AL s
WAERZNA, EMISEET 11.2.2 PR,

ZEDSK, ARARREEFERER AP FIEXMEIEBREL (fixed—function
pipeline) REMXTIRZ, BEEBERELZFINBFHHFE BE, cENEFH
INgERETEMHITZIN, MXLEEETEHITRIENRZRAE., BEERELN
&E—TEENZE, T 2006 FHEM Ninendo Wii, 5—FHE, FIZRTE GPU 7]
DUEMRRYIRE, BERELPNE T M BN EMLRE, TARFP, BIURIZA
BN L2 ER T HRIE GPU KM,

#FERNEM R IR

Blinn B89 A Trip Down the Graphics Pipeline) [165]2—ZMLFFIARS R4 g Z
#|NER, XR—TREFR, ReTUMPTRBANESSI—NERELNET, EN
RT7—LEENMFEMENRENXEEE, (OpenGL: Programming Guide) (&
fR“Red Book”, BIZIER) [885IR—ABIRIT (ERSZEEH) , BRRMTAE
KEFBRELIFEER, URMERRENEERAR., ERNNVEENIL

realtimerendering.com £, BT &MEFNELER . BFSIZAISTIN AL HAth

=
B/Gro
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