Chapter 21 Virtual and Augmented Reality E#{I}
SEHIE5RI 5E

Philip K. Dick——“Reality is that which, when you stop believing in it,
doesn’t go away.”

FAE K @R—"UXHE, BMERTBREE, ERTARER, 7 (KEN
MEUNRIER, BRZBIZERRERS, Bl (RERF) 5 1928——1982)

FEMIRSE (virtual reality, VR) F3E3@INSE (augmented reality, AR) 2—FfndE
PAERSC RV URFIBA R RENRAR, TIFENEREGE, BRIl XRRBHF
BRNMASE(NBERNESHRESE K, MEMIMZNZIXEZTEERIZ T
5, WME 211 fin. RETRESERNMBXMMMEEARPRNEREAR, XAMEABER
BERERASMRXR G EMNEESE &, EFNXIMAREAFE, AETHNE
RREBREERMIISERA L, BABRNAEENME, XMEARBEZEFTEM Z
HINZ A

& 211 =(UfEEFERTEMAEN VR R%., MEEIG: Tomas fE{EF HTC Vive; Eric {§
F8 Birdly #&il2s, ATLOHERAERGRS—F$#; Naty 7£{FF Oculus Rift,

BRRAEREGURFI—NEBD . MBHNAENRE, EMNESEREMMEEN
GPU, ZZRAGHR—TRANBZERNE D, XTRATHIGTSE MBS, Bl
o0 AERREEEASLERIB R ERLER[994, 995], BMMMANIRE (HgElramaEMRE
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FRIGRGHERKERZES]) , SFERIXBIRENAFIRE, URSAERNENSF
F. HTRENMEE. FEE. BIEHE. MENEMN—LRZRH#TTE, E5
ERAT —TERRSHZITEE,

REDREEEITRENER, UEXERAZMEGRERNSR, BRENZEHE
BEEHRIABRSMEMIZAZEBINLRR, RN —LERFRI SDK ] AP
HINEES BAR# T1918. FAIZSUNBHEENITENEFRAREGREAET, NTIR
HEERNRFRLR, NMiZBERERXERAK, HE BRI XERARFITIEN,

21.1 igFM AR Sl id

BR 7 CPU M GPU 24, BT ERINEERIEMINSEAERIlsLiReE, W3R NE
RN E BT, HPERSEENNAPRERERNMIEERRVERSS, UREH
MANRE. EETREAHEH, " ERAERERFINES, SMAEEEE LEUD M
THED . —EERARBESER TMHRIINE RS, XENERSZRAFPERM
MILAZTATEIEENES. MY TIEENEER, SREER LSRRI
FERE, REEMERSHLHFRONTFHEES.

RIS 8L — P H NI, E/LTFRMESEIT, BREFERET
AREBANKIERRE, ENSETEENMEE, XERAREE LEIEIYEEEHYT
INTFEMFNANENEARNEI[095], FANIAABTUATRRARK, BIHRERY
KRS HFHIF, FITUNEENETELHNE TS (head—mounted display,
HMD) &R, XELZFERZ, MERNEER (20 Google Cardboard) , FHE|
APLEFERE RH BIRMEEIMAANRIRE (B2 GearVR) . FHMESH. #dt
(magnetic north) FIEMA G FEEREE, AIUMBTFREERENAE., A
(orientation) , BRMEMIFFRAZS (attitude) , EBE=TBHE, BEMEM
(yaw) . 0 (pitch) FRER (roll) , WIET 4.2.1 FEMR, 1HX API AT LS A E
REIH—HRRAIRA. IRFEEMSRENTTH, MIISERPERNAS, FINEENS
HNESEMESOM, JMRIFSXERE—RIE, RARERF HEXRERE
MR ZEAE, X PRIENSSEIAAE SR,

HZFNNEENERTEETEBRE B THETAE +3 THTUE) , ER
UEEENERRETRERN,

BongENITEENENER, ERESEX GPU I CPU BHRINFEFE R, XLER
ZRE T EMNNERTCEMRMEN , —ERANNEDNELIRE, APIOXENIR
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BT —HELGERD —aUEBEMNITEN L, SRXFMIRE TBsER, B
= ] MER B ARIL RS

XEBHNTREENBMM RZAVEREE, B Oculus Rift M1 HTC Vive, “E#PEEIZ1R
M TERE (6-DOF) #ERR: AEAUE. HAP Rift @I =TMILATIMER
M, RIEER HMD flizHlZRIE . HLFIRFNMUEEEHEENIMNMERREFETT
WERN, XMAXERABIMINATEER (outside—in tracking) , kBIRFIMEBHY
B—HLIH LED (551, RIASSEHAITIRIR, Vive M{ER—33“ATiE

(lighthouse) 7, ESNIRERNEREQERALZFT—LERTTRANEE, L&IE
FRANE RSN SIS E X LRI, MM BESRUBEHIT=ANE, XM
HIRIR A EIMIBER (inside—out tracking) , EA{ERERE HMD HAY—EF

VAN
JJo

5 PC EMEMM#EEARE, VR RImERAIREE—TFFEH R, ERURE
B9, AHBEBIREAFPHTE, ET R ZHERAK, BERNVRARTHZH
EBNMAIRE. XEIRFEE: FEIEEMBMENSEREIRILE; R
R UREDRM (in-place) EmiNIRE, FIAENE, BEELHHEEZEE
S, BENBITENAGKNIBEIK (hamster ball, F&EE: BEIKE—E
BRZEREK, L ERAERERMRER) F. BT AFERARZH, ERRTETH

7. 1B A, ORERNNEZINRIERTS E.

IRIISLHE X0 BT ENERNRFRE SRS HANMEESES. Ea
DA EIEESINER G LNFEME TR (heads—up display, HUD) KA ER, #=
1R I SCAYE AT, 2009 FHEY Yelp 2 KBREE (Monocle) , AJLUEES A
IS MEEEMEREGANERE 2 £, BalmNARENEE R MEREIZENS
RERREFNIESNTS, (Pokemon GO) H—LEMXWIEEMNEMNE FTEIIFIE
1, Snapchat A BMQMEEMHSE, FHiRM—LRETERENERR.

NFERBERMS, JBAWL (mixed reality, MR) Z1&3@INLH—NF&E, HA
BEXtHR U= HE AR #HITIMNR SR E[995], REIMIT— 1 EFE]
EFA, EFAIRED, BEERENEMIUES /NS HNREGLBEESHE—E.
XTMZEEET—TEBEHEITREENTBENRB RS (tethered system, 1FH
7 BMERXAEMIAITER, MESEER) . 53— THFRE5EUUREI T
N, DL RAOIEEE ] DARRERAOXF ., EXMIBRT, B BEaTEEN
BE, MEIC (registration) HEEMENBRENEZNABALAEE,

XNTUHEFRERN—IHRA, 27 HMD BiinZE—TRE&N. fla0: 817 HTC
Vive B —TRIERGX, FREFUTUNERTIHE, XX TMREARENEE
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AIMEREVRHUEREL, HERFERNEGINUSZHE. XMEXERSH
FRRZFIEX AR FEZFIEN VR, HEWUMNSIE (Mediated Reality) [489], Bl
APASERENRIIMINME, XMERMSIALS EZN—MIRET, ERUEFH
EHEMMAS EXMANGRS, HRRETHNIHRNERTESE —ENHE,
FRRENAENEREEINE G, BETIRES LFE—EMNER, Vrvana
B9 Totem 1 Occipital B9 Bridge, #2{ERXMEELEH N T RE09061F, B4
BT ARZRZ, (IFFE: Quest2 F Pico Neo3 th# %)

FEIEESAPRAHE, MEEI HoloLens BREBIVEBUIRS, X2— TMAZRE
HARZE, HHP CPU. GPU FIME M2 24225 (holographic processing
unit, HPU) #HEREELBNIZEFR, HPWHPU 2—REHISH, EH 24 1%
FESUEROAR, HINFERT 10 B, XERO0ATHERE—1EMT kinect
RIS AR, X TRELTT U ESHRPNIFMEFHITIR, XTEEES
HtERes (FIAINERET) —&E, PITHAMMMIERR, BEXRE—TEIMINE,
BT EFERITE. QR (XBTHIBEE) EHMIIMNBTER, HPU ATAN—
AERNFEHATIRG, XEREFNEFEEATIMIMNIEEMN T AT ERIR
B, EEMWMENER, HPU Xr]MRBUREE B HEM LR, FlunARE?
KENWFEMZBR., ARG, XLEAERART AR FMESN, F1e0: 1EEMDE
NENTHRNEE L,

SEETHAPRIENERR (RMATE#HS spatial anchor) , H{EF HPU
1TIBER, AU EAERERNES., EMWENAEREN TS ENT B H#RK
TIREN207], FEERNEAHER, REXN FXEHSAUENGHITHESER—ENK
o XLEEHIBEARTUHTHE, XEWRE VAP MERRNMAE EERERNA
B, PAIMNNESHITEEX, MMESAEMUE EMBFP T UER—MEB L#1T
HE.

Hololens EB—3IZENER, EAITHF BRI ERRAIE, DRRERXE
FRLNEAHFER, BI5, XSFIERERILEMAR, FENERE
HEERBEXHTHIRN, EFRERERSN—TTFAR, IXEARGIZHRE
AR & BR0)@, FEHARERLIEE . AW, ZMERRFN—TIRRE
T, ERERSLNENATRETAPMEINtERER LENSE, fla: —1
BIENEMMEATTEHESEERNINIHANER, ANEREERRFSE NS
EREEMARES, XRESENIEREE —MF BRI, HoloLens B8 —
N LCD Eyta8, AIURBERIMEND, BIEINEE, XTRATUERHE
MES LRSI =EE IR,

y&i
1
1
=
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F RV ARKit 15 FEY ARCore, FIAFBF & & T A& FALAFAR FE AN _EAYIE 58I ST
N, BENMEZRERE—MEER (MIFLFN) , ERRESREBFRST—E
B, XEEHMETNETENERN, ANENRESERGNNEREEZ

£, WE 21.2 iR, T ARKitME, BIERIRBNNERNEYS, Uk—4HE
BF A A EZIHE, REMHAMINIER. NXEFIERETENERGET
PEIRIAE IR S SR EN S M, 5 HoloLens —#f, BRI BAMIMZEIEISE 5 ARA9K
FREMNEERE, AHREETE, ARBRXEERREMRSLTRARGS],

———

Bl 21.2: RH ARKit WE F, ERMENZIME, AUEEMEHTER. EPREINGRS
ERBE2—TENEME LREDINE. SRERIDAZIR, BREXTERMREZ AL
IMARMBE LR, FAEIMUSIZRBES.

FAF/RIY Alloy INB B2—A LA, (untethered) HILER E w28, 5 HoloLens —
¥, EEBE—MERERMES, —JLMmiJ”UEU}:'I‘Eﬂﬂlﬂﬂ’]ﬁ’*”%{zﬁﬂiﬁﬁo ?ﬁﬁ'ﬁ'i
HoloLens RNEMIE, XFHMD AL EZREZIIXHER, Am, HERAEE
PMERIBE D A] DR M S /REMIBRY ‘RIS TISE " ThEE, BNENSCtH FRep g el BATERE X
HARPU—FS AMEIRFEXNEE, 120 BRI ERFRIEITE R P EHEIS L,
MESSHFRPNFNSAIER IR PRF.

RN SERNIE 8 I LR R ZR FNIR I ZR EFE IR R R, 1T Z IR ARIFRAR IE T2 BAAR IR BY
HEEHT, XEFRBEFRTMNEDLEN LS. BRI EFRR,
a0 : BIHY Daydream VR F158HY Snapdragon VR k&R E @, H
BERATHAMIMIMUEERR, AHFEMEMERBUEEMEMNIRE., BE. Zotac
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MMSIN—ERS, AISTENEES L, MMREEMEARRITERE., =Y
/REY WiGIg TT&MBIARER T — 122/ 90 GHz TR, FIFEEM PC Ri%E)
KEIREFR, Z—MHARAESIRETHRINARITE, RAERXEEBEEERES
KEIRE, ERERNEN. BEREM. THEEEHMN GPU RTIER[1187], —LERM4
HERNENEEMNEIE RS TR THIEE, fll: ARKREHE RAEEX
XEQTEREHITERRN, HAUREERRFERXEARZHRRI930],

AEPTHWETENBTEFEE TR REE VR M AR FHNA., BITELEESNB—LE
BERS LEROYIENSG, URXEYENEHRSTRIN—ER#E, 2E, K&
TRHZREN AL SOK MEH RS, ©IRMT L8, FIABNtREF TR
AP RNEAN, AERNEMTAIERENERSNELITERIRERR, F1TiE
TEERRAFTEHTERNEN, EFERTEEREREFN—EER
Ko &, BANNET —EERGANEHFRE, MESRERNNESSENRL.

21.2 ¥pIBTE

RNTRETAIMN VR REH AR RANSZTEHMED, URENSENER, 1
HEBESEHGEREXRNAR, NNTHOERRHT —MER, BTEBRSMH
NE PRt TR R EEERIZE,

21.2.1 &R

BRIERAFTHRAIFINTE VR R4H AR RGP AHEE, EBEERAKEND
/A5, 228], BHAEESE 3 EFRIVILT GPU RUMAIFREAFERR, BRXFEE
FER B HSCGERINFRIEATS R, AEHRHN TENRATN—/NED, MXERK
IHEMNRENRAMNEIE (motion-to-photon, MTP) “EIR, thFiEi%, IR
FrpdgkEEmAM, MIREYKERIR—MFERN A @R, BEREREMZXD A @™
FRIMNE, XZEEAERZIZKEE? XMIREFNS T EEEELIERATEE
RS, MR (Fla0: KERFAMATNER) BEImA (CSHEGRERER
=) , XEmEEE/LT2VEE,

E—TEEETHRAST (ENAERIIMNERSE) , EEEHNELZ TS
ATREY, ERATREEMERR (URR) . WTIERILAESISEN A

=, RENTEREATRES " GHEME", pRPNEMMES IR S
BE, RAPREENERK, RIHEENTITHERPNEEREMNZBERE
ERERERF., TNRVEBMMEH, ERBEHE—AIEHEA, EEAEZTR
BEIFENER. EREFSIEAMNAE, BEAREATERENKR, EEXMAE
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IR IELRE (simulation sickness) , ER5lEET. k&2, Td. BEEFEE
AR ER, MRIRFRREIXMAER, REZEILEMET HMD, EAF(IETE &
FRAR I XMAERR, —HRBBRASIEENZEEMAEZEN183], 5/F Carmack

(FEE: 8 - £35%) ’IEM1183]: “FIX%E, B(IAFELERER FIER
Ao "SRk, #A VRIEFERILSSIAEIENIKIL, EEREMNL, EFMHA
ETHOMEN, ERFEARKRESS, HERGESFEL—EX,

HERENEGSHFNERE. iEEMRERRIAAICER (F405R R FEMIE
HREBERIREZRZ) , et VR PHIENR, LEEEs5 ERLRENERE G 28
RORE IR AELT, —LERRIEE, BT 15 ms EERBERAMNTIERRHN, BT
20 ms BYIEIR AT IA#RBRTRREN, HESFA—EEFEMFM5, 994, 1311], BtEZ
T, MBRFRBHEIEREER, BFERBEESE 50 ms HEERIIERA
B, XAEERTEEMNERE 30 ms (ET 23.6.2) , EBIMINEZRFNME—AZH
90 FPS, XRNAIMIETEAN 111 ms, EENHNKEEASRFR, BIBRSEEREHEE
MESFARAFTE N ms, ALt, BMERITTUE 1 ms NEHER, BENMASE 12
ms BIFER,

BFZETNAEFRAIRA, FILARL LS BB XMAER[1089, 11883, 1311,
1802], XEFFRLEZBIR/IMUALLTAR (FIRIERBIBEIRIT IR, NFEERF
EPUEHITIR, BR E#EERE) , S —LERNERE (HIMEK—LLIR
BER, REER—TARAFEFELE) [1880], EMERMNEASHEINE
BT CHETERELNR., EERANNNS BRI THFEAERELE, Sief
P EE ISR R BEATTE . PIDALERR A YA ER XS LRGN Ia R s AEEXIAEA
HATALDAALLIRME, HEMUEMSURNENE: ESEMED TR RAEEENN
EHNMBRFRFES. TAPRAERE—TEENIRESEY), HIAREZSHE
SE S BRAE, A ARBYRADRIR. SR NMAREINER RS E—ER
&, FtRIF2EREENRE, —ERHRRSREKIEAFEREMR, fla:
=EH# Entrim 4D B =& LENTRIE R RGBT, X{EFREBIFAF MR
AR5 TERALE, NEFFIERXTERAZEEN, BERXMWERRFT, AfIE
EHTRSARNA R LI, FBBREDRERERRNE,

IZZiE¥R (tracking pose) , EIEXIWREEILHFRPRKERS RN LI E

(ANERETLARIE) BATEERNEM . X MIZES A THWEEZRAHRAENEMRE
B, FILATE—MFFIRRORHR{ERERRAOMIZE(ETT, ATHIIT L& (FEE: —&
SIEMNEmERIBERBYIE,. WA BHEEHR. BEROINF, #20 Unity 5|%)
Blansd A e MR R TT R ETHHERN . EERAIGT IR R, LA R —
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DREZTN, FHATEHRENANE, SMFUSESEINER, BREHITIRR
AORTEIERRE, FFEERIRTEtBEESE, HEGEDGHITERIE, MATMERERS—
EAERNAIETN, FHERXMEEERNEGHITHE, MMmEFHITEEF
FREMME., BRAZENERTN, BT ESETRERNERIIMITEHITE4H
2, BRRATEEMERXLEAIZETN, TS ENEREMNINGE, S FEAMELY
58 (hardware enhancement) 1Rt T AEZERIREEWFREBLEMIE (B
f9) BIRES.

PR T MR, BE—LEEMITRAIIERRS EHURREZ BNRERESEMS
ANERR, BRMREMNEGLENER, BLRSHMABELREFFRAERRIL
T RAVCRERNIR SN AREFRESR, TJIUFEBSEINRE (immersion) &
FER (presence) , XHMIFER FrRILARRE Ul fiE, #8525 EREECEREMMY
FEPN—8D—#,

21.2.2 JtZ

BT AEIRIRIT RIS R T RIS K BT B R=3 A A B BRET R A BRI BE L 894 N {7
&, XR—URARESNEKRNGZE, MANSHEMINLERRFZMUZFTELE,
ZEA GPU FAEREIGR AR IR R R BRI —EFRE M, XEE(IHEE
BRI RLAARNRE, MARERSRNCERAAS.

BN RSN RLARQAAFEUNEE — 1M ZE (pincushion distortion) A
FOV Bf%, BRNLSSRNER; XMARA BT FERRIEE (barrel
distortion) X4 RAIESREITRETAZRFTIONE, WE 21.3 GMFIR. XERES
BEHNESSEE®E (chromatic aberration) HIFIN, EXMIERT, BESSHE
BB, MERE—HF, X7 OB HN RS RHTIME, BETERAR
BEREABENEG, XRE‘S— AR LHNAIRE, Hi@ET VREEFRFHT
SRR, XESBNEE R NIEMIRESE . XMRIEFERATEHE
GBREBIDEAMERE,
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B 21.3: £ HTC Vive EETRMFRIREZRBM (A) MEIrHEiRE (F) . [18283]

ERMEREDR, 232 RNERNERERIE], WFXAMERAR, BGEHE
£B1T (serial stream) HEIEN, FERSNER (rolling display) 1, 1ZUKEIRY
BRI ENHITRITE R, MEZ[/ESR (global display) #, —BIZKEIT—
TRENER, EMaE—TREMNNERN (burst) RERER, EEMIISERS
h, S—METARNBEECHNRE, EPERETUNFFETEGRERER
ZEZEEHITER: B2 T, RehERWEIME&IVEIEIR, ERERLRNERS
FERLMERRNIIB#ITER, HlU: NREGRBIREFERDN, PBABEKEGEAIMNE
B ZEIMANF#ITRZE, BI“5XRFER (racing the beam) “[1104], HiRRTE
T, FENGESEARNNEKES, FLRENNENEREEZBEXHEE,
EGEERTEERARE, IMAMLENFIERMIRAAMS LHSALR, IFER
&, aigs (compositor) BEA BT EIIMERE, SFUNAISKERMUIZFITIE
B, MMm#EIT LM, XEZRR T EIRIELI RN AT e & £ R sEE B,
REETENIDIEFBHRMIRAITELE.

ERETNAFEXMIEEM, RABRGEERZRLARTEER., Bk, £/
ETRHREERAMN, BAE—TENEANRLER, SEZMERIEEPRE
b (FEE: METERMNRFNRERER) . BHLALETIRE (organic light-
emitting diode, OLED) ErzuREHIERERNRELRE, BEAENNERRE
g5, AILARR_E VR HiR1THY 90 FPS,

21.2.3 {5

NE 21.3 i, MREGSEEE, EESRERBENAAETRE. XEFEHE5[kEIL
A5z (stereopsis) , BEMEARMIRRBRBIRE., RAULMARET9EE, BHRE
ERMEEERMIENTMESS, MEEHAREMNBIAAENE—HL, Fla: FHA]
E—TiEETE ENEREGIE, BAMRAANERZLEGR., IR, X
BELHTMN. BR. HXiEn (IE) UREMMNE LARERR, XEEARSHK
HNREE—RIEBHMAIAESIE,

EREEVNIEHIT—ENACRNIBART SBESMARE, XWMABETES
(accommodative demand) . f5l%#0: Oculus Rift WNXFRABYTEEZHF,Y
1.3 KM FIRET — T REE. REAEZEQWNHEFIT—ENER, TERET—T
KL, XEMAIEREK (vergence demand) , #E 21.4 Fiim, EISEHAAR,
RESNTERANAIA, BNEERAHTHES, XMIMRERAET-RERS

(accommodation—-convergence reflex) , MF—1PEREMS, ATEKREETE
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By, ERHERBRETARRIMAENYAEL, ERERELETH., XTAIE
2SHERBEEES, EL Oculus BICEAFPKITBEZIRMIE, KEE 0.75 F

3.5 KHUEEE £[1311, 1802], XFALELSERL AR ARG RRAMN, 5l

an: AR A ARSI T T R AR — Mk, (BEMEXDMEFHFEN
TEREBMHEEE S REREXEMN S, —LHENEERRIFT LBEFEIRIERFIREK
ERf), RIFERAEENESG, XMEGEIREMRABENRE (adaptive focus)
HETRE (varifocal) ER#s[976, 1186, 1875],

E 21.4: MTRBEREZEREZVAEETERI—TE, XMESER (vergence) . HEFRR
M5 (convergence) EHEREBRAREER —TIE LIER, MAMAAR. MABIMIR
(divergence) (MR HAREENENLE, MR RN @I/MNOER, WAMR, TR
EAMDRAIRT R, BREEAIMIEL IR L2 F1TH.

79 VR 1 AR £, 5SBERBNRATEARR, ERERBNARS
F, *FEA—EEA (RIRXEE. RIBHR. ZUEERERE) RMNE—TREER
BTRERUABNERS. ME VRH, STRBBE—NTERNERSR, XEIKE
BRIEBIOMUEH DRI RAME LRSS I EZMES ., MPIREZBE
IR EFREEILEIEE (interpupillary distance, IPD) , fE—I4t3 4000 B EEE
ETEMNARF, FEAR IPD SERESEFE 52 2XKE 78 XK Z[E), Fi9H 635 =
K[1311], VR RZiH AR RSB —LERER A, oIDREBNHE R EN AP
IPD, M\t EGREMNETEE ., RFH API —RRE T UZHIEEIX IPD B91EHL
BE, BRRIFERITEF BRI IPD HITE BRI R LR, flal: EAEFL
[B)EE ] LA SB X R E AV RA, (BB AIREsSHERRES .

IR AR MEATFHALIL BN BRasRIALINESR, XE—TANMIBkEk, FHE
2, AETREREAEAEGENBNESR, EPRASoIREMEHRS AP #H1T
Le1ERY, XE F—/NTHRER,
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21.3 API FIfE {4

IEBNIMXTIEFR: IR ERRSHENERMEN VR EREGFLTAEE (software
development kit, SDK) FN A 2RO (application programming interface,
APl) , BRAEMRBEZRENEH XM, flU: FAIERIANNBECRENHHER:S
FIREFIR, BERDESZ, BEREXHKP, ERUGESSHAPREITENNE
—HNTEMEXESEIER, BRIEAT ZRN, BFXFE BBFEIER
E, FrEEREY AP #MIFR T LN AR FRIEHHBNED, ERER VR ERdae
— P RFRNES ., I T7HEEHRHITHMH, BEINFRFREZ, SDK AP R TIFZ
HEBITRRIT. ANTERNARE] B SDK #1 APl IR IhEEZ F#H1T1TE,

B4 RNEREBRRZFABANERHNIRETDERE, ERNTH, FAVEE
AR S EDIMSEAIBRISE AP PRE R TR ERTITE, AEXTIRERE
BARMNERHVIGENE, 8%, RIBBWE T —TERNMNERIE, &%
A —EFFRBHBAT XM EER#ITET. X MERLFER, X4 SDK

AU E L IRBEREIXMAUEN A E, LEXMMETTHROERRE, AP

SMUEHITEW, HPESTEXETREBINBEIIRERES. IRERBFBESER
XEERNE, BLAXEEREDREEXIAEHNME. OpenVR B API BFEE
MERFBIEENTEZLEN, XFFMERMMIERENRR, HIA: RRT
BRI OER AP IKEMIE . MRXTFUMZTTEN, BBATEKERAZITIN
UEMIN A @B —Z, FREREXNMERE G, BEXMFNGI, FILUEE
BRI INER/ M.

BLEMPTIRBIOTNIMAGZE, BEEEEXERIMTEMAEIRT, XLEBER
Bir e IrERSEE L 1%E] SDK A EE (compositor) .

BLE API RF—TERBIR D I TRE.

BB AT XEERGIER N EIRE LMNERRRIFIOER, BNEMERER LK
EMERESE—E, flI: NRFERLEHFMERSZE (monoscopic heads—up
display) #91E, BIXERAINIEIRSTEEREMN, BATTURE—ITEEIZTRNE—X
2, REEEN—TEMNER, HES TRBIIE LFEITENR. XLESEETTUE
AR D FERINAEIORN, SHENTTEENFERERELNRBE PP, XM
AT IT LML, BIE0: eTARISERR =4I =RBND PR, MM EEZEAE]
[619, 1357, 1805], EINRIFEMEERNSDHENSREN311], —ES T REBEMN
Elg#MAEETN, NSH SDK RKNITHE . BENEFAEHMSEHTOLE, ARG
BERGR.
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MRBADEIZFMRPT API REINXLEINEE, BAEIHAEZETSIEREPXLSE
HENEERE, AAENEIMEELRABINMTRZSIE, KM, THE—LX

HHENRDAZR T2ESEN, BMNFEINRERAENBRAARHALEERETN., B
FENZRE—TERNAE, ReRNAEREREMEREAEE R, AEER
IBE& ENAESMEEER., H&, Oculus BESXNENERERIMHITIXESIEE
i, AEEBXEHBNEERERE—IE, MMERRENETREIGR, XMHAEEN—
MIRET, BTEEHSEECHD R M, XTUREXAERNRE,
EA BRI ARHITIE, SREEHHREREPNERFNTERERFEXTXAR
HIRBENEI[1311],

AP RARNMEALAER, XEREERMNHAZTEERS TEIGNL, BIARL
FIABELN—EEER, BAXEERNASLMNEETRSR L, BRENLFELEE
MRERR, NTEZRENESRERXLEGRER, BIMUELER—TME, X
ERIEEGPIXEGRER, XTMISEEERIEREPXPEARR, HESEHE
JBEREBIEAY z-buffer B, FEMTXEXEFEPRERAFTEEEITEZRIHE
#. Vlachos [1823RE&EFR, XS{F1S HTC Vive RUETERERA 17%, WS LE

21.5, Valve B9 OpenVR AP I XFHFUE SRR (pre-render mask) FRJ “Fai X1
W1& (hidden area mesh) ”,

B 21.5: ZM: BREGFNAIBXERR VEREHRIMVESR, Xhrt HMD BFPEEL
FXERRR., IR, REXEMTHRREEREGNOALZI, RUEAFESRBXEH
1TiER. Al XEABXEGEBERTIGNNER, FRAMER—TLDOMERAITES, XA
MEFER (M) BGFEEEDNEEREEITENSN]. BFHEERANEGNRIREE
(B 21.3 WEMER) .

—BBATEM TEREIR, MEEXNEATHE, MMIMEEZERFHROEE.
X MRS EREX T — T MRIGEIGRIFRE 2 RAARERSY, WE 21.3 A
o MOERME, A —NEREGLNGEES, XTHFAEETEGHTEER
BoNBIMMIE? FeEIREIRER G ERRINESR, HrDRIERKETEE
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[1423], BENTARZEBHMS, SMAESAUIERN, ERAFHEIS, —M
HERREREGINLEE, ABLEGH —MEZESHNBLEZREIT—TEAE,
BREEHRITUXTRAEGR, WEEERLSOE EANBRUEN430], A
MM, XMAENRARELZRE, BAXTEEER[VIEBTERRELRTER
HHiPSEER

B ANIRRI AR — N =R R ES, X = AR T U@
ESTESRIHTIEN, REEHTAH., RYNEHE—RIAUERE, TS
F= AT (u, v) LASRETHBES, S REBERIR— 71423,
1823], AR, MEHHEN=ARBLREL—R, BENTRELNEME
=TS, ERERSAEREREANME TR, KT, &, BEEE,
FHIR T8 S R STRRRE

BT SRS B R EGR N AR — MY ERMN=ZATEME £, AEBXN =AM #H
Hh, FEHTHEREGIAR, REREETM), BRENETERER, HEEA
MEEREGNMRET, XHUESEMRELN 2 x 2 UL, BARBEERVE
SNFM=FBI. EXMBERLT, XTMENIIRMAEH AN, MESEHEE
A—TETEHITER, HFEREMKRMNSIERITSFIARE, Mmxd B AZIME
MEGETHE ., —NEBNMERTEE8 TR 48 x 48 MHz, fE 21.6 F
Mo XTMISHSERLITRBIIERZEBER (per-channel) . EREIEH
(display—to-render) HIEGTIRKITE—IR, B XLEEFHEEMER, EiLb
FEEEHRNTIRPMAZTEHTERNTIRT , GPU TSRS @514 K AEA
ZREMRE, TUATEREMNERER,

21.5 AMIEILIESR, WERMEHT THE, BAPREBHFOEOUHSH

HMTRERZEEGNANENN, BEE, #E 21.5 ZNNErEGR, mNE

BRLAFREEIMAER, B2 R NEREEI AP A LA
(Z0E 21.6 AMPATR) , BAIRI UK RLHM pass BIRABEEL] 15%.
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B 21.6: LIRRTHRAZETEGRIME, £XEP, PIUNXITMEHTHE, FEENA
MEFBIARA, ERSHILEREXE EN=AF, FFraasLEBE/IEMETRE, [1823]

XEX ERFTER A ARIT—TRE, BIERZEH —TRBXENE, MmE
RIPBEATRNHERERNXEE (FIAIFENTR) PNARTHTITE, BlTAR
TIRIBEER—EHR, Afa, BIEITERBEGNAR—MYIME L, XM
BEWEE, MMRABSHLEERINERKE, BXPTMEERI—NHNER, &K
M A RS RLNEREGR, £ LRI ARFNIRENL RSN APl &, #
RNE T ERREE AR EIL DML

21.3.1 M E

BEBERM T AIE, XTIENTEEMUFEER—TIERNME, A, 1E
0 Wilson [1891IFFfEHAY, BMEXNFT M+ BBENEM, JWEAFER. AR
MEEIRERL . R, SIEALEMTRESSIELX, BRNGEEeHRNED
AATEE, RABRTRTEASZEMTREZERD IMmE, Kitth, FLEMR
RUSCIMt IR BT DR, FEWXERABHATHRE, A, KETHERRLEE
SIEN—E, ALELRBTFSZ ANBD XA HENGIEHRT TIRR.

MR ZIBRE B STET RS AZED GPU B4 2B THIT. AIMER—TERX
AOMIEE(R, RESM TRV IREBII#IR453, 684, 1453], T XTHIFREERE
EERZH], RItESfRZE, FIMEREREATIERRRIRERINE, A, X
EFEEIRIEFFEREE I RERE, AR IMURUEFEZEE—LER
WANHARFRFIPRAVIEEY, Viachos [1823 21K FOV 1N 5 EAGHITIN LSRR
Johansson [838]i418 7 ANELIG AN A BIFRFI E MR R Mg (HIRNSEHIEAEILZIFRE
W) GakER, BTREERFREEN VR ER.

ERMMILANEN AR EEHITER, KRBER—TIE, AEBEER
A—TE., BAXTXUEERRER, EREE—THENRS, BPAEHEZEN
HELSNE, XRFERRN (BT 18.4.2) , WFET tile WERRMS, MK
BENMENEZRBN (ERBER) BESBRENERERIL,

— T EFNEEREZRES TMRERMIR, AEBENZRZ B#TRER, M, X
M73AM draw call HERFERAME, XZSEEMIMNITTH. —MHDESERLE
FEIXET/LOERE, A TMNEELIEXNNA=FAAZ, BIa: DirectX 11 %#5/1
MEEFFEERN=ATLEE BRI BERT, A=NE, AMIKMEMRASRE
NIELERR=EXEES, RAUEIERFRAHTER. —TEFNERALER
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{EREIL, ERESTME/VITER, BIR draw call REGHMIX[83S,
1453], (ERBAFPHITEXRRETEHIRE, KRGS TRBIOMEDBTEK, &
AP ELERIERHFREFES, FRAER—TRIEFNBRER, BNEAFE
EIERIMY GPU 451%3235(1823, 1891], Z—MAERAER—TIRIBIBIRE, &£
B—Tm<{bKR (ET1854) , ARKSIBNEERTXERE S —TRENER
B, AEERE (replay) XM a<FIR, FERE _TIREBRIEIRI453, 1473],

BT RAINBEREESLRIEZXILEER, £—EFNLE, — DI multi-
view B9 OpenGL ES 3.0 ' &, BN T RARE—R/EEFAKREERIZTIE

1311], T RASSMMNERFZNNEIEHE TESNERE, fIIl: HESENTRE
AR AR NEFHERLOIL, DEGREMXILEAER, mM—EFE GPU I

HUSCH, AIRESBET=ARSAREIETIES, FENIMEEAENMNR, B
T API BIRAR B 2R, FEIXETSERNER—ERRI AT BHEIFRLE CPU

AREMBON FERER . flan: —EEME RS A MRS SRREFRINE678], #FH

REBIT RUBELTXBENTRER, FEEBERT, AU TIEEIRE
STRERVEERE, HEEAERINKRNEEE I UHNENMIERMITER, N T ESEH
SIERAEDMENSRMAE, GPU I IEE TR N — 1 F &,

AMD #1 NVIDIA 12 733 VR I RERINZ GPU BBRH R, TR GPUME,
B ATER—TREMIVRBMNE ., BIER— XIS (affinity mask)
CPU ZEERNFAEIZEIIFTE AP AAR GPU IZE—1 bit, BEXMAR, BILUEHE
FEZER—DEE 2 GPU H[1104, 1453, 1473, 1495], MR AAM M IRBME Z
BEVIAARE, BBABME(ERXEXERS, LNAZTZRABMK AP,

[T AR RMN S —MER A LEMW NVIDIA FREM #& (broadcasting) , EFRFET
IREIBAVERBUNER LB draw call, tFiZ, ESW EEIFMBE GPU £, BE
ZHRXSRTREREREIE (F120: REUE) AR/ GPU R, | BRI DElE
M REBIESR, ELERE—UBAEFASEEZR CPU FTHH, HE—NMAZEE
REFE_TEEETKX,

21 GPUBIREZMERB R, EREMAEERFTERMERER., B— T4
MFERERGS, INE—SVWEBENNBEAN471], FEFBIRRIEIEM—
™ GPU 25 —1 GPU f, XTIRERTH, XEWERMUE GPU HITEM
TR REITEY. M GPU ATETRYRR T, BN D A CIZEZFh
BHPARETX ., XBRZEENTIF, ERELXNFTHRERITHML. ARE
GPU 2 E#{TEAHAIEENRE R, BEHRSER, UXMAFREMT GPU, A
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MEEFRERS 30% 2 35% [1824], WFELHIED GPU #1T 7 I ARIN A
2F, 21 GPU AILAKESMIITTEREN N TEIMIER, MMIRSEFMEA
MR,

MRMZE (parallax from stereo viewing) N FIEAMREME+9EE, BT
AN RN BT LA ZBE A1, Palandri 1 Green [13461F) A 7 iX#FR— B, b7
£5) GearVR FEA L, FRT—TEETURAARANSBEFHE, MB11LI 10 KA
AHEEE— T TENRIME, (EX T EBELNNERYASEER NI, M
APLEEE X EE B AR, NMERMEER T ILAMEN 2 B R EENFEITER,
AT RIVCEELS, BRSEHNANE, ARERENNAEETXRRE, KXY
XM B BBERM z-buffer #THIAL . AEERBXLEZAMNANEIGRS B ILAEM
EEmE—E, BRMFEESTIENGEHITER, BAXMAEEMESR, H
BB B FENYAEEEEIMY pass #H1TAMNE, [B2XMGERLTIAT
B4 25% NEAFHE, HEHTSMAREHE RERA,

EE 21.7 FRIUNER, BTAERHRRERE, RESESTREEIGIMNET
TESBENGR. FH, BGARNANTEEREMBLER, RABAFPERIZH
NEEHZEEFEORR, HTFXERE, AFRTEMERAR, NBEDSEDT
IREIBMEFIMNERZRI TR E,

& 21.7: ZMZ2—TIRBIVEREIGR, AEERTERHMEGR. FAMINEER, FERY
ZeMmBERET T ABERNER. MERGRING, EREUGFRAXE (A&%E) HiHh
T EREGRPIR/NXEN473],



PR IMNE o MR —Fh 535 2(EF NVIDIA 2D REE (multi-resolution
shading) #1 AMD RIFJZIREEE (variable rate shading) . HiZOhBERKES
DR 3 x 3NED, HURKHDHRICELEGEEMNXEN473], E 21.8 Ff
o NVIDIA ME Maxwell R X F XD XIERFH R, B2 Pascal REZ G
ISR ISEINE RIS RS ERE, XFFRARIY ZERFS (simultaneous multi-
projection, SMP) AR, AILUEE &S 16 NEMAVIRE R 2 M EMAIRIBAE
SRGETUEARR, REARF—TMISHESIZIA 328, MENBREFAEINEES
REAIMIRL A, HAREZPRBME, HA o MRBELNS E— M IRBIME
BE ., SN MRS — TR e & iEsE[1297],

=)

|mi

Bl 21.8: RIRBAVEEERADAINE, ERNEIEERBRRND YR, AT AMRIEFERE
REAXEPNDHR, ERRERHFERZNLEARSERND R, £6MN, HIIRT
THEBXENGERHEZWNETED 50% 1, ERISXKIGNGERHE WD 75% 1, B
HRY FOV (RI5A%, E2ATRBXENDFRAEERT .

B3 ER SMP, ATIASEIRLITEAIEE (lens matched shading) , HBE#MnE&ik
BROYPERS BERATREREFHITE, W0E 21.7 Fim. SEFREONFEMREF
ERILHAR, 0E 21.9 £MFfR. XNz ENRE T UERGHONRHEEKR
MNGERBE, MEIEREEDMNEREE., XESHBEHZBNDEZELZDREE
BEMNFEE. XMAEFE—LRS, Fa: 72X (bloom) FRREEEFIATIR
T RES IEFE R, Unity Ml UE 4 ELE X MEARERE T AR SH[1055],
Toth FA782 3 XEF AU R EMN Z A EIRZEIAHIT 7 A0 LRI EERIEEER,
HABTREBEARZ 3 x 3 MIERE—FTRMEEREER. FEE, SMP BLE
BN FEF3RER, 20E 21.9 MR,
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B 21.9: £&: ESZEKRE (SMP) , —RIERBERNMEEFHE. £E: SMP AE MR
FE&R D AMER N MR R FH,

AT HERTAEBNEE, B—MNAREREAINNEGE, ZHEEMAROEERESE
(radial density masking) , ESM—1UOFREHERE RN BEGBEHITE
4, BEiER, 8732 x 2 B R T#HASRER., REER—ITELE

pass, EMENINSBEERZ L HEGE[1824], XA TF R B EMEIH GPU

MNRABMSLEHBENE, FRAXMAEHTERITEMEREERENAR, B2
REENITERITERNOREIRS, WAgESERIRBER. RENCHRITIEEEX—
SREPEH T, BEM2 X 2NEEFEE1D. 27EE 3L, WERE
BiNs%, EFNNDERENMEZ ., RENIUBESUEMNAXHITER, HES
MERRTEEFNAN, EMERARRIURERINOR ., EFR—TNEREStERT
PRI EIRANIREE . RENARFTE T AN 25% 1Y GPU B [EI[59],

F—MEEEBTIRBAEEAMMRIINER, EP—TEGATRONEFXE,
ST EGBEMRIENTEXE, A, XXMKEGHTSRAAEE, Mg
ZIRENEREG., INEEGE A —TBRIEN D FRFITER, MMTENTEBER
EeENEH, EANE2RAEN/VERESERU N AENER ., XMMRANTS
GPU 5B/ AEE R EEIZ M MEFEYES, HEANEERTHEDND GPU KA
SR T —MtoEANIED . BARR TIHDET HMD ATid KRR
SRIEERIITZER, B2 Vlachos NG XFIEATMAEE FMSIBES (fixed
foveated rendering) [1824], XM ARIBRE—1TEMSHKNERE, BEDEMRESR
(foveated rendering) .

21.3.2 S SE
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AT EBEXMEREA, BIDITINBENNIEBEEEZMNTE, FRM (fovea) &
EABRBEMMEE E— 1/ NMEE, BEERH 7 5EENMNEMER, mAEmpEIES
EEMREXEEE. AREXTREANAREREERS, KRiMSB LR
FERFAXMEES, Hlal: B YTHPNE, HEFEPR LA, EEFHRM
s, ARMMDSRETEE, AN 30 EAA, SEEHRRMIFC 2.5
B, MOETEEL 50%, EEIRMtA TRNBEESEAR, HIIXNER FOV (1D
ARESHPEEREIR— 1K) AN M4 KFRE. F—REEHELEIZEN FOV R
N, ERAKERELNN 80 E-100 B, XTHREZEESBM L. M 2016 &F
i, b 20 EMANXIZYHEN HMD ERENY 3.6%, FlitEl 2020 FELEHE
[£Z 2% [1357], 1ELtHAE], HMD B Rz o ¥R gERIEe— T ER[8],

HTREBESEUR REFERBOXGEREREBNEARSHER, INEREIMNRE
RAHTELONEC TERM TNRI619, 1358], RMEERMBLHERNSREN
ERARFBFTIE@AXE, MAeEMtSNERNRDNED . ITRENEZRET,

ARERIEZ A DAReS:, BEUECTANXEHERLENZE, Fw: EHE—T1E

1%, IREESET—RIUEMIITN (saccades) WIIRERIEE), X MEMRE R A
2E|H 900 B, BIE— 90 FPS R4tH, AILAUAZIEmEY 10 B, fBHERVIRENE
BREEM, PINEREEMRXEMIMTEDRERTIF, KARRSIEERN, B
RIXMLEUEREFME— T ANRURAR 8], LS, EDZLEREIR AR

B=, FEEBMBARE, BoOPHRINEXERVERBR, TUNEBEIE ARG
B, EEREENERENBRARMRATHE, EEXEXGERM LBNES
#i2=[1357], Stengel FA[1697]3 ZBA > E R FHANERN TN RERTEMH
77198, AR THAIE KA,

21.4 FBHFEKR

ERTREMEERNEA, HA—EERTRITIE, EMEREILMRNERF, EED
BEERELAERNEAR, SERENRERMNNES EMERNEAR Z B EFEE
SANER., B8, BIITBENE—E4S5ENER, XEBEIESEETRER LIS
TRYF, BE%E VR AR RGNS 0, FH(MfEET Oculus, Valve, Epic
Games. Microsoft FASIMNET WAL, XENTNEEMRIWNNBFFM, H
AEERHITITE, FEEEAZEDGARMBIIRMNLE, MMmIRE SR &RELE[1207,
1311, 18021,

I E—"eRpramiERy, HAEAE ISR SDK 1 API, FIERAhE
AEN]. MEREXEERN, FBIFTRERMENERHNLHBRE, FEFER
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ZIEMIRSENAIRRER . BN SERERRNICLT (strobe light) FMR,
EARGESEKBMRERES : EMEFOEMITRAKE RS SEBURLRE; Ak
MRNSIRSEE (FIANAFRN) , BREIRFEEARBERAE,

BT ERBUMSTHERBESER—THUD, EhaSTHEXEGE. #ANER
RARINEIEEE ., A, T VR AR ik, WEHMREKESEITMERERNYE
SEMTREBZEEEEANRRE, BR8N (7 21.2.3) , IRXTHUD 7
WEREE LA TFHENAMGE, BAERIMLE, SERXDHUD —EBEERZ, WE
21.4 frR. 78T, HUD #R4HIEMBIENENEIE, XM _ LR LE(ESH
FPREMEGRERIGHEE—RE, HERMIIMEEINAS, XS —ERER
[684, 1089, 1311], J& HUD RAMNEIFRIBHIIFARERFITIESR, AJURRXT
&, ERMATEMURMRESEZEAKM, WE 2110, !zu%liﬁﬂﬂ’ﬁ BILEESE
T, BARFERERRIONEE, ERXMNEEEWGDASELSERERTFITER
ER—5FE, HELEH O LKRIARIENRERE, Mﬁﬁ‘lb&ﬁ%ﬂw&i;ﬁﬂ*ﬂ
HUD FRE, aIMERERASFEONEIRDRE, el MESEMEEF gthiZaZ
BEEIRANMIE089, 1679],

i ' . '

\90% 5-9 147" 'lm > 9!47 I-
Q”/‘ ?\@ /‘,*3;\\@1;

"_

/ —-——-‘ ‘ =
65% ‘11“ _5, !"l 66% 228"

B 2110 —TRBEEZHHUD HiF 7T Ao MEF. 7ER, XL HUD TZLAFHEE TR
BT E), MMBREIARERTR. —TEFNFRSDREEREXEERERBMNEN
HRP (FRA—1EZE) ; HERARRKARNRKENXER, EANRP IR &L
SKER, MRk EMIRE R MIRERR —iEs1311], BEMXIBEFERILEBER, IR
ANELER, FERZEBEERESSKINMENE, FiLsRRETESSENER.
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ARLEFERT, MABEBEEELENREREFRNGHRE, BACEE—TTFIE
MRELRAITEEN. EUMATRANKEATHEZLE, EEXNTRTR
BARTUVEIRZREGELNEE, XMERRIREHKR, FEAPATURMEIXMEML,
&l 2111 P, BMEZERFEFENREDE@E, FELTMMRFRSEMRE, B2
XA e} AT BB — R AR IE E F R TR E1171], EREHRT, FIEF
—ERAE SRR, BIAREIENEMET (steep parallax mapping) . MZEEFHR
5 (£76.8.1) EFMBMEI17311F, MM~EL AERIBER.

B 21.11: ARB/NKRERFEESEE (BB FEMTSGE) , AIMTE VR RREFH
TF, SMOSEERRT EERAJLAHFER (FIRAMRSEE) , EXRERPITIERN
8, BRLEL ANER. [1823]

[~ S hEFARH impostor I RPERNTIEL AGER, BAENRZRE 2 R
B, ER—EARRARIENBAIEZEMGE191, 1802], REZHNA/NMEFEE
HITEE, FENE LRI CHEMTLHIESR, EIRBUEBNZERNIZZINE
REERVER., WRER T EFMEY, BAXMMEREGEHFTEERHERIE R
5, M\MmERIREES684], BR=ZEIMECERMESZERIERA, EEFE
RNEMRRIIIRER(344], E£Mitth, —LEFHALERR (FIALZAHERLILR) |
hBERESTIRBUAN 2z REFRER, UEFRIEEGEBERRS, —LKTR
RYEFNRABMBRBBESINAITIRIN. BRZERFIRAMTENRIATESRF
FECEREE, FtERRSRTAEZEMBER(1802], BEMER SRR AIETE
HATER, EAMAIRZEIANS FIOFM R, MIBRIEEIGZ BHEE
UERRRSFERANESR ., MRARKN, BEIMEFAUESEERSEMS
5, BNERRRA. #aER, FITECESENNER, RIENMUETERELLE
E—L, 8k, ELMENSHEREMBEG B PTERNRER, FHIAINUHAEE
BERN781], MRBHEEREFMELCEZEF, FAFTUEREBERG ZEHZX
LEeER1248],
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VR T ERBIRAZEKRIEES, flal: EA—TEE 50 E/KFE FOV HNERE,
BETEgESEH 50 MEE; VR ETRmBEEBEARNFOV, M M0E, &
HTC Vive B, 81 EREBHGEDIERN 1080 x 1200 8%, HEREEE RSB
15 M&Z[1823], MEZREZE BREZRINER, U FFERNERFNIERIRE
TREMEZ. AFPRkBa—ERN, MERER—RR, UaSHETEELN
g, HFXERA, SRENNEBEERAZIF ERRSEGERENMEVNRNONE
M. BTEENEMLDE, FABEEAEZNERENESRAL44], REED
B ZREFARINHER T MRS AR59], 114X IFEE R FIE R,
BRERNGIGRELLIREEMNEGENEE, A, WTAZSH VR NERER
ME, MSAA BIBURMHEINEMIIRAER, Eit MSAA BEIZMIMEL AR
[344], IBFE, 4x MSAAREZRIFT, 8x MSAAMREELF, EARIEhEBREF
thEREYF, WRIRFAUNIBEENTE, XM T MSAA RIFS EREMIERE
PFAERRM, AATERERTEENEMEERES ITHAZHRAESHN,

EEEXRALHEEETHUNET (BT 236) , VR ERRLASFBEE, X7
IR P AE IR — R Bl s A st T #1823,

£ VR AR HERIEEEMME, AAENRERGTESEMER, EXmEHT
RTFERIGHATS | RME AR, BT VR EREBEES 90 FPS HIMNZRIEIT, ©
BEBRRIE (low—persistence) BIFR, GEiEMIMERS XMHERER—H,
HTFRINERESHTIRIERE) (A) MMIRET FENE, FRUAN HERERR
REAR, ZMAESILISREANNASZELIEHMTER, HAIESSBUENRE
[1802, 18781,

BRI ARSTE R T IO, B0 RN LN RS IMLIME PRI
R, ARLFRT, MLHERPRCRAIDUAITI ISR, HIERANEDIRE, MR
BAITEMEIX—R, AAFATAI LAMER ST AT IRARNRSI FR HAYIRIA R (42
1THEAFIEL, Kronander F 942133 & MyCBRIBIRMIR T A IEH#IT TIRANBE,

21.4.1 #i&Eh

BMERE I RN R 7 B A ETENBIRESNEE, ERMASHEA—1 )
M|, EREGEE—ENIE, KZE VRIZEWNEREN 45 FPS % 120 FPS
[125].,

SEGIRE RIERAKEZ ST HITAE, URRBERNERERSLN,
=REEM (dropped frame) . X REIAEY Oculus Rift BEREIEER R, EA]
HOMIER B2 729 5% [125], =M IBINEE) (judder) BIRETE, XZ VR kEHRI—
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MISHBANSNAIRE, SIREBAENTERSRESHNREANRE, WE 2112 fr
o MRFER ELN—EEEEENSENNEARES, BARBIHUME LLMSE
B —LE5ERRE (smears) , FRE—MAFAE (BMERERE—MAPHKERRE
SRIRTE) AT DUBAR IXMREN . AT, XEFEMATEZSBURINMER, IR
ZEBRANEN, WREARMBZ D BENER. Abrash [7I9RENUEEENS
ERERARZEINXRHET T RAITIE,

CPU I:I
GPU [ |
compositor

B 21.12: Bz, BRRERTUMEENEMRESRE, CPU M GPU RIMEAZ—MEITE—T
Bfg. EFE—0NEG (M) ®RTELE, IMEERELX—MASMes. F—M
HEBEGE MITERTHK, BEFEFXERE-—MANER, F=MHNEEE GBS
BRIERYE, FLEZMEGR (WRELERTM) SRARELE=MIISME, 5
MREEERGRERTN, FIAIMEEER, HEE, XEF=NIERERKCTHIZE
e [1311]

RN AR T A A B &RAMEIEIR MBI ZhRAV A, Oculus FFIXEFARIRZ JHT
[EJ#HER (timewarp) FIZ[EHMN (spacewarp) , 1A 4ERRAIEIGHITHEH
gEBN, MMEBEFHLERFNAENUE. 8%, RIEBINIFBEREEM, FH
BA VMR R EESEEAE LS. FATrI AR RANZIRVGERR(E R, RIS TR
BRUENMAESE, BI5ENTN, BMIFMERNEEREZRENEHTK .

RIS IEfEhese ka8, AHRREERIET . T XMIER, BIRFuNEHEME
Al—R, FELERNEGELLERINNUERR ., RTEEZI, MhekkmEEhH
17{E1T, PICAEBIEEFUNRIR[994, 995],

SE—MREFONE, SREEMTEENER. LW, FIoIERs—mERN
Bf&, EABRNZEEECERSLER—ERA. ARBNE T XA MENRER
A, FATRIAXSINAE BEHITIEEL, MMXTERKMAIERHITIIM, XEBHATPTLAR
ITI— P RIERTHMNEGIM, Oculus FRZAEEHM, ©REXNTKEPESMGE
FRHITHME, XMHHRER —MPIRERRBERNE, Bt ABIMHMEETFES.

Van Waveren [1857i%1€ 7 &Y B HESE I AU G, SHEAFLTE CPU MRS
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SRR (DSP) LizfTHIEHl, thEBEMNSEILE: GPU BESHILETHXMES
EERIRN, KZH GPU #AUEARZFZEMMAEIA, STAXTEGIHMETE
[1471], MZBIERNEGETIRERE, KEEREGHNERDIEERFNRIEH
TRAIN, BR—ILEHFIMERNEIRG, B—MEBRXMNORNGE, A, EX
B, XTBEXEEF EHAREIERFPRER228, 1824, 1857],

BRT7TERE 2, XMARFEHAN— M AET, IaPiEM TR —HN. B
PEfF EATFHERZ=ENHOMIE (ET13.3) , RSEMRA@FMEHRAE TN
T, ITRAMNPITIERERIR, WRDERTF., #MELEEERT, ECENE, B
FEIER M IEMUE AL A RT L B AR FUMAGIEIR, mIRESINERELIRAY & AL59, 13111,
AT EEBRMEINFIBAIMIZR, Valve EANEINIR TREMNMNER, cEAREERE
4 (interleaved reprojection) , ESREZIREEZR 45 FPS, HER—MH1T
—RAAERIRIE., E{Uth, PLAYSTATION Ef— VR iRAESE 120 Hz MIRIFTE,
HABREIU 60 Hz BERERMNIT, HERERZRIEZRIEM59].

NN MR TRIERA BN, AMERPIREREENEMINUE, HRX
ERhEsE e E R E, REBIOUELZRENE. fW: TR EREGHAMAYN

&, WRZBEHEBFZEE, RAXTHEGREERD BREBEEMR, SR
EOERENAEN824], XRE—MRWRIE, ERMRMNRENEFEMIR.
EVREEENR—TERSEENEN, MRAHATEINUEEZENIMZ, TR
SHAFPERFRHTERER., N7 HUENTHHITEIE, FIURT—1TTEN
=HERY (ET12.2) , BRFHMEGRRBE TS5 ZEXRE, MAXTE
BRI MHBIAN X EGRRE AR PUE, AESIREBMENLE,

BRXEQENRFORERS. Oculus HXPTEEMAMUERNEHE (positional
timewarp) [62], BRTRATTHZIN, ZMFELRE—LRR, ERF—TRIRE: 3

AREE R ERREHR, —ERASFANNTREB TN, XMIREURZ A
RS, Bla0: IARKNREUNESATN; ERTAERLN, SHEISFYE
EXNTERLERR, MMEE—LHET, BEHRIN—LHT, ERTEELIEIRR
AREIRENIE, HERBTEGNHAMREBEREAHLAIMNTE[1679], XA
FIRESIE R — L5 IHERE (disocclusion trail) , IR MIZALZTRS, XIS
FEELNBETEERFGLRE TEFsiE—, BTERMNAE—TTRERERE
RN, FRLUXFhERNEIRE A AT EMEERERE, Ha: X R sEasn
NFREIMRIN652, 1824],

BSHABNEREIAN—TREET, MATNAeERERUERITITEN., &
AFA A LAREXE R ThIu B A BT, BERENITANEE DS INE RN
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R, EMEXTREARBFTEMEET, BN gERSHEXLERASICATER
IR, BMERAEREEALEEE, XEFENEMRABITEN TS PIIEE
I EMARDEFITIMRE62], AFENNRMERANMNERR, HANERENNRE
EBER, A, ST HNENEEGMS, 2P0 MEFASBTHENS Mz 8
178, BAEET 12.5 PR, HATeIM@T—MREE X (velocity buffer)
RIRMAIEE, BT X TREEHX, FEERERANAMIREXF TR

1TENSIEE,

EREERAMERIUEAMER AR, BEBEEMILNESIEFIEITH, MMmIERE
IEfEmE—MFER, Valve SHEHMAFHEREFS (asynchronous reprojection)

M Oculus EMR N FHATEHM (asynchronous timewarp) 154 % aHARY
(asynchronous spacewarp) , Spacewarp JBiI X ZBIRIMUHTT o, MmHERTL
RO, HEEFRTHENALIMBEIFR, UREFNEHZREETH SRR,
ERTZEHBNRERHARERRAEEPX, FIERERANEN, EUEGNITE
EREMIN, BFXMHENIREREEETEGHN, EERE 1 r AFEHRTUNIAIES
8], XERENRIESIERNERNTH, BEHAINERAXTERTER., A
M, BINAAERERREZIASTTHRIXMAESR, T EERNEHEERET EHME
#¥5, XMTERHOMIZN, SENHT, IRE—WUSBERERTR, BARA]
PMERZTEHIMNER., XEHBRASEGENERTS, BNETERN T HEFRL
MHEERZENR S, Reed F Beeler [1471118 7 GPU £EAIULIAARBHL, N
RUI St ERSH AR, Hughes A th#4T 7R M T E[783],

TRAEFRAMMUERARE4MNY, BN FAREPILASIINE SrSE . EFhede e al M)
SERMIE N L ERTENEAERY, MEmARIFFSIIRHEER, MUEERENIERTH
RIS EADIA[126], EETUERINEE, HRINNZRERSIREE ™ ERILEI]
#, PrCARME RN (EFNesERIE, tEER AR ARRIEH[1857],

BAERXERTIE, PRETXEMEIREEENERBE., SR, ARSIXERR
W XEFENBAR A BRE, BHEBINEE T URIERAXNSERR[62,
125, 126, 228, 1311, 1824],

21.4.2 ity

SRS TS EHBNSS T EHMEARTT UL BEERE, ERFRFEERENRE
BN, d2LtNARFRASRAIgEERIEMmM[59, 1824], BMERARIMUER, FHilth
aBUFEE, APEERNMNIMESAgERSTNESAE, HLt, —MEIRAE
HAZE @R (late orientation warping) B ARAIEERENFEFHICEE R, N HEE!
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NRE. B O0BERGREE— *¥37<H¥ﬁu#iﬁimﬁi, AREEMPRRBHEINES
Fll, ANRXTIHESS BT EZIRNFIRESAE, MNIELEm BN ThesE i
(BPES(E) /) . BFXT THETM’ELT%*R?E%Z<5M5%5F"‘T}L_JLXEEJZ, BEIILE X A
RANEBEZESN. EXEF, ZIMRRBEEESMEAS MR,

BT EA—FEFRAEIRSTE (late latching) AUFEAR, AILMEBIZHTEEITE—
A CPU 472, #E %%ﬁﬁﬁféi@)ﬁ&"ﬁﬁﬂﬁ%}iﬁﬁﬁﬂ’ﬁ&?&ﬁﬁm%ﬂ’\JETIEﬂ[M%
1471], X CPU iz E MG FUN 25 %123 GPU — TR B EH XA, GPU
Al g HI B 2 BRI ZIREE X &I E . ERBIFAI MATFEREME GPU
IRMEMELESHE, XEFEMIERESIET, WHNBREFRIEREE T IRBINIE
M, ANUERSE GPU FTEERMUMXMER . AMD B— 1 BUARRAEIIRAR, EHMR
NeFEiiEYifF2E (latest data latch) , BT GPU EEEXLEHIENNZI, KK
B &IZESER1104],

EE 2112 A, {REJEEELFEET, CPU 1 GPU & EYKINEHNE, EX
CPU BERIEH BT LIEZ G RFRAET—MMNAS., X2HXY 2D CPU R4
NETER, ERMENIESRAET—mAR, ENET 18.5 FAITIEN, AZH
RGBS /|\CPU BN AR ALRARFLE, EXEF, CPUAEREREL
IBAIEAS . BRIEMEIA R EAMMN—LES, HEKXERN GPU £ T—MAAEZY
FZIRFEIE, UMEBF—NRKERN, CPU ERI—MAIZENERANS L, GPU
A AATTIE783], ATIREWE, |mA CPU F GPU L, #BRZH/DF—mn
ED‘IEH ANE 2113 . SR BESERA—MAEXME GPU At K L{E.

DRIEWIRN fence, EHNAERERNGSEY, HEME GPU IABRREENT
ZHUZVTH:'IT:.?O fence X T018 GPU fAliHERZ&EMERETOER (FFEE: £
F DX12 1 Vulkan A8 Fence, —f{=SRISHE]) .

CPUs
GPU
compositor

>l |l >l >«

& 21.13: fiKk%, ATHEAREHFAAZIR, CPUZE—MRHITHRRINKERS, ™
GPU M&E F—MAHITXEEZRMES . BIIEITEIMBEENRRIPAY, REDERATAT(E)(E]
f@ R BURINEI GPU RIS miHATRI B,
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ER B GPU 1SN B R TIEREIGFIEXLENARTE, —BESMERTMR T &E
EGHEIEMER, GPUMAIMFAERT—MEH 7. ™ CPUNIBEFREMT
FRZfE, ZF8Em GPU EHT—MANERG S, BE, NRBENFIEGERLE,
BARAIEFTE CPU LA LM ESRIIMERE —LEATE], XLnLHRMER
HITHERE, H&RZME GPU RHERGS., EXEMEA (FIgEEiX 2 ms) , GPU
SUTFZEARIRE. Valve Fl Oculus BT 251 T B AIEITEEN (running start)
FMEIENIERIRAG (adaptive queue ahead) BUXIE, G IXFP RS, Xk
B MEERARS EHTII, @t — ATt ek el, HEL 2]
[ GPU £H&<, EEMNEIL GPU ESKBI—MNES 2 G, ILBEIFFET—magT
B, KZE VR AP #if2 7 —LEpleE BRG], AEREBUEEN TS
(regular cadence) RMAIET—m, HHE BN ERGEANEILIE, EX—
N, BATRME T —MEMNERG T, UEILEE T XML R RAIFAL,
¥ Vlachos [1823]F1 Mah BI[1104 &, MHATRNITIE T B &M itATSRER.

BREMINZAFNIBBEINLRANTICEIE R, ETSFENLRZ BRI EZE,
AT BT SHIBORARLI, HARAXEMNMBNRAR, BNHNEEBREAX
MRERROTUIRIERAYERED, FRBE—IERRLRORBER, RITAH
RART —TEBIARE, BEMERCERFAITIER, HIal: Hunt [7901Fi8 T X
NHRATEENE, HIRET RN CPU/GPU RS NEIRGTERE, BWHTEE
W 100 {25&t5. ERGTERBR T MM ARSAE RIS, BlalE FOV
MiEXEE, Rt RIFHAIETMNRIER, McGuire [11861ERE, AIMUE—
PRHETHRETEEZR], FXEAREIRGIFEERL, MMRIZRFRIE RN
ANFRT, ISEMFSHAR—E, EMOEHEL: BAPBERE ZEREDN
3, BEHATSMZAEMINE, BENERRSTANITERE.

#MFE ANEM B

Abrash EESIFBEE TEXEMIMIE RS, R, BspfEME X EMAER
MXE, FTFERONAEFIZITAIEREAR, Oculus RESZEMNIA[1311ER
(994 BRZERAMIEE, Epic Games HIE4X] VR TTAE[18021tEBE TRZERAMN
2. MREIAAR—T OpenXR, ER— M BEFEEMIISHLNARNE AP F1Z2
¥, Ludwig I8 (ERFIEE 2) 97T VR IRA089], XNEAIRET —RIIGX
RPN, MUREXRNBRAER,

McGuire [1186, 118712 T NVIDIA 7£ VR 1 AR & Z Mgl E9TRS T/E. Weier
Z N84 IR T —MmEEMNEMNIRE, XTIREX AL RIHT 71T1e, HF
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Wi T WA EITENERZFFBEARMEHNERYE. 7£ Patney [135814H47 /Y
SIGGRAPH 2017 iRz, 818 7 55 RAANEXAIE NI SERIE R INSLAR
Vlachos 89 GDC J&i#[1823, 1824[i1iE 7T SRUE R RN REE, FHLEH T —LEHA
MEZMWT, XEFARKRMNRAFITTEENSA. £ NVIDIA B GameWorks 8%
[1055]#, B8 T7THX VR GPU MI#H, MERNAIKRFHFAE(NNXE, XEXE
RBEME. Hughes HFA[783RIM T — RN FE, HPBEETER XPerf, ETW
M GPUView T ERIFERI VR IBR AL, MMEERIIRYF. Schmalstieg
Hollerer B9¥H (Augmented Reality) [1570], EAFRE T 5% EX RS
2. B,
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