Chapter 20 Efficient Shading &3 &
=]

Mark Twain——“Never put off till tomorrow what you can do the day after

tomorrow just as well.”

O - g
1835——1910)

“RREMNSBUAEERAKR, 7 (SHESHE) (ZEMFR;

SFEREENTSR (BIENRDN/LEERE. (EREMNF R, DE0ER) , K
AT BAERIRER GPU B4 ACERER, MEATREONERNE@M, RESHESP
H—THES T TRBERANREN, BT BEER—LEENE RN ARFIESI K
K, ELE—FTR, BMIFAXENEERELERIITHFRIPLERNFRN =AW
&, MAERETHR, HIPEEETNEETEM RAICRIT B RAARRAR, 33
THAROFZHE, #EETIOBIERAE, BIFEXLETMIMLAEGBHTE THK
RURS[BIFSRAS . B—ERASETRATEZEHITNEG, BEREBEERA, 5
PIENADR—F, BRMMERBMAERRY, SEURTES. REMTITFSEME

=

TTEMRBRNERERFAIESARSHNS., BAIEET 19.9 FIRRT, A
B ZFMEFINEEE LOD BARAREIZXMMFHE, SipRPEESTIOREN
H—PTREFEZMIRE, ATUMERRMAERRE. S0 EEME— 1
SHRERSR, XHERFE— pass BIF], B—MAARERZ pass Fi#t1T
528, BITAXRIZE—TRE—CRNEREFRHANEMTIHEITE, BEMTE
EREARIMNEIME R, XE—K, WFHRFN I THIR, BATREEH 3 XE
7T, EERTENNREESRE SRMERRIGOR. B _MAEABIR LEIES pass &
REMS, BAET pass MEMNER[HEMER, MITREER, BRUMR
—MERBAFAEFTFSTREENCIR, BAXTE pass HIGRERS[IMOTE
BEDS BIEA IR LR, AMORMIZRBERSRESHRER, XeTFE—1"15
ERINEES,

AEET 1845 %, BN TBE&R/IMEETEHRIELST], MME RN nERN
BREEFMTE, URBMNEERHE —TRENRLEGB TSI, o)
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AP ERREE LHTERITENNE, —MABERNIT—1 z-prepass, BN
FOBRNER VIR, X4 pass FREE AN z-depth, RAEESHEREFRITR
RITLEE, XREHITRENERIE, =ERE—1 pass Y z-buffer 35|
BREFBARI WA A TT, XMPEER pass i ENG S H A LD Ar0IETE, Sk
AR EBIRIED BITHR, FXM IR FRTHOEERERFAEN—TE
S, SR RERERT RATRA,

FA—1 z-prepass — M al@E, BFNIUNNENSIHRPOEIERSERAR, 5
[EEREZAELE, XB—EIMIFHE, HEXDAHEIEZELLTE TR EE
K, IRNEEETHEMAS . RENEEMEBXRIRZMRN, IBARIMET pass
Fe RAOR A AT BER B H K[992, 1177], SWFEBHET alpha EMYIAMS, FTEXE
B pass FIRRSIEFIINE alpha B, XS®mREIMIFFHEH, RAEE—T

pass FRTTERMINME, HNEIHAIEXD T alpha B, HEHRNIB AT
EE— pass PREZBIXEME, NEFEZ) pass KEFRE], XAERFHK
BRE-LEGREEH[|VITE. ATXERE, BNKIISES pass B, REZRIB
LBARRA (FEZEGEHATHEA) EEY, Ht—ERES=ZEPIRER (6
MIMEYCER S ERRETBREY) [1393], WAIREEBEMIT— 1 TEM prepass,
ARETHRNBN—EINERA, WEZEERI z-prepass KREBNFIFRICTRTIZER,

EMfERBETELSHEA, BEA— T IRETERENDNSCRBETETD AN
HIRA, RIX—TZRHFEE 50 TR, — 1% pass RIERAFRAA URLINM
BRE MR, BEERSTHHREE 50 1 pass KHTEE, —MEEARIREA
2, BEITEEYORNBREBRFIE—EFZRIBMEARS. ETSENEHEEA,
AR HMN—LEHRAIAAN[668, 669, 1762, 1809], HINRIZE TR RIME—
EEBZEHMZRAFHAIARE. EAETHRREOP, BIIIECRIIEIRIRA
IR, XEMENTETER, HERSENREZRE, SR NEREhN—LL
JLERZIR, BEICORIGEESRBERERLINFZNME—FEZR. Karis [8601FIET
YORREM RNFEEZUEMEMXTHE, BAXFNRESES SRR
M, MFEEHBREMS, XTEBAESLHIK, BELrgeRERERENEE
S E H A — LK,

A AT R BAIFRAMIRIRIE, BIAS T MEEEEEIE—TEEZ N ENLIRS]
Ko HATFIERX NI RREFRENBTIORZEHRATREZERN, MiEIARL I gE
REESHEH[992], ANMBAITERITENIE, KIS ERX TR

&, MNP NABEERE LAOREE. ZMAAFE—LREA, NRIRNEN
BRETRN, BLARXEZARRESFEMIIRFNEARNST ., BAERLEFRIRS,
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NTREMEEE, BERNZEXZREMR VTR, SHE—TEARRINEH
(E118.4.2) , XARZSHETNBAERIIXRS, B THEFHHLDEEEE
JEIR[1327, 1330], FiZt, WBAILAMREH, AEEZEL#HITHS, MR
BIERIFERYIR[1393],

H—MAEENZEF SRS R T R = ERBIESAS, Fla: &£ (ES/I 2)
MR ARR, FE—THEHRZEHFE LM FROMNE, XTWREE T 2RHHE
BER. — TRERETRRT —1D 4m x 4m WX, STETETFHEE RGBa
[EEN—TNER, B TIIREZAINES 4 IR, EER—TMERENE

&, SIREEFRAEXERICORYIR, AEERITERNAXESCR1379], ZM7E
MNRRET, TM—TEEXGNCERAESE —TBEENTFME LR, XMAENT
BTN IMIRARERER, ERZSEERAMAESERIMEREALET .

BN BT U —ME M RGBS SR, BFEZENEE Tl
AIMEgE, BIMRMAREZSPN—LENEN, FEFEERBARERIZUEN.,
(SR E (2016) ) FRRLEXRIHE 300 SPA]RFEIRE1682]; M (Fmk
RY FHN—LIFEFRNEBEZIR 1 APNERNIR, 2E 20.1 FE 20.15 Fim. E—
IEERP, RENRTFH T EMARNEE, B —ERARERRRY (F
T 11.5.4) REEMHANERE, XLELBIRETTUBIANE—METRE (short-
range) JEiR.

Bl 20.1: EZRAPERIER, TREELAMNER. UMNEZREW ELNETRER, XERTRE
fr L& ZICR. ALARLNRICEFBEICR, EITEBENSHRIERN SIRRY sprite,
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[1387]

20.1 iERE R

FBRANLE, ERBHBEIMNEENABTRIREER (forward shading) , EXMEE
FER, BT=ASatecEEET, RERFE LNEBBEERAXT=AFHN
EB1E, ERER (deferred shading) BEEMNEAER: ERITERINMBERITE
28I, FEFEMTARENA RMENXURRERBMENTGEITE, XS TF 1988
FEURTEREHZRMPEINI339], ERIENZLM PixelFlow RET[1235]FH—& 7,
HIEN—MBEENRERRAL R, HiEdEGGIEREEB A A FFESSRNAIEIR
[1528], Calver £ 2003 FHIIAEXEF[222], 1FHER T £ GPU L{ERIERE
BHEREBAE, Hargreaves. Harris [668, 66911 Thibieroz [17621NI7E58 —E#
TIREBINER, T3, BREAZMEZRBNR (multiple render target,
MRT) HIBENZFHRHEE X,

FRIEEER, BIMER— 1T EeEMN—TRRMENINIE, HITED pass KiTHE
REEG., X1 pass BASIKEWREN: B2, HESHIEMEEE, AENX
LE(E SN FB—EYR, FIEEZRM z—prepass /735, AIUEER/ LA ERMNER®IT
BNRERRFH (mild decoupling) , ERE—1/L{A pass WEMNRE R THER L
1, MEAENERIE (BEMRSHINE) , BSEHEREIFE /LM pass #
##1T, B pass A2NMBENALGRHATEE, W TREXNBERMS, ERE

BERES O MAEXNMREMRSE, #BEXTIEILE pass #HITERTF
&, AEBER—TELE, REFENATXEFMETRNEREE, FHEESE—T
pass PHISEEEIE: LB (15N z—depth) . E%. SCBALFRAEINH FSE
%, X pass MEREBILTHAEN/AEENMRER, EEZERN pass A,
BIMABRE/NAMAT, BMEiR, BRLANARMEETES RITERER
T @ER, EXTYIA pass FHARER RETELH, BRARZLETF, X7
pass FERZBAHITHITE CBERBREIEDTXP) B E—AHYCREI MR
/052, ERIEEEH, BT 2 x 2 MBEFANREGR R T E=RLRN
KNSR, (BERFAEBEHUNAZEHITER[1393] (ET 23.8) , XIFEFGEE—NE
RN, ERBRUEARXEN—TME, EFNET=AFHREET — &
R, XEEERNITZEEBHNER, NIRFEAFI@ERNE EPE=1"aH%E
7., MERIERER, BXEEHRAANMAER, BALEHEERIERAIETSE
VNS EA
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AT EHERERMENE FXEERRA G-buffer [1528], X2 “JLAE+HKX
(geometric buffer) "MI%E , XMEPXBIBIRA deep BFX, REXTANIE
HAIMEEMEREMRTZTRE (Fx) NEAX, BEEBRNEXERRERER
B, E20.2 BR7T—L G-buffer WHEIRNZ , G-buffer o] LATF(EFEF A B E =%
EARA, BISEmEELRITEMEENEARA, 81 G-buffer #i2— 85
HSEZEFR (render target) , BE—1 G-buffer £8% 3 2l 5 NERB, BE
FE—LRZGH, G-buffer FERBIRESRIXR 8 N2 %[134], FREZERBR
SHEEEANTRESN, XMIEINT G-buffer B IERERRFAIATREME

B 20.2: BTFIEREER G-buffer, HE—LEFR T MGHERAAEHE, ATH
M. BHFEN, Z—FIMNERITORRZ: REEP, FEES, HAEREE P
JeiEE (sunlight occlusion) . AB—JIMN LRI TR SCEAE (NIRRER

albedo £G3E) , JRREE, SyEE, MTIRLNEG (BEHEM) . [1809]
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EE— pass I G-buffer Zfa, ZER—TRMAIIEARITESLRBR. HFP
—MAERMORNBBNYER, FHMEM G-buffer KITEEMR ., WFEBTHR, &
NaeH— " BREEZNINDRE (E112.1) , #FI§ G-buffer {EABEERHEITIAG
[222,1762], B TRESGRL, BRI MHERINKRANVE, MRXTME
REMUTIRISEERN, WRRUEMNTIORCEA, BABAMITEECRIR,
ARERPMEERLETXFR, BN ABTIOREBATXMERINETRE, F8
RSB TIERNTIR, &a, HNMIRT T ARSI,

FRXPMERERER G-buffer RRNERNAX, BAETEMETRNEESE, B
EXRFOFFATIREFITERN, ITIREESEUTFEARNBIRESR, BEPEFRBEINIER
NATFFRBENRERTLE, BTEAFMIEE G-buffer PR KRVENIMNRA, XM A
RATRELLRIQEBEIE471], ERRESUENE—T, HITTUBE — M IRE
R (FlIAN—1KER) NESEEE, HERXTEREIERN — 1 BEE GRS/
FREZ AN X THERITE[222, 1420, 1766], XHE—F, GEIMIRRREGE
ARBLT . GHl—TMRRKFEBERAAR, B AHE—ZIERATRIMIGEL
BpTaE1122], AN, FAIEATMERE=THS%E, B z-depth, BTl
— PN EERRAOEMEERRMAE, AT ST XN ERIRIRR R R X #H T H — S0
59[222], Blal: MR XPEKABOREZ FAEE, BRIRBAXMYRARUTRE
KENEH, BtAraNEmE~ER0, —fskR, NR—TRETEEMEE LR
INAEFRKRE, T25 G-buffer FRIEREEEESE, PBARXDIEMAS
iz EFTEFM, Hargreaves [668]F Valient [180915t X3 4Nl 5 %% B IE fastth e E
XFMES, [T ZFMETFTIESET, UREMN—LLREHE. BIVEEIEmHN
JWNEER, BRI TRREMLEREZ BRRAEES#HTMHERE, B E
M E RS, WEBUATERKIER.

WTERNRIMDER, NRESRNERERHRINRETICRNSEHE T R
ZH, ATEXRNSTHRNFNE. BIRERFRE—TERNINIRERRN—T8xR

HBERERS, Sl IFEEBESMEUENMRACRAS, B ERA—LEE
HRIKLERENAS., BAISOXNBRKERSE, BERETHETOIEEERE
[414], RItREBENERHFIESTENSN, ERXUEHREFTEE SR TR
ERNEEXEERS, ERIRERT, HTMAENERINEEEHZE—" pass F5T
AR, ELEER FT—TRER, REFEFENZMEANERS, XMER
BIRZSH—ERRERTRE (E118.4.2)

IRERGEATARIMREX ZENSES B, BTERSRSTLTETSEHIRNE
ENRITE, MARRNTIEITXME., REBENERHFINBTRFEER, XB2E
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ARNEERNKE, LEHTINNXERENEBRHATEFINMN. EBRPF
FRANSERMEATETHRER (E7233) , ITHARE— T XBREZ, ER
KRTBZONEBHRIFTUHITET. IMAEBRIMRNSBHEX TERRAS
B, Bl Mo BESMEINETYBINIESENESS, RARNRFERN
— DRHSRSE TR, RIN— T FNEeRIARRFENN, MAREITHES
MRIIBSERIN— N EEREE[222, 927], XHARZAEEN, EAMBIHMEETE
F— pass P, ABEE_Z pass ', S¥ABNATEFETERNRES

S

XIT 5 pass RIRIENER, PAAMRTERELNINEN AR, ENERIICRIT
(HERE—XITEHRTTREY, BT RIS pass REBAEE IR, RLLTER
FEATER—NER, ERFFRE—THEEME809], A, HNHEEZNTA
—LEEMERNICORDEAE, AXMARF, MBI TE—RZMERLET,
ENFERZ RA#ITIHERI[1332, 13871,

REANEREEREXIF—TEREESHESHNE—MER, XXFr LRSI T TEE
KUMOMBRE, BEZHFABNMERER, —MAEEREETATEFERY, FHE
MEERIMR ID S EIB[414, 667, 992, 1064], AREEEBZTUIRIE G-buffer A
MABRITABNITE, XMEEERTURYE ID EEIBE, REREMHEE G-
buffer FIIAS, Flal: —MMERFIEERER 32 bit k7EZf#E G-buffer FIEZEEN
BIEEEF, MBE—MMERANERERXLHERRMN 32 bit, KEMEMEFEENHD
tiaE. BERXEAFRFEFHEMERNEESE, XRESXMRETE£R0T,

REARNIEIREEBAE—LHMNIESR., G-buffer ¥ FEFNEXRATESIERE XK,
BN EE P XD RHRRANT ZEAN856, 927, 1766], 1] LUBILFEE
FEBENE ERIUERMERXERER (EFAAFFREMAA) [1680, 1809],
203 BT —TE%EHF. EET 16.6 1, FINTIET MR =B EIENE
48, G-buffer MBI SR RFPRERETEPLINE, BEAFBURTERSIZE
HIEE, Pesce [13941i 118 T X F G-buffer, ERRBRRZTBILITS E45tH FR= 8%
&2 [BIAIAE, HIRME TIEREXFIRNEER. EEtt A6/ \EAREE—FME
ROEBHZR, ZHAXREERES. HELENEREFNA.

wm [ e awme]

RT0 world normal (RGB10) | GI
RT1 base color (sSRGB8) config (A8)
RT2 metalness (R8) | glossiness (G8) | cavity (B8) aliased value (A8)
RT3 velocity xy (RGB8) velocity.z (A8)
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B 20.3: —NAJRERY G-buffer 758, & (FIIAS: BER) FMERTXMAEEHE. BRTIR
2 hFIEIRE R Zb, TEIMERTIUNEZRBMR (render target, RT) ., MEIFRIIAE
B, {FRIBIEBE R MNIXLEE DX A, Ef RTO FR“GI"FER RN “GlIELRE (A2) 7
[415]

IEREEXNM T ERNRABT —LERT, ENERREERNMNEARA, EEFNIER
BRAAPHIITERERR, ANEBTERMUE LR EFE-—TRESR, —
MBRSZREHERTERERERNERRE LG, BERBEEIERIERY)
K, WTFEREMIERERARAMS, XEREN TIHRPOETERNIK, HEEN
AZERRIER, XR—TFHRANERE, RLbIuaT—EEt, EMBINISEE
T RETHIRRNIBE, TUSUH GPU IhEE, (FRIIEREENpImERNEIRS
BRAARENINAR. 2ARMEIUNEERUELFESNAVERRESIR
[1575], FHMER—TAIEIRNTE, (EREENMIEZZRIEZERENEMAAFIIZN
R, KESEREREEMAIEERN680],

AEEEN—MIEE, EASXIE MSAA SHEBEAE., WF Nx MSAA &,
AIEEEREEEEMEEMUE LFME N DREEATE e KRR, BARTERE
B SEMERAUE L N MEREZFETE G-buffer 7, ML MSAA #1
'S, BERATAERAR. BRREMURRIINITERHE, FEXMAETITHA,
SELASCEN[1420], A7 "ARIXBREI, Shishkovtsov [1631HER T —Ha &4 NrY 75
%, RNBEBEERITEHTIAMN, EtWESEEAERZE, talBTFnEs
(E1 5.4.2) , REELSRETMER[1387], —LHTFIEREEBR MSAA /5
%, SBITNIPLERREE tile MEFEELL, MMEBERNEMEREPHITERITE
[43, 990, 1064, 1299, 1764], REPLEFELEEFEENBEMNE, TRENZ M
ARi#1TH(L, Sousa [1681[TEXFEE S ERNEM £, FA—MERRKIRFIPBLFE
FERMBNZHEARNEZE, Pettineo [1407 1k T — B IR IX LGSR E, tE
A—MTEEE2E, RKEDEGEBDHELEFEHAGFN—TIIRS, MMIIESRH
MIVAbEE

Crassin FA[B09IMIMBAMARMET SRELR, HXZMERNEMARHT T S
&, EINTSER, BRSIIT—TRE prepass MiAL /LT prepass, FHHFHEMN
MFHERDHEE—R, AREBEM G-buffer, HFBHRFHANREEHTRITS

. RERERAXEREFRRE, KNBEFELAHAITER, RERBERERESHE—
£, BREANEFER, XMGEL VEEARRENNERS T RSN AEMm
SHEAYIEIRN, BXMTEEBILEA)T#EE, BTHERGRENEIEFES
REVTTEREN 7T REPS LI,
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EMEFAEXLRS], EREREBWREFFHE—M+oXBINERSE, TREBR
JVAEREEBRDT, BAREMED T, XEREE T TR UHTEIRIL,
HpF—MERIE @I EWEESR (decal rendering) , ERIUSHERIERE L
FEER,

20.2 ML{E;8:

M&1e (decal) BIEF—EiRItTR (FIMEANEEMOSCE) NAERE L, 8

FiExk, MELERUACHE. B NERAERA LARRTESFEALI, e
EEMNAEFPUAT logo., ERAEEM—LART, Flal: WTHFRFLE
migRms, WEAMEZARBINEDLEEHRITO BLE . HEURBRA IR
EMASSMEZR, MMERFENESIR.

MR U ZMAARSE REMRHITES, EWUERSYEEMRIEEHITE

i, RNAARSEMRASOMNIEE, MEXS—F. &, ERIUBINE
MBRIRZARIMOMAE, FIa0ERE logo., EERAMEX —MTEARNMER, F: &£
EEEM—KMAE, STEERESNATE—TLEER, FlanEE S,
B — AR B S MR, flAtRERRE LIRS, XERENEER
%, WTRIEEERFNERE SRR MQFHEMNGIEILFE LM,

B, MEDTGEMSCE—FMEEIRE L, BTSRRI UF#ES T EEEY
fr, BELAIUES T IEERERI B TRE L, ERXMAEZERHEN, BASIT
RAUEFMENSCELITHEEN R, S8TMEHERER—AIB NSRS, &
BE—"RELNAARERNEE, IRKREMESTERRZXMEHDEILT=A

NTRGEERENE L, —MAERILEEEER/ NS TWEEHITRE, HE—
MEREEES—TMEZLE, XRFESECHETF/TOESR, URVENHERMEE
BRI, AR RERENERREITIMEMERRIE, WE RN —LHMIER.
S—MoAEEEERMIITERENAEE, IETWHEERERENE, H
NG pass HITDE, FELE pass WERERER—1 pass L. MIRENEER
N, RRBHMRL D=/, BARMEIE—RMN. BENERSIEHX, KB
PIXPNEENFNE, S—MEERERNMRINSEEHITEN., NRRE—TKE
W& EN MG (FlIa— D2 RSE) , AR SEEREIMERME T — M E 2
B9 “set it and forget it” IR RFZ R[447], BEIARicHILeith SEENE, WRX TR
SUBRTEZ A LHITER, BABRNBECIE—INSEE, XTHSEESEM
FRAIMGEAETE—E, XMEERALRER TERENTIEEFRMNMURTE LT,
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BEREANMEFTEZXNLOEHTERE, ULR—EMIMIAFTFHE893, 1393], XFifH
IWERMER—MALEHE, ENRLUSEARE DR RNRERRNKRE L,
BN EMBIERIMEEEER, THFEAFRRINEINISHEIZR,

XERIR G = T BRI R 2 LR S IER, AP UEEFRMED
logo IV EEMAT, XEFELAINNATHERBNMEERR, HERXENEEE
BHERZANEITIRG, MMESENEBREBRE—FHRAMEH, A, YTFE
STEENNBIZEMNS, XERARMZES T EBAED,

20.4: —1 box EX T — 1R, AEXTMESNA®EX box ANRE L, EFH
box EE—1SKNEE, MMRBRXTREIEREYRR. EXEF, X7 box ZEMIER
IR, AHZEMKRE, MTRERDEMENAIRERFEMLINEGRTE.

N FESUARSE N R, —MRITIRALRRZ, BTN — BB RATR
HITIER B MLSEE[447, 893, 936, 1391, 1920], &¥— 1N EME box HEBEIZI=
MEIEM box WEF— 1 ERERIS—1MXNHE, MGE—TBEERMI—4F, WE 204
FiR. X1 box IREI I, MMIKEIERRER[NIT. EXMEIRALI
AEEJLAERR, MM ENBEEMR L., XEBETE/VEAXRENRENREM
B, BIRAEIRPNUERIIN, RESAWEERE— (u, v) SEBEIR, FE,
MG ] A2 — N EIEATRLIE888, 1380], BiF1ERE ID [900]. IEEEMR bit
[1778]FHE MR T BRI, A MEEMEI SN AIRFEoME=ET N, TN
HEERRBEREEEZNBRE A@ZBNAE, RFTHR clamp, MMMERER
EZI D &R it HE NG LR ey & H I R(893],
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REETOERERXFNMERR, SHENRIRESAL, TREETHFEX
BRI PITCRNEE, XEWERNBERAILANAE G-buffer 1, F40:
WR—TAREIRDNEEEC T HE ERERIEL, BoXEREISSERA
G-buffer FRIXS NI BEHITER, ZEFAMXER G-buffer REYEUEHITIEHR
EEA0F, MMERTRIEEERSRENTELSHINR680], BTSRRI
TEH G-buffer #THIAEM, RAULESEHREEMATERRLT , XMHESTE
%7 % pass BIRIEEH—1 A, Bl—1 pass WREZH, AEZEHZ—T
pass MCIREEF R ERM[1380], XiffEEHE, tEREETE 2 5|ZMAIM
FeHRIEREENEER R Z—(43], MERIMRINASIHEORE—=19, BN
B EBLER—TZERR, KBEEEASBRE LABR, ENBITEEED
20.4 FEFEEIN, BEERX—FE, —MBUAFANIEERR AR A ERFE
RORRERERTT, AR EAAI—LEME,

Lagarde #1 de Rousiers [960]XJ3EIRE B HFNEERIIL N RIZFHIT T iR, MHTEAE
BAR, (XNRTELPESHMER AT UERIEEGRIEN680], MMRMRMNSEHER
EEME, LB EXMESNREERESREM, WRERA—LEMOSERTIE
FREIIE, BRUEIMNEYME T[106, 888], IEMIET 6.5 Fmik, XML ER
FOURRHRIE, NS IERED 2 RKIRAR, ATUARRIEED BIXLEM F[263,
580], REXFMAIGEESH—LEEANM, 5—MEFXENRMENIENEEED
%, XeBTREZEPNEEREEERTEFRATAENBEIREZIEMN, —FhiF
R ELIEHIEE 2B UEZENE LAY mipmap, Wronski [19201 35X —[a)&f, 1387
BEIMFMARERA R,

MR AR TSR, IR EREE®S, EHAIMBARERENUER Y —L
T, B 205 BR T — RN AT ENEENEM AR, HPaOEEELY
EoMEEER, mEElAsRmREERCET, MNESSTERESETIHT
FIE,
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Bl 20.5: R —THEGHR, KEelbelMOhemESNXERRAEEESE.
BATRTNSZBMERER ., H=1TEGRZERALNAT 200 1AL,

20.3 piREE (Tiled Shading)

EREMAERERT, BTURNMRARBMITE, FRERERMEMLE
AXF, XEEH GPUN—1I8EEE, BIHTERRERMENRE, BEENIT
BZPHREATREN, MREBTMMEEERENNRE, ERERMHEEIRN

G-buffer, HigRPEFEME LT TIORNINE, STEMNERERMEER/ T2
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G5, EANGRFNMECREFTENETESNGRHTLE, AEHEBMEELN
BI0R, MRPRE—RBRNERFER. £ TEEFBAPIHTESZS TR
VERES, AR FROVDNTE, BITPENeETREeMeIREEH, WU
B ERFIREVIERSICRILMEE.

ZER, FMES G-buffer WARH AU L LK, ENEWEMRANICRTFMELZ
BEEFE, flal: BR—TEFERFTHISHTRIEREERKRE, HERH RN
BN ERFUTELIN, HATAIUASITEESMCRNERFTAS I, A
ERXEEREFME TR, MAZHXIETICOREM G-buffer RIS N EILEEER
B, XERTTRNMKERET RN G-buffer PIEEME—IE, EBMEHRIE
M7 L-buffer, &fa, HMRBEORRGCEASHIF], HEFEERGT, A
[ERBRINERE

EXTEER, SEENBREBHRELTRZN, BRNERSNAMBELRER—IX.
BEXMMAR, ENEEFRIEEM G-buffer BIERSE/), MITETHRm. — 1
HMANEFEARERRNERFFENEHEBEE, XEREXUMEINETZINE
& (additive blending) FiEEI—PEPXF, Engel [431, 43211118 T JLFH R HA
ROFERFEIRIE AR, tHRFRATAERPE (pre-lighting) & Y¢HR prepass /5%,
Kaplanyan [856 X A~NE 7 A#HIT T LER, &MY G-buffer I7FEFITA(E),
Thibieroz [1766 133818 T AR EBUXHY G-buffer, H I LFHEEIMERSHIT 7T X EE
2. Kircher [9001#A 7 aNE{EABIE 2 #ERAY G-buffer & L-buffer SRFH1THE
RITE, HERKRWEI@ER pass B, #H1T EREMPCLIERE ., XMHETFHELE
MBRLEBER, BERURABURESEREZZBAERRERZN, NAIESSHRIE,
Blan: B—rERENESE EEMENAE— T REIRE L, Sousa FA168114F
ZREMF YChCr BB RISH R BRLIE—i2(E R, MMEEBREEMERDS, KRB
RNBRFWMFERN, MERFNINAKRE S ZESMEMIRNT,

AEEZELIXENRRAE892, 1011, 1351, 1747], (BEEEMAEHEEFENA
TR, Bl BEs SESWEEMN DR, HITHL pass; ARWELERIER.. &
BRE. MBESMEMNR. FIEXLERANTEEBGEHEEREN, BIXRINSRBUE
Z, RERARESEHITEAS39], ER—LEAHREFEEXEN—TRES], B119
BEEEE NN BAE B AL BB 8Y[1332], f5IaN: Shulz 354 [1589], {EFA—1
ETMENMREE, EREFEFHEERSER (FE) , WEELRPITEIE
SE/RI, JEHR prepass BUEESKARTIZ N, HDh T BAIFIRAMMIEER prepass i[M@5EE
HIEIREBRL,
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BMEETORRASTBEADE G-buffer, XtFEE GRARENFRNAR., EIRTH
EEAE— pass 1, RYPIMXERICFHTITEITE. Zioma [1973]12%F—17
RENAEESRIEICRIIROA., EMNADER, XREREBER, ZEETS
HESNERUE LEFECORNBNMUE. BENRARET. RERRERBHRFME
BEESHEEBRRACRER . REEREFMETRICRIIR, KXItZRPOTLEY
RHITER, BAXMARZATH, EREZRE—TRE], BI—MEEUELR
R NEEZ/ DEENIIR, Trebilco [17851#—HIRE T — 181, BIABMMER
HOIE—PHIBRIIER., MHHITT — z-prepass, FBRIIELHIFHHIFREIREIAINE
Ro RESIICRIFIRHITIER, AREFMENZERNIDE, ASERIEEZRAY

pass HRIE#1TIAE], AT IMES N EPXPEFEZSTIORNGE, 84 bit U
BIRERASE, ZERARTFENHTS TRERE pass NIHR FFEINTICR,

PDIREE (tiled shading) H=EZH Balestra #] Engstad [97]7F 2008 &, JiiExk

(tslE: EERNERD) REMN, BEEEERESIZ[42]f PhyreEngine [1727]1%F
S|Zh#HITTNE, oHERNZOBER: BAEIEIEMERMN tile £, M
MY ENRE L FEHTITENERAEHIT TIREI, EEREST TN IEERN
EFiE=(E, ARERRECRAATILLIXLR tile YRR, MARERAERE
BHRAEE, RIS TREEER—xEE2:[990],

XLERATFIERDEN tile EFE LN—EHAFBER, FIA0: tile K/AVEIBAA 32 x 32
BE, BIE, T —EHMNAEIEREESHITORWMIE, MNMATRERE
2, AN FEEhimab ISR T AR IXLE tile SEIBRENR[145], —LE GPU ZEM(ER R
& tile REMEMES (¥ 23F) , MXER tile WEHFF A ARFTIZIENL
¥, BESKBEHNXAIK, HEARNDREREUTIZSNELPIRESR,
TR E CPU E#H1T, tWRIBATE GPU RVt EE B2 1742, 43, 139, 140,
1589],

AJRERRNDX tile BUYEORZWICRE—TIIRF, AHITERNIER, 447 tile
HBRERRTEMZ tile WNRIFORIIR, KIKREHITES, E 206 £MRT
TRE—R, MEIFENAIMNER, FAZMBENCRAZSET tle EE. XL tile
MNESZEDFMA T — AR HER, BTHREMLEICRS S0l tile REE
2, BTHFERRNEREATR, oJLATE CPU & ITEE ® 3 EHTIREME, MM
FIBMZOCIRS L tile MAEAEES, REIAREBSHNER, BT FEH—D
SLIRIZ tile RRVIRER . BITIR tile MARIRBEREFMICRIIER, HMMETRT
038, EANRNATRAIREHASE BN tile B8, XFRIUAKREMLIE, 20K
RHAHEMAN1332],
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20.6: DRERNTEE., ZM: FEEFEXITH 6 x 6 Y tile, HPEZ 3 MR (232
FR1-3) , REXRRETX MR, (FANRE tile A - C, HATAILAUKI tile A FTRER
ZEFER 1 Y0R 2 BN, tile B AIRERZEIYEIR 1 - 3 RIFMN, tile C AIBERREICIR 3 AY
oo, Al BT AMERERE tile NHMNE, T tile B, EREAFRMERILHITR
e RS L, tile BEERSMABENIRBZLRETES, BRXRLERBIR 1R 2
=5 tile BRUAEBRES, 5K 3 HIEH,

NTHERXFREES tile REESE, FATAIAMERTT I BRI, XEED
2214 T THEIR . (BRET 22.14 hREEARNIT, IR T — DA R AL H#EIA
55— ENBNEKIE, A, BTFXENMEERE TREEZEFR tile, FLE
BEIXEKXHE, MERAXNREY. ZXEFEE T FIFROME, EAMSENESHEN
BEBFTIE (fRFEME, RR) , WE 20.7 EZMEIR. BR, FHATRIATESS R
MEEHTIRZE, BRIN—1EKE/box Mid (F£75 22.13.2) [1701, 17681, 40

20.7 AMIFfR, Mara F] McGuire [TM22 3 IRFZERIARAT 7T ERMIL, EFEMA]

Bl GPU S3hRA, Zhdan [1968JfEH, XMAEHATER TR, FFET
ERDEHR. SR LRI IR,
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B 20.7: AM: ERBEKE/NANLE, XTRZESHIANZEREN, BAES5M#E
RS FENENFEREES. FE: ZONNEE, ERXTREAMET RT, BEERY
RRATMSL, EXEHNT BRYE (MERELSR) #TMN, HEPEeXiEgsHERE
RIR, AN FUEERERE T —1 box (REMxR) , ARENFTEWNZE, SHBR
—"Ek/box Mz, FERAIERTREAZIR (IHEBELR) . IR, XTIHEEREXE
PEAIMIBERIIR, EENAXMMNIRNZ G, XEBREEKEBEAKED, BFIKIE
MERERUTZXPAMIIRZS, EX IR SREEEIREN TS MR EES,

XMIRED LI TE, AINSIEREENERIAEE—#(FEA, Olsson
Assarsson [1327]3F t#4T T1FMe0R . EDIREREE (tiled deferred
shading) 1, S&EFE—H#E G-buffer, FEEM N RETICEESHESEN
tile B, ARBXLR tile WIRIIRL BT G-buffer, MMTERENERER,
FEEANIERERH, STMNARHBEEDERCE/LAME (Flan—7IUBR) KA
By, MmEFEEREEB[BNXTIARETIHE, FRAREE, TJUER—MTESE
BRRHTIX NI EFER—Z tile BRMIUBR, RIRMGES BEHTIT
i, H—PHEITHITENRME, 1% tile JIRPHAEYRESENBEZET L. N
AXRIREET MR, BiF:

+ WF—MEE, G-buffer BSRWETM—K, MRS EEHFMIH—A.

o WF—MEE, RENBEERGEFIXBEA—R, MARERENCRNITES
%O

o ABUSERLETNEEDOBELR, ARFJETEIXENE, MAZHIED
FeREITE—R[990],

o — " tile FHNEBT R THITEBRRIORTIR, MR GPU warp B9HAT—
%,
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o EFMBNAERMERERZE, ERWMIEFTMERRRISESHTLE, HEA
HEIRIEIRIIER,

o HTFIAENRIREEE—" pass PItETHRY, NRFEIE, FATLAES
PR MILE PRSI

HpgE—5%, BIMETIBEE, EERANERER5IZEFEToEERM(1680],

AEEMERERT, HTETORNTEHRRE—TRBM pass 11, FELLIIRE
ERERMERET—IESTHEBRERE 8 bit WMEHPXF, RAIGESZENTINE
A EARRERTN, EERREERBERREIRBE, SUSITFSMANERRAT
x, AARERRFTERSHBERL, KRTEERFMEMEE,

DRIGFER DL BT USRIEER—EFER, XMERNRSEIRADRARES

(tiled forward shading) [144, 1327]5#& forward+ [665, 667], BESWMIT—
JLEI4D{REY z—prepass, XtF—AHE A MBRERE pass FHEESH, 5—FHHE
X AFE—SHERABR. ERA—MTEEEEIRER tile WHRHITHE: EZT/L
o] pass SMITRIMER, B8NEERFIRERTAENREETEAIERIHEX tile
HIYEREIZR,

forward+ B27E (#H: 1886) [1267, 140515 K% 1T T{EM. Pettineo [1401]
RET 1RGN ES, RIFLEDRIERE B[990 1o RAIE @I, 1
TS, EEREREENNEREFEMEBMMER, WHEERBIFRSEN
(mixed) , BMARFTSEFTHUNARZRGTMNTEMS R, EXENBEENER
T, HZSHPRYERENE 1024 4, EREBFFREITS GPU LMY, miEE
MPBEKFERARRTEIN, BIEERSRIEELF., Stewart 1 Thomas [17001ER—
ANEMCTZHNNE, ZNEE 3 — GPU HEESET T o4, BRI T U945
R,

XA z—prepass BRI MAFH—1TER, BMRIERERNLRHEITEIER, HEBW
20.6 FiR. B—HEERX tile FIHEVEAMANRIVRE 2min IRARE
Zmaz o XLEHZBEIIHIT— reduce RIEFRBER, ESXZ tile BIEIEN B—
TEBR, BIE—THEZ pass FRIRIFE43, 1701, 1768], RitER 2,
Zmaz - BI80: Harada FA[667HERA—NITREERRZMITFIHDME (VAV) |, K
=R ATAEE A SIFRFITAE tile FRE ., XE(ER AARIRIESIFRIZ tile R 5 X
SBEAESNNLE, — =B tile (FIAISBR=ZRIMAY tile) 0] AR 2B
[1877], 1A=FINARFNEE, SNELESTESFERARINEAE, REMER
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FrEEgm44], XMARNIRBEATUNEFORIERER, RAREEEEE
B&7E T G-buffer #1,

Bl 20.8: EIRAEM tile PEAEBRANRENELSY, TEEREIIRWIFNE, [1387]

HTFXNMRELAREMNERREFIXEN, RFERMAEEAEE, BT LHE
BEBAZRME, Neubelt A1 Pettineo [1267/E# T —4HEiJb pass, REIEE tile Y
R, XENXFNERTNERRENERTNEE, 8%, BERREERENIEN
JUEDIRES z—prepass EH X £, EFIERREN 250, SRIRE, MAEFEREN
Zmae WHEARAENEARNTEFHE, BEAUTAESRDAESENMAEEERRL
B, BB pass SHIT—TEREMIIERED E pass, EREMFN. & tile B9IRZ
TKo B pass ASGBERRALKEZEREF, UEXMNARRFITOREIEE
B, MEXENRESSEICRIIRBSHER.,

SNTRAERENRNTSR, HEEWNEIERN 2 BTE, NTEH—FSLEFHIFFA
SEOCRMEEXEE, AM, ENEAFROREHBEANESERN, XMAH/LFAR
REMHLFL. A9 BEMEE—tile B8 7T —THHEMNAE, miX1 tile W5
SEEEZNL, —EZEN 2 BEEEREAN, RLENTIHRAR/LFRMT2
A, ITRECENEASNIZRFANRR—HLo=EFI0, WE 20.8 k. MA
N7 BB F AR ZRIRIE L. ENHA, RECLSSENEMERNDR, &
RELEHIRY tile # = HIUREARELLIEN1387],

—MERIR A REE Zmin M Zmae ZBBRHAITDE], XMMIXFR A INUER L
(bimodal cluster) [992]8§#& Halfz [1701, 1768], X MNMXEIEHEZIILED AL 3
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£, DARE zmin M 2me: WHSAELE, Bif, EEgESTEANES ., XEMESX
— tile PRI HITOE, —MIIARLEP R, —MIARtEP Sun, XMAEHT
BEFRRFTAEREE, Bll: — PR EHASS tile FRMARESZ, HESSHAD
M EMAEARRNARETCERNESZ., REWLL, XA AR UESAK LR IER
NITEE,

Harada % A[666, 667J#% 7T —MEMERNEIE, BN 2.5D 5IfF, HEHED
tile BRESBE 2min M 2mez » SBEREABADEIN n TETE, XNIENE
20.9 Fiir. BIE—TEE n 1 bit WILAMIIER, TEEFE/LAEt7, SRR bit
SWIREN 1, NTREVEE, MUERA n = 32, WEABENNREHTER, HAE
™5 tile MIHEAESRIACIE—DICRAIEE, XA AR T HREREMRU
FIIN TR, XN LAMEBARAEBERIRAUS (AND) 2, MRER
ANE, PBARPZXNTHFEASZZND tile FEYERILAYIE, WE 20.9 AMFAR, &
M, XPHFEMSHERIENZ tile BIFETRTIFRA, T —FIFE GPU 2244,

Stewart Al Thomas [17001&30, ZJERENEIENNZE] 512 MNA LR, HalfZz BiEMS
FHAMTEARNSRIEIRER; HERMEF—FIEE] 2300 1A LAY, 2.5D 5
FRIG IR SIEE S, REAERHIBRE.

0 M [
0] [0] [0
0.
1% 0]~ [0]
1] [0] [0
0] 0] |O]
0] [1] [0
= %
= 3
=
oo
\g

B 20.9: ZM: HERE— tile NUHEE, BREFLNEZETN/VAERE, ZeEE—
BICR. PE: DRGER, FMERLER 2min M 2mne: ERFFPES REXIGRESHIL
Re B ERREIR, 2nin M 2mee JBRXESEDEIN n TRETE, EROFR N =
8 . IRIFBGRAVREFRITE/LANMIER (10000001) , HRAEPTHBEHITE—DIHRAE.
NIRRTV RN SRAIEIE 2 BRI SRIERN 0, Al tile IARTEBERXTIORT .
EMRINERRFER, HSTRAEIEXR 11000000, FERE—EHTARBITELERE, B
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JEIRAIFEES 11000000 F1i% tile BYJLAI{i#ES 10000001, —E RIS HIZERZ 10000000, 45
REIEFR,

Mikkelsen [1210 @I (ER AN ERMRNERMUE, KXICRIIREITH—THE

o AEM 16 x 16 BER tile ER—1FIR, EFEETEHMCRNESZEEE
1‘[ MERBT IR 2min M 2mee TUEDDSR ., REER 64 MTEERSR4TE, HE
B GREH AT tile A 4 MERE B TCRATIER, MMXICRAITH—F
B, WRE— tile P, KIWKBEBRNOERZEUEMTICRERAEE, MM
RXPFIRFRFFRZCR, REBFENCRESHEIER, RABLERIELIHED—T
BRAVERESWIRE TH, Mikkelsen &3, EMAIHRT, (£/H 2z HAE—T 5|
bR, SERREIRAYIERERIM.

Hﬂ?%?ﬁ%ﬂiﬁﬁ(%“ﬂ—/\ﬂﬁqﬂ HEEEA—TEERHTIEE, JESRFESIERA

SNEBRTEHEIESR, AA—"EERVIEEBAIEMRENIMBRFFIE YRS
B, M tile TLAFBIREXFE M, XMUERES TMEE LEE— U,
HAg bit SMREZGEFMERNEBRIFMEXREE, ITFE tile, XL
BIBR(ERERAMS (OR) HAEE—#, MMAEX tile FIERNE/IMFIERE. X
LAEB A URMRERIRMAS, REXFABGEEBERNERIFE, XBKREEE
AREFEA— MR BERSTENTXENAB (FAEREIMEREHE) . &
EXWEEFHREGR, HBERBEXLERNERIR273, 414, 1877], XTEE
BB TOEE, MEABSTEERFTENTHIERITEELT, BERNERN
ERBUNIHESHNEAER (E723.3) , BNXMERZBMLTANRIFERLT
MRIBERERDESTFSR. RTMRIDVERZIMNEN, thelMERHRTIER
BIAEZTN, Fl: TN (FoTH (Split/Second) Y &, Knight ZA[911]&
RIE4 x 4 tile EEZEHEROMUTHEH. EEESFTEARTHHEENZ LD
%, DAREAM—LEMK, KNEHRTHE,

20.4 REEE (Clustered Shading)

DREFER D KER—PNET tile WZHTESERE, MURJLAMEEREDLR (7]

B) . MEREEE (clustered shading) SFRFAHEMRKI D N—H =BT, 5FJ\ S
£ (cluster) , 5HOREEN z—depth FiEARE, XMREEFENHAD SEENM

AR EHTH, MIZTHEPOIVERR. BEEENEEN TARBNAENEEE
BEEVN1328], HEPILATE tile FEIZRENEL I RINELF[1387], REEE

WA N AFRIRE e EREEH,
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BT ERREL, —1 tile WEBERZMEES BN EERABINTIEMN. XM 58940
DHRZL tile WA RERMENAEER, IAATZREAR. N THRMNI—F,
Olsson 5 A[1328, 1329 EME=FEF, LAIEHI ARG R P UEARREITR
K, MAMREBULERARD 2imin M 2mee ,» XRESRRZEBFEMIULALE, BIEE
E—NILEE, Flan: (ESRI 3) B RE, ERTEA 16 TMRETIHE 64 ¥
64 153 tile, HEMNESTH LN TEARNDHER, URERBEENENFEEE
& tile (TLiCEBDPERAM) [1387], BRLISIZHERTHRBAIEY tile DK HE
Y 32 RELIR/[38], #E 20.10 k.

tiled shading clustered shading

B 20.10: DREBNRELEFE, U_HFHNAHTRT. MEAZEAD, 1HRPESCORE
RSRFEENFMESNXEAGHITOR. ERPRERFERSZERHITAD, MRESES
BRI z-depth #ITI AR YD . ETADZEFHES—THIRIIR, BERESMIREES
FORMZEE, SIMENNACRARE, YToRERMS, WRA TR tle F 24 M 2540
BE, XTIORIIRFAEZEEAEFRFTENCIR. MREXEFEBNABEN R LAHITN
BRFEBFIFRICRIIR, REXIFR pass WA EEI—E B, [1387]

FRRIEB S ENESZM cluster AT R, FANRIFECRIIER, BT cluster
APKRHIH R LERY z—depth, FELERTANE I MEFICRESFITE XL cluster
[1387], XMFEBITEE, TICRAEREZNERN, EEMXMIREINIERID
FIRRIORIIR, XMREDERHR T —MSRER—NRBBRAE, ERTZ
SPRAEYIE, SFEERMENERINTS,

S5ORERHE— 1, XMMEARZNEABAINSHIOERRELRERBES.
plan:  (RPRZIE: L 2) £ GPU EITEXINAY cluster, FMER TRIMEESH
=, ARpimEerIRH MSAA 93285, MAFETEIMITIE344, 1002,

1387], 2AERE pass 7, BIMEERAGESRESELST], BRER—LEEMAE
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(BlanEmEAVRIEHERR[892, 1766], EE BN —TMIARFEREHIT prepass [145,
1768]) , AIMTEAPATE R/ 19 pass IERA T, BRAENTESRS, B
& Pettineo [14071&30, BMEFER T XLEMMATE, FA— TR z—prepass &
ELaER, XFE, IUNTERREEHAERER, HERERNILIRIIRS
1, AEBEATXERXRENQEE, XMAAT (EZFFD 3) RHATTE
A, Bt CPU LBy E%IX[1387], Dufresne [390]7F CPU FHITAEMRENIR
SR, HARXTERANMIETIHRPTLEDIER,

RENBFAETIRDERNIORBEED, FREEDRGERTERNEMKIIE
(1328, 1332], H tile FRE XEIRTISRIM IR, BRI — RGNS gER £
SANABTEL, Hla0: UFE—FEZ ERRITRAIANTFEIE—1 tile [1387], 1B
= SRR ERRII R, XL REEMABXITT 7. BMEER T z-depth B4
HiE, B tile RRERITAES, UAIEZENBNMERIVRAERAMAERIZIE
ft. MRENAXEZZEIMLERIBAIEND,

GNEIFmA, Olsson FAl1328, 13291 R HEAMA, NREFEHITT LML, HA
—FMIRRAREAFEEE—D BVH, ABRERXD BVH RIRIEHEMLESCRATRS 45
ER cluster HESE, BREREE—MHRFERETBH, MBEXXT BVH #HITE
#2, —THMBTFEREENMMAIEIRE, FREMKALA RN — cluster #
REH1THIBR, Olsson EARIERM@, REREEEZDEN—DEN, XTEH
SEAAERENSITEL, BRIEFP— 3 x 3WHEES, MIHE—E4H

(21 19.3) , ATELITHE 564 KA, ABELIZ cluster FIRMIHMR, X145
MBI T E—S X HREHTHR, BIZIFR cluster PBRLEAI FRREXRE S BRI
He WFRERICREMS, HIFRIETRERIEFE H52, van Oosten [1334F & FH3R
BEFAAHITTIRR.

SEMNBEZEFR LEMEERN (FINIERE®SE z-prepass) , EAIIA
BT —ELEHMAN ., BBERESTLARIRE cluster BILAMSIBARFEER, MMFEI—
DERAY cluster W, REEH/DHLEBNEMEEIT, XEMEKRE, HOLIE
SIFH S HATILNIE, M EIMPLE cluster & LAYIKRER A, HTF XM EREEE
PR EE DX PEE, R ENFE GPU E3RIT, 5—1 cluster BKFRE

kb, ER/ AR5 RINXEEEES ., BIDREXEFEARTZ R —1EI
EER AABB KX FERH#ATMIA[1332], ATIAGIREZHNR. — TEI MRS
B DASMEREIE 100 B ETR, FHBEEXTHFIEMN, XHENRSGLAGRIFNA
B, BNENTFOSXFEETo5K.
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IR ERNANBTEER —NMERNR B FRER 2 S THD, NTHEEFTS
WAERNZ RS, XA HERMAEFERELIN, SER—TEHRD 1
iz, cluster WIFTREREERRAREAIEINMIEN, XAJBERSENRALL cluster RIS
RIIRER, —MEBRGTREN cluster EERRAEBHITIRE, EIME—TIR
REN“THEFE, SHETLHCRERFIER, FEBRUFHELERRTE
17, SE AT AER LT 7575293, 432, 1768], WA LMER—LEMNERNE
28, lightcut 5iA[1832]50F& EAth LOD AR, 1k, SIZIAWMERENZT(E R B
FIREICFRRDOE, EEXEZERMEWAREMD . —MHEBRFXTD R
A TR E BHIRER —ENEEIER, FHRLE TR E ELRRD EE
F—TREYIRHN387],

£ (DOOM (2016) » /1, FFAAF[294, 1682{FMA T Olsson % A[1328]1F0
Persson [1387]MREHE, AETUTMMINAIRER RS, MIIEESIHIT—T
z-prepass, FEATZY 0.5 ms, MIMYEREIIRMEL R, ATMKIANEHE =6
(clip—space) HIRRM., KR, HEXBIRHFEE, s@TSETRTIEN
AABB #4TMR, MIEEIHEAZIXLETEHR, HRGEARINE—TEZENK
i, BAARXEERENRBERASTMRIERER—F, REN T XLETARBERM
#, HRREEIRED, 5IBEN—1TETEPAUNMENEHTRENED. TR
AU— TS REAMVERES, WZEENSEREHITRRIIES . XENEE
MR ENERRERERERS, MARNXETREEMERPTARE (ME
JEREERFNEXEN) . FARELFREE, WELTLEREEPRE L, ARG
SN FAIZER TP EEXERRHITES,

B DAERA CPU RAZEEFERIIR, RARXTIRACETEIG=FLEAME, RIS
FEREKAH] cluster BREIZEMNESNIXAFHBBE. A, WRIREIRITHE
HAARIRER, EEARER— TR SRR, eSS XIFRS SRR
FIFZHARTERRM cluster A, HEBREBRIKBEBRNMILR AL ATEES
RE. BEXLEBR, Persson [1387[R 7T —MAGEKIAMRZE M —A cluster AYIR
ERHE.

GPU Bt B4 BT AR SRS YERIIRFA T oL, MBERIXLE@RE, Ortegren
Persson [1340 4R 7 — M2 FERIIRAM pass iz, EHE—1 7% pass F, 81
HRAHESENRLPIRNEHITERT, HERFRSTILEME (BT 23.1.2) FE
B RNEELE cluster Mi&H, IERE5B/MHREESHE/ cluster Fllix K
cluster, ZEEZMER pass F, FRA—MTEEEFRENRRINEI F XL
Rz BNE N ERERTP, FRAMNERRABEREKE, FJMARNITIREEMERN
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BRRTR, HEFSFHUVEAR ] A YL 7] W #H T EIZER, MMHE—TX
RINRFITHR, BIRTHMECARTBR, Pettineo [140781A T —fM 7555, %A E
FMAXKEBERFRFLIT=ZAEES MERLN 2z FIR, #lal: IRFEEMEREM
B FRInIEE, NEA x-depth f y-depth WEE, FiEFGETINRITAE,
HItBEZRUELRRE. BTFXEHERINKRAESRUT=AE 25, Albfihtigt
JRAY z—depth SEEE R — T BACKIATTIRS], MMERIBLEEITBEN =R AFEE
189 z—depth fRE AT, Wronski [192233 EMERARHEITTIRE, HIRETHEWN
RETKBARNE—TEEEK, NE#FITHERIMIEE, XML EER
R, SRXPMEITEBOILABRNME LR, BERIXTEITRFAKNIREIR
=,

Drobot [385##IA T 7E ({EapBEMtk: TR&FE) B, U EHERMERBEAILERN,
BR—TESHRNET, EEZEPER—TEEFNEIR, IR gEH—SLEN
i, XTEETMIEFRESKNER, XTEBEARRXGSNETEE, B4R
RRAREXNRAER, MEERR—TFXTRATHRZEE, X EEZMERE
A7 = PRERSILAMAEERN ., XTWEEEX THREES T AO LNRAREE

B, EEIRES, XPEEMERERE T — MR HERNNE, ARRBEERN
FERARAR, XTMIEERSTN, SERS T IEFME XS &HARERHFITIE
2, EeE=E8E8 THICRRBRFANZEATR, RATHXMERTAEERTIRG
NEHEFIRMES, sz NEE /Y cluster,

3.5.8,

z-bin:
10.14 1.4,712]1,6,9,13

min—max

/ 1-4

Tile lists: |2,5,11,14

3-8
For the marked cell, 6-10
the tile list 1s 3,5,8.10,14
and the z-bin range is 6-10, 9-12
so the lights on both lists 1214

are 8 and 10.

& 20.11: {£/ z-bin 7%, 8 TESRIEHE z—depth #EEF—1 1D, RE tile BAER—
MR, B z-bin SEFHE—1&/) ID MmxmK ID, BI—MAJgE5Z)REEM. RN
JREE, X TFARCRETEPIEEGR, BN UBIRRR IR KR EIESNEL D .

5 ERAEETRX, SCRIIRIIEFENIBRIIARIRA z-bin, XELLREEEM A
HAEFED>EZ, EZMADER, SRSREBESM z-depth #ITHIF, FHRIEXLR
BiaBENAY ID, AEER—AE 2 U AR ERH#ITOE, BTYIHEEBHE
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BVRERE, MAZERIHTNEE. 81 2 IR REFRS ZESIORIS/N
ID #M&K ID, FNE 20.11 iR, ERNESERDREBRIORTIR, TR UEERE
AIVTRER#ITHE, AR, 8TREUEHSIHEIXT 4 tile 51, URED
YRR —4% z-bin ID SEE, tile FIRLH T 1% tile PRIGESHINX MERAIFAE I
R, MERREERNARIQEAIES 2V RESER ID EE, XRENESEX
RTER, RESBLIX cluster FIIBROLIREIIER.

ZEEFNBTEN=HENMBRIE cluster AIRFEFE—IERIIR, MERFE
B4 tile BIYORIIR, UR—THTEME 2z I AES8VNERARNF], XA
BREENAN, ERXMAE, aAIUSMEDMNFENGERER, NREDNmT
B3, EAME2ERES MERNERCRN, FERHITESNIIE. (£ z-bin
ARERSH—EXRFEIRDE, (B2 Drobot R, WFAEBHEMS, NHERAE
RORE vy BRLINN z-depth ZBENAEES, ERGEEEFEF[TITESE
28, ZAREBIERERELER tile PLELITFREMFIFRBR.

AR AN = HEIRENBE T A ERNUATILE: SHREXN, BPE—TK
BEE/\XENETEL; MAExN, BIfEE—BVH; IEREEREESH,
BlaNENE R TR B BAEER— B, Bezrati [139, 140]x—MitEE RS
FRNITDIRER, MMMEE—MEEERIIER, ERE8 MR 8EEHEINT
B, Bl&/) 2 REMHK 2 RE., BIXMAN, —ThRITAMNRBELEFRIAS Z
REBESZRIYIR., ODonnell 1 Chajdas [131232H T 9 RICER (tiled light

tree) , XTEMWESTE CPU In#HTHME, MIMERTEREFRRNDIRIEIRIIE,
HHEET 1T REXENBXREM, hEiEiR, 5 Olsson FA328]K9MMIERE,
IS ERE— TR = HEIREN, MBI — tile FE RN 2 STHE,
ST — T EMEREN—HEREN, XMEFIGEIRRIFIHIRETE GPU AYZRM £,

¥ HEES B IFHAMNBE A E YRR R tile PSR, MIIFRIRM T —MESEE,
AT DAEIENS tile XD MR (LEHRERNEEZREEEHE) . ABERERNLR
N, SBETERSNXFENFEFHESERRNVELT, XENIESGRT.

BERERIIRMA DA MERSNSE EHTER, ERFE L ARMNRHIFIE
®, a0 EwRohRE L, UESNEREERAR, —RER— T HRITEEREN
A%, BABhgEEBR G-buffer FEEARMAFFNBIEEML. DRAIEE
BRI LATESZ 5 OpenGL ES 2.0 fyig& E#1TEI, #5h GPU JLF 25T
OpenGL ES 2.0, {£MA OpenGL ES 3.0 MG EAMEE (pixel local
storage) B9¥ R, ARM GPU FRRIET tile BSBRAZ, BT ERUAERFINFE
JORIIR, BZER151F N Billeter BEH[145], Nummelin [1292]3 EFE5IZ MR
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HinTSEZI RS RhImRAIE X R E#HT 71918, HREHET —EXRD XD EMNE, E
N ESRHREBEMG LXIFRYD . BTBNKEERTET tile (UER, R
FERE B LAY G-buffer BUER ATFREERMAZFH ., Smith 1 Einig [1664 [##iA
T{ERMZETF fetch MURRAMEFMERLIX—BRY, HRINXLENHIGESERKSFER
AR —F AL,

B2, AR RESEFEMICFIIRNFIFRAK, AINSEREEMEIOEE ik
1TER, FEXERARAMNATEERR, HRERGGEENERETRIM
BTRATEETENCORME; M/ OERRNEedEHTHRENEE, FTUAK
FEHERANTRENAE, MISAREMIRSNE, ENREARGIIF—F, EFE
BRI IERTE], BRUNRFAEHMASESHINERET R, BANERSIFRT
ERAATEREMAFL, RMSERMIMNIFTH, E—EBERGT, FETHN—
ERARBVFAZIREF 2L, Hla: MRKEZE—RIIOR, BARTEHTE
ASCRAFRAVTILIE, MRABRONREATESHFRDICR, BALIREZRA
BESHREZHNE, IRGFRPESTHZARYR (REFW—TETE) 95
R, BATIECZERDEEERERER, HE—LENEXREIZFEICRIIREZ
ToESN, SRPN/VITEFAEERTDER. HERTERTDHRRN, &
BESRME T —MBREEEHINGE, BEANUR/IMEREFRAHIRS IR H KRR
iz A, FEEBEREDNBREREANGHMIS, HICE, EEREM
RORIMR, RIDMER L7 ENER—f, BT ARNRARAST B&IERN, XY
NEUATZR, BERTEMEREES TR LRNTARERN589],

Trad. forward | Trad. deferred |Tiled/clust. defer. | Tiled/clust. fwd.
Geometry passes 1 1 1 1-2
Light passes 0 1 per light 1 1
Light culling per mesh per pixel per volume per volume
Transparency easy no w/fwd— easy
MSAA built-in hard hard built-in
Bandwidth low high medium low
Vary shading models simple hard involved simple
Small triangles slow fast fast slow
Register pressure poss. high low poss. low poss. high
Shadow map reuse no ves no no
Decals expensive cheap cheap expensive

*® 201 WF—PHBNEMEIE GPU, ST ARERGE, 23l E5HHE pass BiE
JBH; B pass IEIRTBER; FRDIR/RENIFEDERLENLERESR; FRDR/REREDE
HiERRIENEZR, [1332]

ERAATHNEE, BIMNER 201 HPEETEMTENTEES, HRFEHE
(Transparency) "—1THMARIL, KR T AERREAEHALERER, EHERXREF
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ArimEe, ERNN=AE%A (Small triangle) ”RIEREBNEF—MIE, [
BRZEE (£ 23.1) ERREENTESBERT, RAMBNEMERTSET
DitE, “BF1F8REH (Register pressure) "HEHIEENEBRNBRERIEE,
EEERPFEAEZNFER, BERIEEHRRDMENETE, MTMSE GPU K
warp ToiEM T D FIFEN34], WMRRA—LEBEREE (shader streamlining) 757%
H9IE(273, 414, 1877], AP HRIEIREEBMRELLERECBRANBASIER, =
GPU EFTZEEMERN, BEMENERHERE MEIARIIMEEE[1589],

HEEASCRNNR, PBEAERE— . —MRNEER, BT RIERE.
BRI RKIAZ S, REEEAEEMIFENIERITE, XETRESSH—LRI5H
FRRERNEE, Harada FAL667HTIE T A IUIAE—TDEHRBIEERRAP(E
AM&RS, MMAS T RRENGRBER—FIEOESTHHLRNL.,
Olsson % A[1330, 1331i18 T{ER G AN E T (occupied grid cell) KENIF=
JLEIERRRIE, MTARRFEE, HRIEZERSBER, ML RE T — R
BARSR, BXLEBRNBEMES CEIRFEES.

FEREATEMAZRRZEBRERICRIIER, B —MHWEREEENGE, X
HEARERR TEEEN, ERHTAFAIRGIES8S], RLEAREIGIPrIESE
BRRERXMAE, HEIZAH cluster FERBETMEERAINA), XX
MERERITERND ., Persson [13861iRIHA T —TEANRELABDERRANRE, H
PRSI FHEE— T =R R B MEF,

20.5 FEIRZIE

ERERES T IELHIEE, AR T TERTNERE, RAEBEXERTE

o AMAERK G-buffer BT R, NATKRELTESHMR, S—TIEREICHL
RURI R, ERFEZSHEMSWNER, EXTIREFERITETREIEAE, WRHER
SHNB— TR REEXEE LM TREER, BLAEERE—TYERTEREN
FIBERMEBERE T, A —ELEREBRAASHITHR D NETER z-prepass, M
T 38 o X B A RO SR E AT LR T5(8)(38, 892, 14011, AT, EUFMYJL pass &iF
SRAGRAUBERTEERN, ERAKS. FRMUNFERIGRRNSEEEE, RN

TE FRNSEETAEIMA, X TEIMY pass AIBES HRESHH R ITH.

2R ANAIBRY G-buffer EMZ, AFNHEREAINRAMES. MERLERSH, &
BAIEEHA AR EZEDA, FEAEREMMAIEEEESEPE GPU LR, TS
18 EREIFAMITCT, HEMMEEEFERN, MERNEHERREZN, Z
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PAINZBRALLZRMER S ZEARRE, EF—1"EEZREMEE T HREBEH4
ERTFaMpREREHITHRN, BN —EEER, FINRSSMNARZALNES
BEE. AREIFESIERE. MEREMSMANRER, BrAIMATRERWE—Mt
/X3 NPSE R

R GPU it EeENIF REEHHMEE T BHERMAMES, (BE2XMIHEE
FIEIREBRFIARE. GPU ITHEEENINERKEEEIR, XMEEHES5 GPU LAUFITNEE
HES, ERE—FMERARFRN. A2ER (future-proof) RE, K ZHIGIEREHRZR
fE)E GPU ITEMAREAX A L, hAEIR, ERAZIMI GPU i+ ERBE R T
$[217, 13321,

EAE—YEARENAEREFLLR, EMMERTETH/LE pass, HERMUESRE
ZHDE R ISR TR ., Haar ] Aaltonen [625IR TUMEI7E (RIB(ESR: A&
an) P{ERARBIIERLIEMN (virtual deferred texturing) B9, IR SEIR T —
N 8192 x 8192 Al MBHEREIE, S NSEENDPIERN 128 x 128, XLENIER
M—TERESHIREN, XTMSIEEERITFEMRE (u, v) SERLE, BT IARRIAD]
EEFIEANE, B 16 bit S TFFMESERELNR, HEHX % 8192 MIBEE 13
Nbit (28 =8192) , FTHY 3 bit BFILNERE, B8 MNRF, EETFiE—
32 bit WEIEREE, BEWFEEI—TMETE(498] (£7716.6) . XEFMERER
TE— 64 bit B9 G-buffer, BTFTE/LE pass FHASHITEIISEEH,
IS B A HI P SREIMN A RIE. EIX1 G-buffer i 2[5, EEEAAERIA
AR EMSEE ., sIEB(1RR, BEFEASIEN mipmap, FEHERFE, EL
WX NI RPAHAREEEEFER. Bk, SVNEBMEENSE, HERIRLRIE
I (u,v) BERGERDSITEMSE. ¥R D 2@ IHEHCN2 M SEEE S
tile MBRIMY, BITISLERLFMERRIA 128 (BNSBED#FR) K2 E D,

£ (RIEEFR: KE®) PMEAT S —MEREERANZEAR, ZERAUND Z2—8
DHERFGRITIES, FHER—MFHAZIH MSAA, 7E{EFR AMD GCN BIiE3% A
L, Z&E{ERA OpenGL 4.5, OpenGL ES 3.2 MK EfMT BAARFK L2, 1406], A
PUIRERIZE MSAA FIREET . Haar # Aaltonen 3 4x MSAA IR E T — T INI&E
R (CRHEER) , FEETMEEAERZRNNTE2REEMNFL. BEUNS Z2—8
DIRRIGHITELR, MAIETUAFIE MSAA 2 ERMEFE. SURSAR (u, v) LD
BERTUEREREMANER THITEREGE, HEFH 8x MSAA th 2RI
) (FBHTHEEE 2x MSAA) , TEEREGHETESHNIGRA (FI20#H TR
R) , RMRAREERD T ERFBERIORE, LAk G-buffer IH T M.
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SEFBSERLRT A ERNIBEREIEE DN, EolMER—LHMIAZ, Burns
A Hunt [217]33 ] EEHX  (visibility buffer) ##47 7HEA, fhi1EEDEE T
Mo EIE, pRR—T=/K D F— XK ID, fE 20.12 Fim. XPATILAE
pass WEBZRZEEIERER, BALRHITLEEARE, MEFTEEFEMEXM D 1D EAD
], FMEN=AEMINREE ((LE. E%. e, Mi%E) BEEEERENKX
., 7EEREE pass HilE), B MGEUE L ZFEN=HF D M1XH] ID =BFHRER
XLEHIE, MABGRALTNNRTES =BFER, MmRFIE LR, BTE

ZATNINKREEZ BRHTEE EREEAIRNTEROIZRERHT, B
AMRERRFNITE. SUEBEERHERERS LB TGRITESEN, mA

ERERIN. REEAXEHRERSGRHTER, JMEBEQUMBNDELE
SRR

B 20.12: FEAER A MM m[217]00E— pass B, RE=fH ID FLHl ID REELHE
fETEE G-buffer 1, EPHRE N =AFAUTENEREHTE T, [1885]

SR LRI RTERMAES, BR2IFCHE, ITEENNIERKEE Zt® R EES
Bk, TMERHRTF—MTEEERNEL, EMSRAEREMBEDHATIEST
g im miisk., MRIFZTFHINEHERT 64k, HEBSTNEFHN=AFHE
F 64k, BBAE ID KEFRLAA 16 bit, G-buffer AILAMRERIS MG E 32 bit,
BA—EMNIFRNEE 48 bit 5F 64 bit,

Stachowiak [1685 @A T 7] WL /M — DK, BIER T GCN 224 EA—LEr] A
INRE, 7E#0YA pass HAlEl, =A@ LHE LRt AT BUH TITEHIRGEHTFIE,

Chapter 20 Efficient Shading 53&® - 29



X#F GCN ATt (BMEER) ERFrUMIFRROMAREITER OSR, MAE
HENESMEERHBRITUR LS =AER. SAXFERIBNEIINIFETHE, B
BEMBEE—TEENNR. YTEIENEMS, RENTRIEETHREEFE
BT ERRIMBEIERIVEME — T RP X, MEELEREGHE A M ERXLE
BEENINRAUE. REXENERENMELITEERMINIEEEE. BEES—

B TTESRE —IR pass FHITEME, RAXMEEZELEEZLR, MR
R, MRAGS=AFNERZNL, FIMEREX T ERER.

XMEL ] AMEE/LARTIEBIMEEMEE, RMUTZaiREINA S, Aaltonen
[2]#8H, MSAA MIEREFEARAMNATFE—MEE, Mm#E—D D RENTFY
FEE., AT TX=MAEREFMETE. URITERATLELNESR.
Schied 1 Dachsbacher [1561, 1562]i%&3% T S— 1R A, 0] 4R P X
it b, 1 MSAA IIRERB VN ERTERITEE, MMM SRENNTES
MR,

Pettineo [14071384, FTHESIE (bindless texture) IHEE (ET 6.2.5) AILMFEE
RSB TINE NN R, MAIVIERSIRER SRR T — N E AWM G-buffer, BF#=F
fERE. BMIIMER ID FURESE. thEXS Sponza REHER#HIT T, P&
AL EERINS E M z—prepass WRELRIMERHE. MUKRAER z-prepass
MRELREMERFEHT TR, HXH MSAA MR, IERLIESEELFILE
BIR; HHFE MSAA MIEHER, IEIRSEENZELLRIMERE—L, [ENET 5.4.2 FFf
R, BERSDHENAMRES, AZIHEFHEREETEER MSAA, MeakHiT
AT ER LS, FEULESEPR EiXFh MSAA TIFHIRBIALEE,

Engel [433J38, HTF DirectX 12 ] Vulkan &5 LKA API 451, XA IELE
MM SZEFERRS| N, EFRITEEREEN_ATESHTIIR (BT

19.8) , UREAITEEERF[NEM—ERBIRA, AIUEEOEEAMCN=FA
o8&, DirectX 12 # Executelndirect &5< ] AR EIZ— MRS | £ )%

X, RERBESERIFHN=R. 35 —LEHENIRARS—E(FERR[1883,
18841, Engel IO FEE T, 7£ San Miguel I3 RMIFFE D HRIMBAIRET, 7
NEEPHENTERERL R, HABERSSHRNAMNES, MeEEEDLRE
HIEAR, GPU Lk API SIEERIRREMN, AIgEat—FiRaEHMBERM, Lauritzen
[993]x3 AT L8R X#H4T 71118, URFBZEUCIXT GPU HITHUH, MMBEELER
RERIARFLEM REERNA .
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Doghramachi #1 Bucci [363[i¥4Hi1Y18 7 b IAIIEIRSEE R SE, MRI1FRZA
deferred+, AR STE FEAREERL T BOHAVGIRRTZ AR, B9 HERI—MAIRESE
HMA—FRFIIANHIT FRENERE, RASTIEFNEMEREE—RE
SR, BT NEERPE] ILAVFRE Mg B ERHITIER, XEREES R AEEENMR
WY, [FWNET 19.7.2 PREEIHCRBRHE,

IR ZRE T alpha #=LGE, MREFEIMECGENTE, MATEEQHIE pass
(& EMD z—prepass) F#1TIHE], MMRIEERZLEES GENMEASZHEE. £
IR R G, FIRAEMCIRENERZ—A G-buffer, HREIERE. SUEL
tr. =6, BENMER IDF, XEERERATHGERHTER, 2RRRAH
By G-buffer MEBLEEMIEIRBIEL RES, BEREBLRLER T NAENSIED
B, T (REERE: AXDR) PRI RELZSEEmNS, IR
deferred+ ZLEREXRIOERHNEEEIR, FEMITANER—LEEMNE A9 B
FRRE, SH—FSRAZER, IEEER], GPU warp FIEREFEEY, XE
RERN=FRIFMEMMNEEEE D, B GPU HEMADRIRINEL, STEIREEE
tE, MEAANEERLSGESMEREFEMA L MR, BIANEESSRUHAIEE N Z A
. ZRAGNEBENRREZASEERAERERN, EERENMREA.

20.6 MFRTEFYIBEZ HEE

BITEERENERRSLARIFERRBHEE, ITRERAETHRRELINE
/i, EANTR, BATENRBILMARBENGE, ENAKXESAXEES IR
NBZFERF, 1550, FATEX Reyes ;B[ 289]hE /X B ZRESIE
BHTIVE, RRifEMASZER—EER Reyes KHERRS, RATIEM]
FEFRAEMENNEZ BRI ERFTBRRHAITER, (EREHN, Reyes A—F
SIFT SRR A AR T L B0,

“Reyes” XM EBFHIRFEKE T Reyes ¥ 5, BREF S N “Reyes”, AFER

EBFRATEZIN—) (Renders Everything You Ever Saw) 7,

Reyes Bt /OMBEZ 2 M Z 182 (micropolygon) . 8 1MREHMSWIIBIL—TIFE
FRARPAE MG, ERIGRATR, XTEIE (dice) EiATERISHTRY, HBRZE
B TMHZSUENRIANZETBEEN—FES, MRS Nyquist IRER (E

5.4.1) o (UTMHEIRIMNELNE B IRBRODDIEESHAFR. EXTRER, B
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HITER63], BMEXEREFNFRIGRFAHITIVE, ANERARRT —E+5
BMENIRE,

B IMMUZ BB ERIEAR —MERFIIEIED 4 x 4 ZEMEHR, BI—PNBREN
z-buffer, XTREINENEBEE =4 IRBE KB R, BAEMEZE, 56
BN FRZSDENBEERMEEN, FRLAXFRRMR ARERAETIRNER
(object-based shading) . FILUGESRImEEFMIERE®HITIER, EFRIDE
BREENMCEE, ERETEFHEITH; MEREBNEENMEM R ZEHTT
79, @& 20.13 Fixk.

[ ]

[ 1

[ 20.13: Reyes EFE%. S TWINESWMAD MMZLR,, RARRIBHAITER, BTEER
HN—ERSER (deR) 5MSBEHITHERNL, MRERE=BTERE .

AENREEFHITEEBNEP—MIRET, MRIEEER5 EMZ U ERNE

Ko WIEW, PIUNUEE#HTHED, EEETHMSAEFES 2 RFTHIN

=, AERIER, AJUAXTHSBIAARBERTIZR mipmap #4K, RNEERR
S5EENREEREX. RIGH Reyes RAEEREEILDLSEERNMRABEEF—

ME, AAREMZSDERERIAFHITIABR. E2XMABEFRNERTRERIN
#, a0 BEREIMEENIMELGE, DWIEERERIGEHITRENTIE.

BEIRMASORAR WP RS S XM BRI —E T, YT ooiEims, &
—MiERAEEINER, 8TMHSUEAREEERERIE—MIE. Eit, 817
MZBEAERDAE LESEBARNME, MMFEERR, SRBROZIS
RN, MBBENTHEETIREE.

Reyes EiASAFE—LiRR, B, FIENRELTBEBRAS, HELIEED
WINER =N+ RENEE. ERURRER z-buffer ANIEINNN 2RI, XATEE
FEM—ETELSH, Nyquist REFIRIRHANEIREREBZHIARTRESIEEFSM
IR, MEXMREEUNEZIFLEBRIMRAIMR,

—RKIR, B TR INE FILHRY (chartable) ”, #G)I&ER, METRUMN
BE (u,v) SOBAAR, MTAEE AR MHE—SNAINE, E 2.9
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& 6.6 i, ETXREBAIUANZEEHE—TRUESE, SEMRBIE
REMEMRMAAR, ANESTREAXEMERNTESEHITRS). £ GPU LT
ETHRNER, —MREHESHMEAD IBMANTERLS], KT L
BINRETER. IFEMNRNATESRS, BABT=BEMNREREARES
MRS MEERLE, AERBETOOAZER (ET 23.1) , BERN=AEETENT
GRECREAH, ALEAHESREEEKR, GPU X ERABE —EREGEN=AN
HITTERIAML, Bl 16 MEEHEES (F723.10.3) .

Burns FA[216 [} TR RZEFPNERHIT THRR, EREBETUEZAIR
HNZE, BRIMTNRZEFNER, IHER—T"ZBHEME" KHRE— TR EIE
HMAEE AR, FRABEMEITHIR, AEEHITIEME. REER—TIRIZAS
KA FEME RN NXGEHTER, BTUEREINTRELN—TXE. &
BB IFRAINS ZBENEARE ., IR/ AXREHTERAES L FRE
taigit, R —ED BRI UENSBUEANAZR, SRR EEBEPIIN T
BRI, BRANBEARNEFHOARNA L IETET RN,

BEEZHMMAM Reyes HIRE T R, BTN GPU LHIEMIIR., BIRWE
BEEHIT TR, Ragan-Kelley FA[1455]1RH T —FE T ARFERAERUME MY
B, HEEBBNATEoEMISRER. 4885 1M 4HE: 2 PRRIEEA
B, 2 TPRAEXAMNE, 1 MERRNE, JiMlEesssl# TR IE, ¥F—14E
TR MR, “fRiEISY (decoupling mapping) “)RE T HAFENEBER,
Liktor ] Dachsbacher [1042, 1043]AEK M ARIZE T—MERER RS, HHE
BEASTEITENMEN MBI EE TR, EoIEMISAETVARHIRERS
FRER, AEHEBITENERAIMMESFEA. Clarberg EA271fRE TEWN
BT ERItEEENEGT B, XEFEERT LR EELSHINEM, FEibiFd
MRIRIN=BF. BTEERESETEFHITITEN, BLEMSIERERE
BENIMME, SGREER[TUEANEGMEERNEEMEINERIVERSR. XATFE
W ESEE D RFOFDEBRA, NTF—YEHIER, XMRANBREBEER
4%, ERNEILAMERA—LETEIEAR, Andersson ZEA[48IRAT —MAENAE, EF
MALEETEER (texture-space shading) ., SIEN=AREHITHAZERNIL
ME@EIBRNIR, RAEEAISHIRRENAEIH L BirrEN Xigd, BREH
(u,v) SRR KINZ=AEH#TEE. BRER—/ETEE:R, KITEENM
BHE8 Ml =AENRY. ITRIESEATHEZ=AESE/AINTELR
B, XPTEREMELT mipmap, BEXMAER, WFMERITHEBITEE5H
EREEEEXEX, WE 2014, WIMERBENARERZELNER. RS
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Rt MNSEERERENVNERHE, B, XETELRNESEDAINEE
AT EoEM SRR

& 20.14: WRFELEER, LHERANERER, BETHSEM, PENEBRTER
PRI L=/AR., BA8, BI=AFSRIEERREEXR, HmAZEZHA mipmap BRH,
PAMEERAZNE T BN pass Fdt1T{ER, [48]

Hillesland #1 Yang [747, 748] B FTH8IET BIE B, PAKREMTF Liktor F
Dachsbacher WEFHE ., MMITE/ LA IRGHZIRELAE, HER—ITEER
g RIBERET— 1 EM mipmap B9, XTEMPREFHETHNRNERER, BXE
ZIVERZIRAFIARIXNEEE, MMETREHEANERER, EF— pass PESR
F—1TEE=Z/AF DR IMEFX, XFEMNNITESERIUERGHEINS
Bk, F#THE. NNRGEERZETHRNEN—2ME, ATEEEENRTEH
HITH, FIAERMNXESS SNERNMESEEMERXEL, STLE mipmap B
FNREXE, MREECERZAMELITEL T, HEFRREKXIA, BASBHEE
SFERAMAREMETITRE., RENERSEMMR. KBRMNEMEREZMEMAE,
BEMIIEI, 60 FPS iR, SMESFER—TEBEAMHRINRERMNZ
AT, MIIERRE, X1 mipmap BRANMYA BT RSB E=XENAR/NKHITIE
#, BB EM—LEERRNTHRATEE, INEETXFLLNELZTN, B
BB mpmap ERESTERERTHNEBITEEREL, MMILRIIXAIEERHEX
EEROFHETE.

Baker [94f#12 T Oxide Games i3k (FFRUUR) AT RHNESR R, EXET
Reyes W&, REARMNIIAT LEFERANAR, AESMERLEN—T
2K, KEFSEETEPNEE, MARAANEBSEEHENV R, XEMRERAM
BT ERSRMEHTX D . 1IN T:

o BEFNERMN“ELUIE, RIAN 4k x 4k, B@&E 16 bit, ZEIERBATEE.
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o FRIEYMAESHIT L. MRERISCEA, NitEMRERS LAOETER.

o« XTHRERBTAE MRS EELCENLES, MRENEREBREATLEEST
BIRVER, NWSILLEGI#HITE/)\, MMESIEREEB I,

o ETMENERAE—TUESRRTNT, ETMRSIOXMINEIKRERE L.
BT MRNERT=ZRERENELOEH,

o RIFFEITEELEERI mipmap ER.
o MIFFWIRRITICME, FERELEERYENTHITER.

RS TMIMER SR, FJUZIXFNMR B—TRIHrtiREE, tEE
= rifet. B, #E. K. B KEF, S—MNEREHEE SR BRDF, WRE
ZHE, AIMEGREAINERSIRI L TREARAK, ENEsetfE, fIMih
[EEXMEREEREES EL0EXANTEER ., XMENIFZRTEBRE
WIBEAMSRERFIRNER, BTERERZFEN—TBAEMINEE LAY,
HASERAIRY, ELXPMEEIRNICMEEE DR R UA— DR E IR AHT
T8, LA 60 FPS #TICM LR LS, 20& 90 FPS RUEMIELE R RS, ]k
Il 30 FPS NEBMEMELZRH T, AEXMELIEBNENTEKRE, EMEEEE
HREZRFERS, JUOEFRZANERE A RIFAE,

AEXMXFE—TRFRIE, BAT/L . S8 LRENSIZBALE, KRAZE™M
BRI BERRERELD, RAS TR MRILKE ENREEeSES, B
ER—TESRHRHITAERN, REEICMCERENREGHIE, A, KRSEHR
#iR@E, (£ DirectX 12 1 Vulkan FECEIRZ AP BB) T IERRXAMHH, ER
FEMRRANRDEELIE, BEXNEGRREFEEERN, YIRS L—LERAN
IR, EBNRBEAERME (FIA0HAZ) ATeem Bl —LpEE, FERIT T
SMOFHRERE, RTAEELEEFRESARDHRBIZRZ BIFETE. —EREE
[B] REYRRSEIEE SR LA, BIAFRZ BIMRIOERKS . SRIGHIR] WIEEH—
B, FIERRNE BRI TRIRAE, 23R TEeTENt. ¥
HITERIUE, RARKMEGES, XRMEERBNIRZ—. W TREERERRA
NREFME (FIASERTSREE N RTS) |, XMRAF GEERIK. SERNERE
BRAE, 8TMRITEERRESR, AEEEEEETMIRNER ESTMRH, Ak
LEEFRBEEHRNIE (FIAIRFANAK) , MIXMERARREERSNIFEERR
Do ATH-BIRE MR, XERRAIUMERRIREERHTESR. WE 20.15 A
T, BEBBAEARENR, FIMNERERIREB/EMFE.
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BB EXEERN TESREREENTIE, AZTH, BNRPRTETRNA
B, REEREENERREN—BELZIIRAK, BHMNNEFRENTBATINEEERN
MATEE, ARBRENRNCUIEN, URFENRE, EEEREATIEEMER
APINRR. BREDHRNNINES. UAZATIEREMEMES ENHEZME
HHRER, XESHHNERRAREZREUFEY. AR . BEAENAARITHE
MR,

20.15: ik (FRWRY NS ARA—FTIORMES., SMENSHFSHE )81
— IR,

MRMMBERPRXE, BAMGHMELEE TUARENERSIZERETERANITE
[FIE, BIMNBIRZ—RBILBIRETE, MEDEERIERZIEPIIEXFEW,
RIEHETRXERARNAE—RIIERMN, FH118ZIENEFEIE Courreges [293,
294]%0 Anagnostiou [38]& B XN ER\EREBNMTILNX ., ELZE, & FES
I ETREX LD IEHITRANAR, FIA0EMTISEFIG 8T SEAEZR . B3N
MAtERN—LEE8E . UREFEGRNZRMFEE,

#FERNEH R IR

Mo, HEREE. IDEE. PJREE. REFE. ARMEETXNEMESHIA
B, RRM—MERFNR? B—FAHREEE NS, RIIXMNEENESR
= MIERME (it depends) . FEHTE. HRIFAE. ARERMRITENEFRH
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=, HAMUNHROEEFTELID., (FEA—TESR, Bf1#E Pesce B91EX[1393,
13971, fthx3EZFhA RABRIENNERT T 2198,

SIGGRAPH IR “EI Z R ERE REEEMFARS (Real-Time Many-Light
Management and Shadows with Clustered Shading) ”[145, 1331, 1332, 1387],
NETHREBNRELEFEREA, URE(EEREEMpIRERFNER, ©FKk
TR ER, FINAR M AR ERR IR LR D K, Stewart Al
Thomas [1700]MNRHAIRSERE T HIRER, HETR T AENTRER, B8R 75
XA EERILAY, Pettineo AIFFIRIEZR[1401]3F R EI R RS 5 IRIER
ROHITTXLE, FEFET &M GPU LRER,

XFEMKSIMT, & Zink EA[197118% DirectX 11 f9EH, HKRL 50 TTRS
FFIRBER, HEIETIFZHERAEI, NVIDIA GameWorks {SABRBI[1299]83F
TIERIEZRAAY MSAA SLH]L, Mikkelsen B9i83[1210], K Ortegren F1 Persson
[1340]%E (GPU Pro 7) —H 1, WA TET GPUN. BT oREBNRELEEN
MRS, Billeter FA[144]58 0 7 MO RAIAE BRIRIGHA T, Stewart [1701]
NAETHEITEEERPHITOIREBIRIE, Lauritzen [9901RE T — DD RIEIRTE
FRISTEXH], Pettineo 14014958 7 —MMEZR, BHEHESRBIDMEEHRHITTLE
B, Dufresne [390JfRHt T — 1T EI SR LR MEBAVETRIE, Persson [1386#E{#
T—TEARNERTE, REFEERBERAFRMNRIE, &5, van Oosten [1334]
W T &MRMTE, HEHT—ERARS, HPEIIM T ARERNERE. 53R
K vanilla BIMNER, HRERTENIZBNEEEZR.
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