Chapter 24 The Future 7R3

Billy Zelsnack——“Pretty soon, computers will be fast.”

EEF - FRPT—RIR, TEVNMESTERIR., ” GIZRERR, BS5A%
(BziE) . (BRAE) , HElEEN /A5 Rebel Boat Rocker 5 G3kH
Gearbox Software B x)

Niels Bohr or Yogi Berra——“Prediction is difficult, especially of the future.”

[E/RER - IE/R or LFE - MA—“FNEEMH, LEZFUNRE, 7 (FZEie
MR, SFABEZIREIAA; 1885—1962) (BI MLBIF. #&; Yogi 2
DERARIING, HTFEBLZREVENERML, 1925—2015)

Alan Kay—“The best way to predict the future is to create it.”

XM - gl—"FNRFEMNRT HIEME2EERK, 7 (EEITENNEHRZR, 2003
FEREZESE; 1940—)

AEXTREARRNETHR, HMEDEN: EMESHAE, X—EMERTXMAH
AR, 8%, BIPEEE—EmN, Ehf—LlEZrTESmAME, B8
ENEE_ED, KT TF—HRAIRIEME, ReIUBAE TR — DY R4k
FRENENER, MEEZAEERENIE; EZRITESMXEFIRRIERTT
TiE, BE-MIERKR. 2. B35, aRH(SRE—TER, WE
24.1 i
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24.1: @i (aiz 2) RELARHE,

24.1 EH{th=E I

BEFFREBTHENHEE, MmipXUEBTSRHEE, MSATIEENEHBERE,
SSIERMNREFEC—, MERREEIERERAENLEENNEMTR, SHE
HAEXAVIFIE, FIINER, DRRNAERESEEE—ERE LTINER, M
—HIEMAL IR E . &K 90 FPS BIE MR EMINEN BIEFRIINE, 4k B8
BRIEZNERARRIFERERGENRL TE1R[1885],

ERSTERLUAEHIRNERES, AEMBEAENITEREN., EHREFRNES
AMFSEE SR, BRASESEMITELREMRR. WIFRRE (2FEER
MR, FlaNE) | IEMAERENHESHIN. URAMERNCREE, bE—L%LF
MIBMERENER. MRFANVEBERENE SHFAR, ITEEMBRALSRE. HEN
NEREBERESNANE, FZSEANRENFERRET, XMAREMNE
I, EREAEENDILFR T — TR,

NTBRKERMEERE, RMEXEBSKKETERER (Moore’s Law) , E/R
TRV RKEA: 8 1.5 FIHEEEM 2 (& EEMIANZ, 85 FHEEEM
10 f8[1663], (B ERNEREE AN ST, MEMREENERERS, E6ER
TR EALE S AR TR, TR ERIEFTREMRAEERINS, ER
HI%8EE 10 £ R8N 10 18, MAZELIE=RBF, & 5 F1BHN0 10 F1332],
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BB TIHNEEER, @FMNAZISSRERY, FlHXLEIFgHEEBR
MEAEREEMNER., iItRNEFBIZTWHNME, HRIEBERI—LHRITEUE,
#lan 2016 FEHIEBES (F4IFRM (the Jungle Book) ) , E—miAizsmPrlEEIS%K
BARL%L, BMAEZRMR(ER 30 B 40 N/\EH[1960], HF GPU @& HLANESR
MmAER, ELHELE CPU BB EALEMES, BM 1/(40 x 60 x 60) =
0.00000694 FPS 2l 60 FPS, thAAH 7 NMHER.

ARET—FANEHE, FRMFAEIFET LN, HPERERIE (faster and
more flexible) "FiRE&EEMN—T, # GPUZMME, —MABEYE z-buffer =
AR ML E LR ESASIRNE R, MR T RERENBEXR 2/, BN SER
GPU #1784, EMFERAR—EENR, MEM T EMSAEUEFEIRARTT B EH
HINEL, EMEXMERARNEEZER—BE HEAXMBARRFE TN —TRSAT
A BAOETT, RN RIER BN ERE, 7 e dBE XA L, EfR—7agz
7T, M ERSMERSMERETEEEN AP, WRATHIE, ABARE
ERNZM A EMIDARTE—EITE, —RERNBFREERRENTHETEEES
NARRA, FEEXEZENENET TN, BXNEREe—RiEEFEEiE
MRHIEERN, XFATE TMERRENERBNERRZEE, MUAEARZETIARN]
BRREE, RTXERRZIN, AEEZRIEEJELETXETEMBENH AL
B, AHBRPAZSENXETANERTOHEE., EMEFENAITNTAYE, RISt
mKEERNERY, LNARGETRE TENE®S,

TEAR%E (change still happens) . SEfr L, EEMN“— DIt EESa—1)
(one rasterizer to rule them all) "RIREZELFIRHIR, TABHR, HINTLT
TTEEESEFTERIBNSMES, ERT XM HARE GPU FreeiR MAIE—RS .
MRENFRARENRERS| 1, BAMBERLAEIEIEWSIZE, BEEXNASEIE
TH, a4 TERNERRE,

Ba, MKIREHBRMERE? BTFER=AI. 1SRRG ERFSH GPU
TREEINEREG, NARAYUNUEZFRAIEE, EERBNRENTRAETXMER,
EATHERN T SFRIGIERE—FERNRER, A, EMEL BIRENIF (fire-
and-forget) "l &, BIEATR—T=ARRAREEELP IR, HERXLEERK
SEROZMAYEZANIE, XM SHAZMAERS I ZRERRER, T, 3.
FRMESNERRKELER, BELQRRE/LFEEZIFT. GPUEBZMAT—T
ETRAEFIOABERR, FATAI AR OAAERE,

Bz APIF1 GPU RE T HEHANERX—IE, XEMFIE (mantra) 2°R)
4 (flexibility) ", BIFZERAFHMRARABRTRR, REAFRARENEEMS
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E3#HATEI, MIHRE 1P % 2AIINEE R PT ASEINEY . AR AE (AR m] AT A IX
LRM, URMNE SHMERITRERINGE, MNIES—TREEN. ST EES
—EIERTMHERESH ( fool’s errand) , MEIEFHN. EMRENS RS
[EF140E GPU _EREHENITE.

ZREX—R, BAEHESMITARZNINE, UN—TEESMARNERTLE.
HAIZE, (ERBRERNTELRRE, RERFZTEERN. BXNEER, F&
A FHANNRIR, KB "RE" 7 ZEEATE, EAMFHNEST 11.7 PATITICH,
BREBIREAN—MATHNEE, BRIEHERE™ RO, HEER@AET, BES
AXRFNER, ARRLENEIZP AT RENLE, FIRNEABELELRK.
B, BRERNAFENRBEERERARSI N, AESRNRENERRET, &
PAERIFSERA, BRLENAKEBRRESEHR, BEMINR, HMNEEIIE
MR, ARSAXTRRENIT—MEERHTLE, MIERFEMEEM
FILASERFR BN IIE, BETIHFZEIABLRIRATEX—K, ANEIENTESR,
i IEZ TR ME 1 HEIERMRREIR A, XA ESHIIRAN —HI %%
A LR IERAT LD AT,

SERPER (BEAMMBRERA) , RELHEXRTRENTIENEE, FRTIRS
AR 25, BIREREFIUMENERENRFNTEREFZ R, FX
£, TREWXZF (marketing literature) Ma, JLFFRBINBELIKZIEIRE I E0
2HREY (biased) [1276], SARSIRESLANMUEMESIERRIR, EBENIERS
MEERI, BRERAIMUMPZHNS— MR EEITE (FESENERE) . &
EZIHAIR— T BRUCNRIUIA T & GUE, BHTE 2012 FEIG T L AHRR
ZIR, SENKRINTITEY 7 FaNERNEGIRAIEERI349], AMEFMLE
TXERME, ERMEMEHTEERIO5, 200, 247 [FIHMEEN534]R S AE XN
KRR, WE 24.2 s, HBAELER, ERHEMNEHITERMERESMRIEX
B EAIREN, EARIRERMET .
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B 24.2: ETHENENEGREERZ. T2 RIRZEREMNRFER, £HEZNEIEGS,
£/ GPU IRRIREIREIE, PIMMURE N RIERE SR B G740, [200]

SELUENAZ 1987 & AT&T B9 Pixel Machine, BRI LMERRZE RN IEL,
REMIR. BOPER, BROERNERT, TUMREMNRET. SRR . FMERE
DirectX API RN T J 46 IBERINEE, #FRA DXR, BRI TH&NASERE, HE
FORE AN BTG AN Yo K ARIRE M S 35, ek &5Y (ray shooting) , BIIBEIRF:
AR EEMIBEEARHAITIER, BEARNESEMTR (FIUBZHERE) BF
FREN—MEAR, ESSTHZEHMBEE#ITES, 8NERSIZRRERE. REM
SRMERRMLEE, WE 24.3 Fim.
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24.3: FEEGUREERRHITER, 8MEELE 2 XREE; 1 KETRERUERR
A% 2 FRTREN S Ak 2 FMMECERI S, B TMERET 7 FE%. SR
BYE A T BRI 2R

HEIRIEER, EAERREND BN % AS] (hierarchical ray shooting) i
AEEEEREL GPU MERIEER D . (1 PowerVR B Wizard GPU [11581fF—
MKk, ABRNELZKE —FRBMZERE, EEZRENDBISHERRMEIE KRN
R, HESIENE LRSI GPU, BEWTWEHE (equations of
efficiency) , HERTEEME—TRMYEN, FESHERRRNEHHCIE W LFE
EERARIEBRME, —F AR TERIE A (eye ray) #1TYEML, FHERNEKIEBERS
FETEEESRIMEMN—IIRR, FEXMHEEEZESHM DXR demo [1, 47,
7AB]RREIT TR, B UHNFIRER, FIRNILLIERR GPU, UKRSTHIAR
BMNA, HEFERA—LEHNMAR, BMNFUHRRMSEBEEST 10 Fa014%6ER
Tt

A 152 DXR BB ARM A E AT KA RTMRARTHRIFL., NTFiERms, &
WIRGIICERIBIS R AR BATE GPU E#1T11T, AMERSREIVERSEME
EZRRMERLS, MMESMEEE. PIUEMESHAER ground truth BIR, {EHEE

BEMB A TN, EEENEEHTENER. RZNEXEE, RFE
IRFEHER GPU E55 (Blal: fIEZE®SETHF) , XIUFE—TmANEE, 7
BE A EMAENNAA,

GPU NARIATEEEM S ANFRNAI RN, S—MPERAAHAY, SHFRP

HIFR BB B R R AT, JIE T 13.10 FRFfA, XTI T4 A IRELL
KRBT ZMR ., ERATHEEHITAENIIETFME, NULRBIELIES S PRITSY)
K, FERZXERFTEURABRRRATEER) . REWLL, HANBEERAEE
FRAESZHXE, BAFERAZERN ZHOITFFHITER, SESRENER
MR, 3D HTENMIARAMELTF (BlE0: Minecraft) . SR, BRFIBHERE
RERG. BOtER (LIDAR) MEMERSIZTENASHILLEREE, ELEXA
KA (RE) BEERR/NVFRENESHRFN—ED, FS5IEED (SDF)

R —MBEBIRIEARTE, SIREREM, SOF AJUXIZRH#TILMRHEAEI,
PI AR SR R BR 1T IR,

B, RLiSENBRERIOMIFAR, RFEFAARTHRER (break the
mold) 7, HEFER—LEMURIHKIANEIIENTE AT, & Media
Molecule (IF&EF: REN—TE—FAITIEZE) B (Dreams) # Second Order 89
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(#hZ+ (Claybook) ) (ZN[E 24.4 FiR) XAEAVREXE, XL EBER T IEE
FRVEREA, BB XFE—TAIRERYERARNE — B T,

B 24.4: ((ht2P) B—RETYERENE RN, EPNTHRIUBARP#ITER
B, T HFERNSIERGHITER, AMERANXLERFAITESR, EPERFEE
(primary ray) , JtZIBERBARIAN AC FRUR ., FHE GPU LS ERMIRIARRHAIT T ¥IER
o

REBMIAREMLERT R, 2 VRGFREFN, ENBREIRAN. MESIE
NERTERRNBES I HFAEMESNEALR, 8TABE—RERMMENE
IR, EREHRARXMIRERAIESHNTARSER. K TR FIIAELINA
X7, BRIEXEMENR? ZRAXLEEHERNAREMRMFARIIE1187], PIEE
A —EEHANRARREE,

24.2 {R

Bo, SROBRFHRZFZFEFTER (The Singularity) FISRIER, RTE
Mt alk? SRAEERER: RIWMNEE, QIENAER, SEHEMRERNS

8. JL+5rI, —ailSERRENNMRBEL—MRESELRS; B2IWNE, ERRN
BRI FMBEARSR CPURIRES, MEXEIREEFIASAEMRNFR., BFEARE

(graphics hacking) BERMEERN. EANTHR, BAIENMBEESBERNR

R, XEFIRA AR BIR S 2 B S8 X SLAE ARG R RINIRFIR A
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BIIXABHAIZRZFEN, EFATAEEANERFR, MRIFFTEAHED
BIERE, AJUAREIRXRESRY . RO EE—1E, EFEa7TH
M5IBNMBEXE, (RAINMEIERIBEN MR IRTEE (WMRATUIE)

REZBIARX BT MERBITFEAR (Google Scholar) SEFEENT ARG
3, MREMGELRNT, BARAINEEERZE—HXEIE, LFETARE
SRILABATTRY TAE#IRNERIARE

MRBLIENRERENIE, BAEW ACM HFEFIE (ACM Digital Library) &
R, BE8TARETHENNE., WRER SIGGRAPH G, BRAMKAINE% S
AEMEATFZ BRI XAEH . B8 —LRHIR A RBRFZAXE, Fla ACM
Transactions on Graphics (M7E®IET SIGGRAPH HJIEXE&) , The Journal of
Computer Graphics Techniques (IXEFRIREXRY) , IEEE Transactions on
Visualization and Computer Graphics, Computer Graphics Forum, IEEE
Computer Graphics and Applications &, &fa, ®E—&£E W EEREFEEERLY
MER, Twitter ENEIFARAGHMARAR, EESIELRENFIZR.,

FIMMAFNEGRMEANRRAEZ—MESINRIN, REAES— T AEEMIRRE
e E e ABIEIF, MRIRBZRKRE, BABKRABEXRNRNARE, 19
EEEENSWELFE., SIGGRAPH f1 SIGGRAPH Asia FREHBBHNEEF
Fir, {BEHIERMHE—17FR, BB —LHMAFARES, U Eurographics &IXF]
Eurographics BIiZ2Z8 14 (Eurographics Symposium on Rendering,
EGSR) , B3 3D B FidE (Symposium on Interactive 3D Graphics
and Games, 13D) , UKREMEEER. RS (High Performance Graphics, HPG)
WIERTHAM T AESIMERBEXINER , T —EENHNALENRIN, fl
91 GDC (Game Developers Conference, XA REARS) . HIREHIATSES
IESIROARHE, BB MEEEAITBIE, 15502 7E SIGGRAPH L, BB E MBI
9MEIZEERS (birds of a feather, BOF) , S AMTENEHERREBEEERENTT
Al SR
BE—EE5REHNERBXINEFRIR, 531{EFESNZ, (Graphics Codex)
T ERENABEFSERN, HEEBTRMEMNIMA. TUENE ML
(immersive linear algebra) MISRNERD RS, BAPNESEECIE, HPE
BTREXVETADS, WXTEBNFEIEMELR., Shirley B—ARXT LB
M EM Kindle 55E$H% ( {Ray Tracing in One Weekend) ) , HfJHAIEE XK
FRTERNTNEDS ZIREL
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ERIBENE—FE2itt, FRT7TERIEXASTENTNPE, T L2 IREBIXE
&8, EPeETAENMRERTNLARGER, EFNTFZRATERPHHIT TSI
., SIREF2E (GPU Pro) # (GPU Zen) H58, —LLiR|BMIHEE, Hlw
{Game Programming Gems) . {(GPU Gems) (%ZEE%) M (ShaderX) %
SR PABE—LEEXINNE, AAEP—LEEEZNFREHISEN, FIENXLESH
#, BRAFHEMRFAESENMES EXSVIEXHEIRT, MUERMMINSGE, X
HNXESEEATFEENMIN LIENEARETHITIHE, XEETABEHIES
MAEMRIEXF, HFEUNARARMS, M—RBXEFRIE—ETMETATE
— 1, PIBEREEENERAPHNRAEENE., NRIREFRRERPIEZERY
FEB, FJLMERT D LR “Look Inside”IhEE, HERTEARE P LLEXAK, 7]
BERBR—1EEIS1EE AR (get you started) HIHEZE.

WY, MET, MBEEFRERIET. BEE GitHub, Bitbucket KB ERI

£, BMBE—"FENRBEETUHTIE, EXNToSMEMLEBLSRET
Sturgeon Ef# (Sturgeon’s Law: {HaIE4H, HA 90% #M2Lutk) . BELISI

ZRXENTRELFN T ENNERRE, ER—TAARINNER. ACM ILEE:D
FERIEARIBAXELAHEZ BRI, REAESNEEREDIREMIINR
KIBRE, SHHTER.

Shadertoy 2—MIFESTRNMIL, ELEEGRECRPERAETHKER
BFEA, BAEPHNTFZEFELEER0ZEN, BRZMIEFE8TIFZEEH
BENXH demo, HEMEMABEHEI RN, HETUENRTERFFHITIET. F—
PMEFRT 2389 demo KR ZE three.js BEFIEXMIL, “Three.js” @3 WebGL Y
&, EREZHITIR, AARSZE/UTREMAMNERERER, HERFER
H—EB5EE, FeILAEM L& demo, ERIAZAAHITEITHOMN, X3FFH
BREENSZEREMS2EEEN, APNEEZ—ET three.js, Jy Udacity (—
TMELBEFER) ST —EFEAITRE.

BB R AEEFRANIMNEL ML realtimerendering.com, TEIRRIREAMIFZH
tERNER, FINEFFENFBIIR (HEPreEs—LREZNsSREANS) , MU
R—LigE, ElEREENENEER. RN, REERTIFSHMEER
R RIFHIRKIE!

BN&EENEERERY, XK. IMTEIEREIUSERMtAR, fiBEN
FTRVST AR R PRFISR R . RIS E5HAP, SAMERNRAMEREZ, FiLk
HESANEE, BRIRAFELIN—KEH buzzwords—dujour (FEEEZSHRT
1B) MEEBEIFNER. RIENAREFNARFZHEURFAIZENMAREXE, I510ihE

Chapter 24 The Future 7R3 - 9


http://xn--realtimerendering-2880aa375khk1f3qgda088gow2ct4zdspyagy1arhyv99cc8xd.com/

BOERARMAMNSES R ERIMERR, £ GitHub EDZAREILR, GitHub &
AJRITERE. A5 5IE!

XTI RIS Z—, MBEER/LEMSBERBUE—IX (reinvents itself)

BNt ENEAM SR, LFRTABNLR, MEFEMAIUZNT ., &
—HAHY GPU = HRAERIINEE. BEMAFELES. ENMMTAZSHH, WEoD
ZRNMERERRN, HMETEANRRE, BMERILEEERTEMMARNES, E
REMHEMN. BEMMREE, LIS — . FTHRARSEMBANTE, mA
EMIEIBRIERE,

44 /] (2018-1974 &) , Sutherland. Sproull #1 Schumacker &% 7 it & E
Fe2ug R — 1 ER2RFIE X “A Characterization of Ten Hidden-Surface
Algorithms™, TEfE{1HIA 65 TIANIEXH, #H T T AMNEENEENLES T, H
FE—TEER N RESR"NEE, XMBENRAREZERRARNEZFEZE,
QEMFFEIRRNT, BIERRA z-buffer, AFHbin, z-buffer #95BAEZ Ed
Catmull, Sutherland 2tHISIF, Ed Catmull 3 z-buffer 2 #1T1HEHIIE X,
TENTRZET KRR,

£ 1974 ERNXRIEXH, TeHNLET 10 MERERENE L, ERXirtRAMHTH
HESE N, EANeEREE LS T, AEESEERARNHD, FREEEALR

A7 EFH, BAtiBEZ TR, {82 Sutherland E AR “+AEER AT, EEHNE

TEENH. BEFRMNNEEN, MEANEERZRENRE. AKR/LFEHRER
R 2ZEN, B—HIAXENER, ERERNE—X, SRNXTEINERRARRR
HITEIFRR R, SETARER? REANE, BTABAEINREEERT
M, REM—RARE, RELARZRENTRE, 2REETE.

Chapter 24 The Future X3 - 10



T RIREM T A0E?
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