Chapter 3 The Graphics Processing Unit
Z|f B 5T

Jen—-Hsun Huang——%The display is the computer.”
=) “‘SresTiaeR”, (Nvidia glta A3 CEO; 1963—)

EHELE, BEMRELT BT =R LNEERELHeRE A ERSLERX
LHEE. ERFhDEGERENGESN, XAPFSCECRARE L RINRTEE
MOREMNLREES, SRMHTRENTNMENE, HTFXEIREEERELPHRAE
£/, FELElHBEELTREERTRBTIT, NMRSEERI. EZXER
RSP, BERELEN T RS, AEEPNESTESEBN T ESHNINE, X
ELHNEREGS CPUMRLL, IE—NMBMEREE, EXLERTP, BEREX
BEER,

BRSO (NVIDIA GeForce256) F 1999 &7, NVIDIA 8i& T EfiZAb BT
(graphics processing unit, GPU) X MAR1E, A¥REXZ GeForce256 Hid EFrfE
ARt R, FHRXMARIEERAT Tk, EETRN/LEREE, GPUMN—D
Al EMNEREEINREEL, KRA—TEENRENBR, FREFTUEXTH
R EXMBCHERE L, EMIRENEESE (shader) EIFHI GPUNWEEF
B, NTHRBESNUE, BERELTFNELETSNAREIREN, MHIEER
219, B GPU NEBAHRREBEEERmIZMUMNRIEMH[175],

GPU TET—AHSEHITHANMES, MMRETRESNLFERE, SEATIINE

HRSLH z-buffer, REEGSIRERIHRISEEERGMEME TX, BRI URE T H ML
ER—T=RBICMEBE. B(EES 28 &, WeXEBEF L T2IEM S ENI
BERY, BRIEEEMNR, FERETHR GPU RIS A RiEE B HTIHE

A,

AEET 33 H, BIERTEERINMUHITIEN, MNERNFTENENZ, &
B OR— TR TITREMRXIRILESA/NELERS, FIaE— R =B
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BENEHSERT L AN=ATHEXIREL, RSV RSB T{2rNERE:
R (shader invocation) , BlGiTEEZRTZRFAIEIESLA,

BARHNBEME—R, HTEFEMPRSEFERE —ENE, FLWEREME
EFMEEIEN— T, ZRIEEN—TEEALER, HEERGESET (1)
EEXENER) , hRAMHFESFFNNERBK, 7 23.3 F#INHE T XTER
B, BN TAMFEFEMS, HERAFFAFPNEENEEERESZHNNE, =

T 18.4.1 MAFAEHEIT TIRAWIE, X TEERKEBAET, FEERENLETREL
ISR TEHRTE, XSREIEERN.

3.1 EHITEN

A EGIELRZEER T AR RIEREREH. CPU LM, rIMMIEXRER
HIREMAAREREE, CPU —iR#FEBZ MRS, 8 1TESEHAUEITHAR
AT, ER2BRN SIMD @M= EE—MIEIsh, A7 &/IMCIERFI RAVES
i, CPUSHAFHAEDEHIRAESRNAMER, XEEFRFH TIZ TR
SHAEINEEE. CPU BRR{FERA—LEEERARKEREM, FloFull (branch
predication) . 8L EHF (instruction reordering) . ZH{FssEdn (register
renaming) FZEFTREY (prefetching) F[715],

m GPU MIZRA T AEIRE, GPU S AHFRIRA—HEREEAELIESS, Hil
MEBR%L0 (shader core) , GPU R AFREZEHTIERSF 0. GPUZ—
TRLERS, ESHORLGERFERMEYE. BTEIENRMUE (Fln—AxsE
&%) , Bt GPU AIGBE AMEFATHNANRGEXELE, »—TEERE
2, XEEEHFBEANERAUEMIN, EfIAEERELREFANESR, FFE
BEHSFEANNRAFME. BREN TER-LEHINE, XTHIESEITR, BREX
MBI EHEARBENTIMNEE, RA—TLERFRERFESF TR — TUERNTE
RZE, ZFREFIRTIIE.

GPU B[ &ME (throughput) #H1T 7ML, BIISHENEHIEEBRGENR
KEE, ERXMIREGEZERNN, AFRTFEFENEHEENSHBERRD,
ST EERB[ZOIER, BEASLE CPU A ERFMIBZIMIEIRE K[462],

BgE— TMEEWNSZERCMY, EERTRTIREHTLENR T, BBAGRESE
BERERFIARARTIR., BRUERNE—THA L HEEREMN GPU, ERERT
— 1M EBLIESE (shader processor) ., EBGESNMTTATHNE—THITES
iz, XTEBNERSNEFRETFRPNERH T LEARE, XBNFFSR
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AN, ERNGEEERIR, RALLRBIATREEH, RELEREE T 15
[ESEERES, Bl WT—TEENKREUE, BEFFENMESCE ENNENK
A&, MEXTSEER—TMIINTER, ATRGREREFAMAFFI—ED,
EILEFTRER D MBI R SGRRVIRIE . EENAFSIRFEREA B LTI EE, m
FEULEHAE] GPU LMK AR HATIEMIRIE, HAIEIERENR, HAFEXTL0E
B ERRE,

RNTIEZTEBH GPU BFETF—R, HNASTH TRt FERERE T —/)
FEtE=E, MEXTEELESTIEINRLEENIHMERRERET, MERHITY
BRAPITA—TRTiERSRER, BIMTTARTHRNEZT. ITATRNERE
ZRIREY, BRTRBIEF—THTIARTNEMNMELZ, FTEEMEMDR
M, MELBRZHITE_THTNERSRER, SE—ThT—F, XE#HTT—
EHENERRE, AREEXEEXTLEELENEE, REEEHFOTHXY]
BREIBE="ThRNERSRER. &2, A 2000 1A EHE XM RORFITL
2, AREeLERTROEE AT, XNBRIKRNETLEENG e, AtEe
ER 7 P ARG T AT . BB ZUXMAALERT, BB — TSN
WRIESR, HEBRREFRTTM. AXMRTANT, LEETRTZEEBRON
8], (EREAENATRTHERZAKBD .

EXMZ, HBIRJEBAEREHNESH, BIBIMmARTEMRET
ERIA, Kik GPU MZIRIFICER, MMmBRER, E#—%, GPU FJLUKIES
HITHIZES EIED BAR, XMiZITIUfRiE<S. ZEIE (single instruction,
multiple data, SIMD) , XMigItEERENENEEREFL, M—1TETEND
KERWMITEEBRNIES . SERA—MHIIMEERTTIAERTRAITENERIE
tb, SIMD ML ET, aMEREMESHR (BEREE/NINFE) KA TR
EAFETHR, FERIA GPU BIARIERIR, 81T RTNEEEEREAREA AR
A—1%F2 (thread) , BEXEBFMZNLEARRT CPU LH%Z, EXEERT
EFRERRMANENEFME=E, MEATERRNTNEAFFRTE, XEEH
HEEBREFNEAREASWITEMA, NVIDIABERIEAN— warp, AMD JGEFR
fEJ9— wavefront, — warp/wavefronts AR IAE —TEENEH GPU LB,
AJEER 8 £l 64 1>, HEHWS(EA SIMD 218, BMEEHSHMETEI— SIMD &
& (SIMD lane) .,

BIS BN 2000 MERRBNAT, NVIDIA GPU Ffg—7 warp B8 32 M47E,
2000/32 = 62.5, XMBHREHBEESE 63 1 wrap RHT XL, Hhh—
Twarp REERT —%. —1 wrap TR GPU & E23E0, B—1 warp
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AR 32 MRS, HEU—TEENTKRNTERRER, FIEE&EHSNITR

EEENES, BIE— LRSI FMIZENME, MBE&REHSRMNBRIX M0
EE, X MEEBES KRBT XD warp FRMEL RS AEER, AESSENR
BIZ5R, LEATXD warp RUI#REIZ—1EE 32 1M&EFER warp, AfEH 32 TMhE
EIATIIT, XTRILIRESH 2RI 2N IESEYIRSFE— IR, £33 warp

MIERER, STEETNREISBEN, ST EEHEEEENSEFRS, #E8T
warp #RICE FHAIEERTIHNES ., RKiR—1 warp, [2E—HLEREZOIER
FS—HFTERRTHEREME, REEMNZIINTE. 81 warp REEMEESER
SR ZE, ARETRE, FIFWE 3.1 iR,

Chapter 3 The Graphics Processing Unit Elf24b B85t - 4



program: {mad{mul| txr |[cmp|emt

fragment/thread

warps

shader processors _ _
: @@
.... mul {mul |mul |mul
8088 [~~~
.... stall & swap mad madlmad mad
.... mul |mul {mul [mul
.... txr | txr | txr | txr
.... stall & swap | mad|mad|mad|mad
.... mul |mul {mul [mul
.... txr | txr | txr | txr
.... cmplemp cmplcmp stall & swap
" o)
.... finish & swap cmp cmplcmp cmp
.... emt|emt [emt |emt
.... finish & swap cmplcmp cmpcmp
.... emt|emt [emt |emt

B 3.1: — PMEtNERSENTHTF. —NZAENART (BRIRELRE) | KITEMREZ
™ warp, AT EMNERT, t!EPE’\J’E| warp #RBEWN%FE, MEIERN warp —#&%
B8 32 M4&RE, XTEFFITHNERSEEFPESENES. KO LIRSS jj—iﬂ F
IEIATE— warp REYIES, BRIEBRI“ 8L, MR T —NMERRES, X
ELRERF LN EIRMEMEPIREEUE. AEEZ warp W INIREILESEF,
HRITERSERTNRIZRES, BIFMNE—NMEWRE, BE=1 warp tBEHF
aitk, AEMBBRESERYIREIE— warp, HEFHTHIT, WRXDEHR “txr”#5SFR
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FENIIECREREME, BaLERTZRIENEH TR, BERXESRIER R
&, 81 warp B=ERRINFEARIT.

FEBANRIX N RBGF R, FEEEFIRISGERTRRANER, FIEERSE warp #1T
Rk, HTZXMIREIRRAIEEAR, PTIASERR LAY warp AT BB R ASR1F ERAY
SER, A —LEEMAVIRARR ARRMARITRZRI945], {BRE warp RikZE GPU L
REZAERRERA . ITEIRNTARRESRAFV T EMEER, flal: NR
LRENHERD, B RBELIBRIDAI warp, XAIREMISIER BIRBEER,

FIIHRITREN S — N EEH IR EBREFNEN, EPREEN—TERMES
MEAREFTERNSERNE. BNUERIE GPU LTURNEERTIERE, 817
ZREPCTHNECREFMEEFANSTERNENZ, B4 GPU LEEBRINERE
MELTZENE T warp E MR, BERDH warp BIRE, AJRELEET warp
RIGRERIIEZ OB, IEERITH warp #FRVE“in flight”, HEEHERA
SFZE (occupancy) . ESNEHBAREKREFEEZHTIEN warp, thEIXE
SBEELNTHLERE, RENSBARTFEKREHERNAE, FEEENEE
HORWIERF4 20, Lauriten [99315H T BB IBEBANERANTFRNE, UKH
ZEERNERMN GPU SRAZEM., Wronski [1911, 191411118 T AR HH GPU 5
R, BUREEEHIFFLEEMAERT.

ST EMBAGITRENERZZH i 1E0HEMEYSHMNED X (dynamic
branching) . RIZIMEFNNNECLEEFFER T —1 1" 150, WRMBLERH
HANTHEINDZ, B2XT warp AJIAAAEERMAD ST, BERITHABT D
XBIF], (B2, MIREFF/LIMERE, EERRE—TEHEHANTHMNS X, 4
XA warp BUATHER TN L EHIT—iB, AEBRESTEENAMRER, EFR
FEMLER[530, 945], XM ERRNMLETZLE (thread divergence) , EEKER
—ELBERBEEZRIT —IBIMRIE, SERHNTFIE warp REMEGREHISEHA
i 03, XESWEMNEETE,

PRARY GPU LR A 7 IXESRMW B8, SRXHSSHAREFENRG, B
ERXMRE T AENERITERED . BEXITRASWAHTREN, JUBETLR
ARBEINSMEFIA GPU %88, HiZ FREVN\TH, B1=1918 GPU 2AeSEIIE
RELH, FIREFSRHESWNTHITREN, MRS GPU MERIEZSINEE.

3.2 GPU E4Z& iR
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BANES 2 B 7S LRI LERER. SO M ERMIIG R EMER, GPU
NTERE M LM T XEMER, EMNRID A TILTAERIEGNER , S1TMEREE
ERERERNAREEN A REE, E 3.2 ARR 7 IXEBGME, FERRERIE
BXmEEMNNAEEEM A REE, XEFEIENE, XEMENRNUDS
% 2 ERRRINEMERBMAE.

.. Screen 'N Triangle

3.2: EFELM GPU LI, RIFMFEEBXIERENIZHIER, XXEMERHIT TEER
B, EREZEAXRTXTHRETEANREN, RLDERRTXTMEREAIEN, ZEAR
TXITMEEAEEN, BEHREIERRERN, FNBMNTUASHMERIRERNERESEL,
BRI EFTENHATHRERLES . BEART XEMNEFPNINERTEEER.

HAXEBFRHEIAE GPU RIBE1EEY (logical model) , E@IER AP R 5
BATERS ., WIEE 18 EFE 23 EHMITICH, X MBEERNERI], EIYIEE
Bl (physical model) , BURTFEMGH i, EEENPENETEINEEME, FJER
BT HESRR A RIEMESRINI—LEIE ST, BEATHNENERER, HolgEal
o FRER, RAEREEMIINFRETHTNT, AERZEH—TIHILA pass

AT, X GPU IZEAEE A AT B RIBRERZ IO BER A =R, BRAN HEHIRIAN

& GPU BZpREM A=

BEE. HRETHEICENBETE, HEMAD (tessllation) HHEF/LAEE:S
HEZrHERIMER, (BEATZEFMEMN GPU B FFXMTHER, LEEBRIRE LY
GPU,

HE . —ARIREN=ARERDME, #HBHEEINEEMNEGHITI, FRIREIZE]
B (window) FIfLO (viewport) REMZNN, ERNFEE T — 1 E R
BEMINEE, BRECRMBEE—TREVURENMER., SHMBRREARAZRE
1, EREESENREN, BIIMARERESMHEFNIEE, EHMERIIMTE
PRELZTNEHINEE, NRBREFEEEN. z-buffer, BEE. BEREHFAREMM
FA5HEBEXNETX, GEZERRBNESHME—I, AT E 2 EFFHSILHER
RAIEMER,
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ERR#HE, GPURIKEAEZMNZAINERIDIRIE, RMEEMRE. BMNAE
A ENEE, MAREEESMERINSIARXTMERIREFREEN—F, T—/\T
A T3S E R RIE RN RV B4 ISR AT IR

3.3 NI mIZEE23MER

MRNERREFTER TR —NEERNT, XEFRENMSER:E. BREEHR.
JVAEBREULREHEMASEXNERSRS, HHEZ—TBANREREERE, 1AM
IESEELEM (instruction set architecture, I1SA) #32BEHY, £ DirectX 1, 3L
X MERAY IR 2R M A HE B 231Z0 (common-shader core) , BEXMZIO

B GPU AMEHRE — 1T H—NEBREN, XMEMEENERE, XEEELE
2 A M BTFHRITEZES, M GPU v] AMLIEIRRIT X LEL B2 H 1T o ES, Blan:

BN FERT=AEEAMN—TARERF, —HBER=EMN=BMARNMIERS

FEFZNNREELE, —TAEARUNREEHZONHEREESIZ TR
GPU Bl&E, NTHREGMANZOEHLTICRIRTS, BLAFEMSMENREERSS

MERERFESLEH. MEBEITR—RIEERFZ0, GPU rIBAMLIERAFEX D
A=

BENBNEERFEEEEHRTHAERAITITERT, XnzBH 7TXAPIER,
MEBEEBERZ Y. BEMMILHMETXHSIE. ERREATECHERRIES

(shading language) #1795, 40 DirectX HH# High—-Level Shading
Language (HLSL) #1 OpenGL A #4 OpenGL Shading Language (GLSL) ., AT
RAEMIMIIM, HLSL ATA IR ELIEEE, EHRmIUMPEIES

(intermediate language, BFRH IL 8 DXIL) , XFHERTET UL TFERTE
FHITEEMFENEME, ESH GPU IRSEFEIGRAITEN ISA, HEEN L@
FERZXTHEESTE, BAENRERIE—TISA,

2 MMEENZRATENEANERREMNEKIELE, REQEREEBRAEN
—&y, MEHAH EEAMRIIEGRERS. IR GPU £, BIFRAEXR
32 (B 64 (\[FRE, FRMEBERXRRTMUE (zyzw) . @M=, EMEF
ME—1T. B8 (rgba) FESEELIR (wvwq) F, BEEEAREZRITEE.
RO FEMIBIDE, BUEWE. BETEFEERSER, WEHER GPU i,

— /X draw call 2TEBERZ API EiaH—AHE T, BERELBSBENRITERX N
ERE. BTN RENEEHRMERMBESHAMEENIMN: F—HA (uniform
input) , EXRIBE—/X draw call PR RENTHES; FJZHA (varying
input) , REZ=ZAFENTIRSE R, i REEERPIFEIE ]
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BER—THR—IE, E—/Xdraw call FHAZREZEN; M=ATENRELENS
RIEFS LN MEERERMN, AEXMIBRESIRN, SCEE—MEIRIA
—HA, 3%, EEEEEMA—TNATRERENEEEER, mMNS5EEq
MR EERIFETIEIE.

EEELIAABEENBARME T AENEESE, E25F4 (constant
register) ATEHEA—RAN, EBEZKTILHER (BTFEHETSHAD
H) . XRAATEHMANBERFTEAS N NARES MG R FEIHILAIEERN A,
AL EMEENHERRABRN., MA—MATE—IX draw call FREEFE—IR,
AESEMBNNMRREGEZTHTER. BLWEE BT IRNEENERIGEEE
g% (temporary register) , FIEXBENEF 7, WHoIMERFMREERNFEFSR LN
BUHE, RATHARS|. SEF[EDWIABAMLAE 3.3 Fim.

4096 registers

Temporary
Registers

16/ 16/ 32 registers 16 / 32 / 8 registers

Varying Input Shader Output
Registers Virtual Machine Registers

L

Constant
Registers

16 buffers of 128 arrays of
4096 registers 512 textures

Textures

Bl 3.3: HE®&KEE (Shader Model) 4.0 F, Si—HIEMHRMNFEFEHEH
B. BT8P ELHMERT RANTRAE, NERANKFOIRKRIRE
B, JMIEeRNGRREEHRMRE.

BT ERNE LREMIZEH I UEIN GPU LEINIT, EBIEEBTRER
REBEHFEANRE, FININENRENRIERNE + fl «; HRIOBRETEL(E
FAIREREL (intrinsic function) Rizf, XLEARABREEX GPU #1TT7TEIMA
€, Blan: atan(), sqrt(), log() . BB LRI URHEE IS RAVIEME, Bl
MNEaEMTENL. KRFEE. @EMXTE. KEFNEEURTIINE.
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miziEH (flow control) XPARIE, BIEFERADIESKAZABRITNRRE. 5
MIZIEFERIES BARIIM — LSBT AWM, HIa0“f" . “case” AR &M
BIRMEIA ., SRBIFAMELNRIZES, SEESRERH (static flow
control) MAKshSimizEH (dynamic flow control) , HAFESREEHND XI5
MEETFHR—MANE, XEKREE—IXR draw call 7, Z{BIREZIEEASE
1, BSRERHIREENGTLET, EUMESHARNIERLT (HlilREEM
HR) ERERNERRE, HEEXTEETREREEANEEZAR, ERNMEIRBE
SFFENERMABEREZ . siSREEFNETIZMANE, ERREES T
MMITARNANE, HIngEbESnieimslEmax, ERIEEFELE, THES
EeFERZE, KERERINNZHR,

3.4 NRIEEEBNHE API BUEE

A RIEE EIEZEMAE AT LUB AR 1984 & Cook FRIRHEVEEH (shade tree)
[287], EIS4RBRT— T HENEBRIESENEN, 7£1980s, ETEHEHM
#83%, FFA& T RenderMan Shading Language [63, 1804], M1 ESHtt R LR
HORSE—ie, 5% Open Shading Language (OSL) InBE%, MATHEEHIENE
#[608],
final color float ka=0.5, ks=0.5;
float roughness 0.1;
T float intensity;

color copper=(0.8,0.3,0.1);
intensity = ka*ambient() +

*
\ ks*specular (normal,view,roughness) ;
final color = intensity*copper;

copper

_I_
color / \
&%
) / \
/ \ specular

weight of  ambient weight of function

. specular
ambient pec
component
component

normal view  surface
roughness

B 3.3: £ZMEB— I FRNEEN, AMNRZE BN NNEEIES{0E[287],
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3dfx RE /BT 1996.10.1, BERSIA T HERNEREYS, & 3.5 B 7 MNXEHRF
{aRIRTE]4% . 3dfx BY Voodoo ERAIAEMRERNERIEX (FH 2

(Quake) ) , Haa KBMEEFEFER ZXKB. ZERIM T — T EEINENE
%, £ GPU RAXIFRizE R 281, BB E 21 pass RELISLAS A Riz
EEAIRIE, 19990 ERITH (BWHZE3: ZFtg) , EMAIES (Fs5IZ) 1
AEX—IHIRE T ZEAIN, EARETHRIEME, F13=E NVIDIA B
Geforce256 EE—TEIRME GPU NEFMEH, EREMNMNREEREN, mAE
GIE T ES O

OpenGL OpenGL  OpenGL ES 2.0 OpenGL Vulkan
1.1 ES1.0 . ES 3.0
Wi,
PLAYSTATION 2 PS 3 iPad Metal
1996 2006
SM 3.0 ‘
3dfx DirectX DX 11.0 start Rift,
Voodoo 8.0 Xbox SM 5.0 Vive
360 PS 4,
Xbox One | WebGL 2

GeForce256 DX 9.0 DX 10.0

3.5: —EEZ API MIEIF A& & AETE14 .

GPU [1049], E@id DirectX 8.0 RFEFEEXIZEO, HeIUYT EEI OpenGL, XLFH
BEd —MEMUT CRINES K THRRE, HBEIRNER, FEHEHSHERR
{3, DirectX 8.0 Bt EE THRRERSR, (BEREH KB IUEIENTTHFE
M, BNEE AR EFHENEFZRENSIEREGIRT, #MEHBIEE“FF8E
A58 (register combiner) ”, XERFANZRTFKE (RARZFF 12 £18
%), ANBRMRZEEMNINEE. Peercy FAl1363]%F RenderMan RIS &HR,
IRERSIEIEEY (dependent texture reads, EI8EE(FHE—LSERIZEAIIR(D]
B, RAEE-TSERERNMUE) MERBENTINEENAIREEHEXEE,

XN EBRARTERIREES (9%) , IREEEFEPEIIX, BAMEER
AT D ZEHIT—IR, AREERPHITIAESEHERENDZ., DirectX EXT
EBREE (Shader Model) FMEERX D EBERRINEENE®E2E., 2002 FHIGHE
H T 81& Shader Model 2.0 B DirectX 9.0, EXFEIEARENTNISEBERNEGE
E82R. EENINEEH I ATE OpenGL MEREMY BRLI, Shader Model 2.0
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X1 TESRRISEREIEE, HXIF 16 (IMERNE, XHEHET Peercy FAFR
HWEREE K, Shader Model 2.0 XY B T EBRFFEE (FlUliES. SEEMK
7eR) , SERBALTMAERENE VTR, BNIEIN T XREEHINZE, b
EERHREFRKENERENAEIGN, XESERACRRISET AEBHRTEER
e, FizE, DirectX E#HEZIFT HLSL, X#ME®IESH Microsoft ]
NVIDA &EH &. KUO7ER—ATE, OpenGL ARB (Architecture Review Board,
RMEELZAR) LT GLSL, XE—MAT OpenGL HEMUEEBIES[885],
XEFESNIRITAS CESBEENTEENEM, ENtMER T¥RE RenderMan

ERESPN—LETE.

Shader Model 3.0 F 2004 F#t, FHIEBM T SREESl, XEEERBEME
R. ERFENENINEEIFEMAN TEKRINEKR, #H—FTH KT o{ERZRIEE, 7N
REBRPARINTNEEEEMNE R, fMtCREXEN D 5T 2005 FIK

(Microsoft Xbox 360) 12006 FJ&K (Sony itEHIRS PS3) L, MiI#HEES
T X% Shader Model 3.0 89 GPU, Nintendo F 2006 F&#tH T Wii 41, EE
RE— XX FHFEIEINEE GPU ZEREN. NSHEEINENELEEMKER
T, EBRRESEAREI TINUERASM TACIRZMEEEMNtE ., & 3.6 BR
T—HMXHENTIE, BER7T Cook WEEBMELZ.

S N Lo/ 053

B 3.6: — AT shader RiENAMA TR, FHINEEAMEI R T RENINEERS, AN
RURNERE, SRR —NINRERAIAT R, (RAIANERNSERTIEE, WANMR. S171
AEREVEI N3 LA E A INAERIEER, RELRBITELEENER, WPEXENATH
PR
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ERBRHEEENT—XEEthEIE 2006 FJK, DirectX 10.0 #H T Shader
Model 4.0 [175], ESIATJLNEZESME, Fla/aEe:3fRNimE ., Shader
Model 4.0 87— HNMEERZ:S (MKREEHE. GEREFEHRN/LAUERZE) W
S—miIERE, BRNENXPHAINNESEBRIRIT. HEEH T KTHR
SEE, BN T BECERNIUE (BRMLEEFRE) o £ OpenGL 3.3 AAT5IA
A9 GLSL 3.0, i T — P ELNEESEREE,

7£ 2009 F &M DirectX 11 1 Shader Model 5.0 &, &0 T iEMA D &R BT
BERZR, ITEEER[UHIUE DirectCompute, XX &miExT T A{EiES CPU
ZETEBIINE, XGEET 18.5 F#H1TI918. OpenGL £ 4.0 ARAH 70 T #H
HHA7D, £ 4.3MAFRIMTITEEEEE. DirectX fl OpenGL IERA R K—
¥, BERIEFBHISTENERFBIRAE, BE T —ENEHIFRAI. Microsoft 24l
%& DirectX API, FUb ] ABIRIMIIEMH B (IHV, 5190 AMD, NVIDIA
Intel) | FMFREURITENEENZITREASFHTEIE, NMHE S ERERL
INgE. OpenGL MEH—MMEHEF AR BEHITH LN, HEIERFMHN
Khronos AR#HITEE ., ATMERINASINERZ, FEILt OpenGL F—LETHEELF
MRy &R E], {E1ELE DirectX B, {B2 OpenGL RIFERMNEERN, HEZE
AT R, MMEEBREEAXIFAMZE], REMEARIN GPU IN&E,

EfZ APl I F—PNEATHZEH AMD F 2013 Fi2 HH Mantle API, BE& AMD #
B FiEX T &/ DICE —E&FA AN, EzVRERERA TR RMNIZERINASE
FiH, BEHINEERGALRE. BRIz, ZRAREH—DZEFT CPU ZL&EN
SAAME, X—% APl HE3FFUENE/> CPU £ & EIRE_EAVRTE], MARIEIEMNS
WEFIFE CPU IZTMz0 (56 18 &) ., X1°H Mantle & IRIAE A Microsoft At
KN, HF 2015 FHELE T 2 DirectX 12.0, XEBEiFTE, DirectX 12 I35 H1L
ME 2R GPU IhAE—DirectX 11.3 # DirectX12 BB 2 HEIRMEEIFME, X
™ AP Fi R AR F R BN RSt & = FH ERERZ, $I40 Oculus Rift #1 HTC

Vive, DirectX 12 &3 API FIIREN, BRI AEFAIMSIZITIA GPU 2249, 7
HAVRENFZ R3S CPU IRshFR S EN Mt RERR MM N R IFE B A, SE T UFIA
B2 CPU BB RIRSEFRIEIZ M EE[946], XLE4F M EMERAER API
TRERIFEREMN, #EITHEMNIIRMAESSEFEIEEERIM[249, 699,
1438],

Apple F 2014 F#H T BRIUE Metal BIEFFEY API, Metal BT RENIgE,
540 iPhone 5s 1 iPad Air, —%f5, #7189 Mac BNt r] DAEE OS X El Capitan
SE{ERA Metal, FRTIRESMEZIN, B> CPU B S EERI ABRING, XX T
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BEMSRIEEEEN, Metal BEBTECHNERSBRRIZIES, RANERTERE
F# GPU it 8187,

AMD ¥8 B 5 Mantle B T{ETR#AZA T Khronos B4R, F&ETF 2016 F#HE TH—A
B9 API, DU Vulkan, 5 OpenGL —#¥, Vulkan AIMABFZMEIERZ, Vulkan (&
AT —M#EFRR SPIR-V NEFERTENES, ENNRNBTFERRRRNER
GPU It8, XEfRmFNERFABEIZEN, FEr MEEREZ I
B9 GPU L##4T{ER[885], Vulkan Al FIEEFA GPU itHE, XETHEESR
FRE—THETEREENENO046], 5EMEHIEEIR API8EL, Vulkan BJ—
TEEXFET, EAFToBANBEFEEY, IMEMIFLEIRZENRES
ARG L#ITEA.

ERhiRE L —RR={EM OpenGL ES, HF“ES"HEKMNEHRALERS (embedded
system) , EANXD APl 2HNENZFHTH AN, XEBTHRE OpenGL HRY
— SRRSO BRAEE, HFEXLFTENHEAPRIMEBRININEEHRH T,
OpenGL ES 1.0 F 2003 47, E=Z OpenGL 1.3 l—Mafbh A, kT —1E
EINEEMNE L, =X DirectX BMIIFEREHRD LMY, (BE2BgE LHNER
TIFSE MRS HIT, HlE0: 2010 ELHHYPN iPad, BT OpenGL
ES 1.1, OpenGL ES 2.0 F 2007 F£ %%, EET OpenGL 2.0, Rt T oRiZEE
INEE, BERHTNEEETEIENAY, HLFT/ERERERS OpenGL ES 1.1, OpenGL
ES 3.0 T 2012 T &%, ERMTIFZINEE, FINZEEZRBIr (Mutiple Render
Target, MRT) . S3BE4E. TiR/XIR (transform feedback) . EflE. B 2
SRR CASERERER, MRNERIESHHZE, OpenGL ES 3.1 R0 T it
HEGR, 32hAnT/uEesRsillfmdAsEesmUREM—LIFM, 5235
FMITE T REnRERIZEM,

OpenGL ES W—1o X 2E TN 523 WebGL, BT JavaScripts #1TiEHE. ©
ME—ThRAT 2011 F &, HEERZEZigE LI MER, HINEEARME
ZTF OpenGL ES 2.0, 5 OpenGL —#¥, FfIrILE I ERY BRAMEZHNZ R
GPU 451, WebGL 2 {Ri% 7 OpenGL ES 3.0 @3 #FHY,

WebGL 153l @ &R T HERE L#THFE ML
— N EBFaRrI AP, FJLAERRE PC AL AR ENIRE L1517,

=
ERN TSR RHIREERF . EMER TN EHZANTIFTED GPU B ZRE T
R, BELRESZ—THRSIESF,

- E
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o HRABEWERTH, MARFEENTH. XEREEFRIME+IRE, R
BE AR RESRM A LARIT IR

o RERDNTZBEAER T — T EIHEE (debugger) , PILANHEITEERIMEL LAH
R TR EME,

o {RAILARRER EAEEI— P MuAHITEE, B0 Github,

R —EENMSRNDSENE ZIFWE, FIA0 three.js [218], FATAILAET B
RAENIIMEMERBRR, FIMBEEL. BLE. ETYIERERMUKERE

N K~k

3.5 limEEas

TR EBZREE 3.2 HTEANINEE R KEPNE—TE. BAXEREFAATUE
BATIEFNE—TME, ERESIENE, BEEAXTMEZE, MELEFEE—
LHEEITE T . X7E DirectX UMM NCR2s (input assembler) [175, 530,
1208], JIPMEUIRREBRATE—E, N TIRESHETES, Ha FTRIXEE
%, HIa0: — PR R —AUEN—HIERATERR, A LRREEIEIE
HHEMEEEIOBERNIR, MMEIEXTAN=ZA (RBELR) . =
TR MERS E— MDA ERINAERE (BRERTIREEAR) , Uk—
TTRENEEHRA, STERTEXNATIFENET 16.4.5, RN LReEsPAEZE
£t (instancing) , XAF—TMMATTAES MBI, FRAENEIERRH
1TL%], FRAIXLELHIE RIS —)K draw call, XML ERNASTIERNET
18.4.2,

AEEE—TRAE XRNREES, MERUNERERRXT=AIESRHITEELT
8, XEEREENGEN, EREERIER, —ATENBEESRARKTI—T
BERHE, MIREZNEARRIXTHERNHAR, MARZT=ATMNEES

RABEIMIARE, DAINERT T AEEHE, EP—THEZ/8r, MaI—
A R AR
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B 3.7: MTATR~EHE (Aess) N=REMNE (R, AHEEIREZ) 1
MARE ., ZMFENINRIEERTRE—T00BNHEE; AMNFEIR EEER ARG
MINRiES, ATRRHE LR,

NREEHRELEXE=ATNE—THER, EERTHER=ATEUNTHMEIEIE
(RIIRZENXR) WTFHREERMS ST AAN, FINREESNFER

B, ERSNEANTNRHBTLE, TMREeR3RMH"T —MATER. eIExERE
ZAENREENTE, XEHERINZEER. E%. SGREMIUES, BENR
BEHEFZRIMAMREZBERIFORBEZEFR (E74.7) , ARIKIFIE
mE, IREeRtynEmE=uE,

MRERRS ZAIMERNAE —ERRREFEERN, 8TEANINRBEEENR

HERnNE, RREEFZHE —EHE XEHERSHET=ASE%RE
B, IRES[LELNBIEHRINR, AE—THRLNITEEROIIEEES S

TN BTFMANIRRL,
BWANZEER (input assembly) BEE— M ENaEBRZAIAENMER, XthE2YIE

FREANRERRZT, XRERANREFSHENES T EeHEIIRNII—LEELN
B2, REIENTREFRME A RN,

FEENETHRLR T —EHREBREHIINIR, AINATHEXTHNIRES
MREeEER (#11) F. REeRNEMBETEE:

o WMIFEM: XEIE—RIRE, HBIINREBRERITER,
o ERARREANEZERAKRERBCNSANENESNE,
o R BIANFEIR. mRFKEEE.
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o NIFEIE: BEm@RKERERA (TER) M, FREFSERIRE IR
B, MmsREBR TR,

o BREE. ME. KRN, BIIEMUREMITH, FILABITIEE T WZEFRIA
BN, ARBENRE—TEELHER, FERESYTTHME L#
ESR

o EIERINREEENIRENF N A AZ S E 1540, 1227],
3.8 B 7 ERTNRE BIRTMII— LR,

(\

B 3.8: ZME—TEBNRE. PENREERINREESRNSEHAT T HIIER,
AENER T RERECREE T — TR, MMXIREHIT 7,

3.6 HEH 5 B Ex

RIEH D M R TR EHIME, GPU NESMESE T EEREPEIRN —H=
A, MEAEDMEE— %M GPU 4514, EEREBINTE DirectX 11 /A,
OpenGL 4.0 #1 Open GL ES 3.2 thE IS EMAD EE S,

ERMEADMEEILT L. A —THEFEEERE=ATENERSEME

&, MTTEREFZIN, SsPFE—ERMEANASHENRN, X1 IEER
FIBABALE CPU 5 GPU Z [BIRY/E 4 B B NIE R AU IERERRN . X T — T 4aERITEHAR
fg, HEMADPFIAERESN=AIHE, XFNHEAMURSBOESR, Flal: I
BE—TIEBENREZI/NX, ENNFEERRIN=ZSFEIA,; HX/XKESHE
MRERIAR, ERAIMALFT=AER#TRTR. MTRESEFIER, X2
HEXRMET (level of detail) MBEN RIFNAREFEZESIE CHIERETTH, FlW: AT
E—TIEBERIR GPU LINARIGSERIMER, FILMERBRRENNE. ERF
IBREHITRRAIVRE BRI AR N ENABN=AIME[1493], FRIEFERH
TEMTHR; ECAINHTHES, MBDESITEREN225],

HIEMA D M EREHE S =1FMER, 7 DirectX 1, EfI1DBIILMFTEERSES (hull
shader) . BHEID2E (tessellator) FiEE®2E (domain shader) . £ OpenGL
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h, SEBRIUMMoIZFHIERE (tessellation control shader) , EHE& G20
WHOTEEEBES (tessellation evaluation shader) , X MNRFRITFIHEERIERE NN
BT, (ERMEMERTTK. EEINEENHEM S ER7E OpenGL HIYMIE FTE AR
(primitive generator) , IEAENRAFIE, BHSEEIMERKE T,

BATEESE 17 ERNITICUW T EBLEMEE, FXNEHITEDERE, XEBR
BELE-TESTHEIMERNBEN. 8%, REERINBAZ—THANER
(patch) Bl7t, EEETHETTEXHMDRE. Bezier Bh. UREMEEHLIT
ZNEHR. RERRESMIINE: F—, EEFEPRFTEERZSOT=A
2, MRAMEANEN#HITRE: £, ESXNESMEHRHITAIE, TEEH[/BAMNU
EEISMANE R EITEN, REERRNNBEBRHF-LEEZHR. RER[IZRHLE
SRR R B E A DB X NIERISE—E R X LEEdE, WE 3.9 Fim.

input
patch

tessellator

generated
points

transformed

patch
control points,

TFs, & constants output /.--4“.“

mesh 5 4

B 3.9: MEMASME. REERSF—AEHRMEXNEREREA, ERMERDEF
(TF) REXRBLEGEENENAD SR, EHRESKRRRERH/AITER, AS5HEIEF
MEEXRNEAREE—R, #RENEERS. HEASHESLIR—RIINTR, FEMZIN
RINEOLTR, XESHETHER[LIE, RERSTER—T=ATMNE (BFRRTHET
SENEHR) .

EEMA D f KGR —TBEEINENMER, AERRTHEASERSRE. ERNES
EMNFNINR, ARZLEERHAITLIE, RERFTCZAMEAIMND SRE—LE
FIMER, REREBNBFENEM—ME,HE: =AF. Wk
(quadrilateral) T®RF{EZ (isoline) . HFFELE—HLF, BNEE=AT
KREF[1964], REBH/REAMAMDENS—TEESHEMEA D EF

=

(tessellation factor, £ OpenGL FIUMAIEH D EHFSR, tessellation level) , E
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BWIRRE, SRIRNBEMNINIL, RAEEFEMT, BERE T E=AFEEN
BEREHATHDHOREG INLGEEFRE T B TINBBEHK D BRUXE (BT
17.6) . B 310 B TIBAHEAD FAFRIARNR., BINSEID FHER, FTie
FEIAERE I8, T IE A DOLABLBRHELD SRS iAo, Xihia%
PLECE % 7 A E AR A S AR, HERTEREMNERRE, XENRE
SWHEEELSE (BT 228) , ERRTINREHE LABEMIE,

WO U@

3.10: ZHEMD B FATHE KRR, X7 Utah REH 32 TEAAM, MERIAHRN
ERHREA D EF SN E A BAF a2 1, 2, 4, 8, [1493]

REERSZEE—TERN—TEIRE, BE, RESHKUAINBIRBEMAD
B/RIZ—THOFEEMR (LE—TIEHF, NaN) BHIMNEEDKE, KRTEER
— T EA. SVWHEADEMSER—TME, FEERZNEERSE, SHE8S
BXHITEANRR, SERRERERHNHBELZTR, KTEETIRNEL
B8, GEEREE - THNREeRiXNUNEERER, REMEMAD [N TR
HWLE, FAER—THNABENR, RARERN=ATKBAZELTT

— B ER

BARXTRETERTS E?,EEE¢MEA%@%%TMH%%$,E%Wﬁﬁ
— T ERNBENENTREME, EATERRNEHFEEZROFEERIERIE
K, REBHRCFIUMERERNEITEERERERYT, %m ITEHEA D EF,
FIaNAT bRz IER(466], XEE, XEEA A UEMANAEFHITIHE, RER
RSP AR BNNMEEFH#RH—ABENE., HEADFINEREMER—
=, ERENINERTEEER: E&ﬁﬁ#ﬁ%bﬂ%ﬂ%,hi?ﬂﬁﬂ&%z
ATMLZER. ATRETERR, XTHRERANEESESERZIMITI530],
HEERZNET mﬁimiuih,#TEHM#%H&¢E%EM&N%$&W
REUE. A%, SORLITAREMBENTNRES. B 311 RRTXTEEN—
B+,
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3.11: EEIRHAME 6000 M= MAMNERIENE, AEFNE =B ER
T PN =@ (—H455KR0 Bezier BIR) W01 T 7 @ ME#HR, [1301]

3.7 JLOEE:S

JUAIE B ME—METERAN S —ME T, XeHEADEERRFITEZINN,
Blan: BN UABT=ZAEALIEBREE, MMRE— T =ZAEMREKIRR— 1%
ERE, ERNMERAE @RS NIEKINOFRE RO RLE, MMER—T
BEBABHRINRREIEES[1492], FEE 2006 FE A DirectX 10, A& EEHE
WINE TR INENEFRELZS., EUTELFNHMEA s EREZE, BFEHERD
Ry, BFAER Shader Model 4.0 FHI—387, (EREHZEERANEERERF
#H1T{EA. Open GL 3.2 1 OpenGL ES 3.2 @ X/ AE @S,

N AV

B 3.12: JIIEERNmAR—ERARE: ] &R =AF. &A1
MR TETEE T SEERMI=AEAEINNR. A NER—LEEmEx
iN[iE DS

JLEEBRNEMAR — T EAEMS EAEXRBKANR, XEMREEHE—TFR=

B, = TSERIBNNE—TREMN, Bty RNESTHAI /IS EH#ET
EXME, $Falih, PIMEAN—TZ=ZBEZIMI=1M0R; FERIMER—F

AMEA—EEMERNER, ITEHA&RSZAINUAS 32 TMEHlR. XRMA, 7#
R ET 4090 B B AE AR RORRERER&[175],

NAIERREYXEMANETHITLE, b 0 THEESHENTNR, XLER
RANER. EHEBFR=AF. 5IE, E/LUEEHETEMNETAINER
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L, EEFMNBERENSR. AINFETTHEREMETNA R, KSRMEHTIE
EIERZER

JLEEEHRNIZITENENBMANISRBIERETEN, HESLIERRHEENEIZAR,
Blan: HP—PAEREAER AT TIRENEERIA, MMERBER— ML A ENT
H, #WNET10.4.3, EtWAIMATESRMICIERIAARNLEE (cascaded shadow
map, CSM) , MMEREREMNIRR. EMFIB/IERR[NEEEE: MREUE
FRIBA/ NN F; SGERBEETTELHE R MNMEELESR; HEWFRL
SMMATIREEESE., EE 313 HFERRTEZNGF, BIPEEABNRIRTED
WS L& @209 IX LESTPRN A,

-f.:‘-“ Wl |
& 3.13: —&£aER@EE (GS) WNA, £ib: FHR/LIERRBFIITIK (metaball) #1T
MSHEEMEAS ., P8 BIER/ L IERBRTHEERN DMy, FERNOERES
FEIZEBTFERNBNERE, A2 FRERAHEENISFOE e THREMELL,
[1300]

DirectX 11 AJLAIE @RI T EMEBILAIINEES30, 1971], ERWF/ MTE SR
EELENE T LT —ERE, 7 OpenGL FXEEIER—MEARITERZERIE
TN, JLOEeERZ A MBEANEER (stream) , S 7MEERER A ABURIXE!
ERELINT—MEAITAIE, A XEHIERER A ORI & XA ML AYE
EQSE UL

NEEeRzRIEHREEITABAINFREEET, XTHFRSNRATIEREFT £
M, ENMRERSTERF[XOAITRTIE, BANTRIEETNELINT S %
NIFHERE, M RMBEARERITENERERT FRAETHR . XTEZRMNEMRY
—ERFR—E, fF/EIEeRTRBRTAEEHHECZEA[175, 530],

H—/X draw call s LWIRR T, ERELHIAB =TS RIMAE GPU L8IZET
fE: Jtiit. HEAYERS[N/LUEEE., HRFZRIAMBENTIFEMNAE, JLO
HREBNITARRAATN, RAERTEAREN, AXEF, JLHEEHRRD

Chapter 3 The Graphics Processing Unit EIf24 85T — 21



SRER, ERNEM GPU FATIHERMABEHAER; £—EBMREL, LAEE
TR (ERREHITIIRN, FtEXERE EOABMER/IEEEHE69],

3.71 “d

BT, REEGREER[PIXEHIBERTUE, E3X, BEERES

BFEENEL, EERLUIIESL, PEEMNBIESRITESETIAN, RHE

(stream output) B9A83EZ7E Shader Model 4.0 S|\, ERSHTTISEEES
WIBETRZE (XEXRTDULEMEMASFLAEEER) , XEHIER THRAERE
WM ERZ s, BIEE—NR BI—MERFRH4E) F#iThdt., EXLE, BT
A AT EXFEMMUIMER, ARRBELREN—DEEN . FFEENRGERS, XLEat
B REBIET RS R mEMELFIRE], MARITFSE#TIERLIE, XEIRE
FERELURBEIAIKIE, FEEMRFIFROETSER, BIEEET 13.8 WX
[EEHITINIE, EXTMATNEREH#TREIRE, ARIIXENMSRIIERINESRE
B (ET44) .

IV REEOF R BB VIR EIEYE, R ERGEs HRRZSEFM=IE, Rl
ERTERN, MARERFERTIRN, SMERENRIENTE—TMBHRAE
B4R, XTMEFNET=AFEERBCHNES, BITESHzEE=1Hh

BIREN—TREETEERAZIELTR., 7T OpenGL Hif = i 4% 01 Tk &
I (transform feedback) , EAMNMEHMKRER D AEEHBENTMRHTER, RE
BREMIREHTHEMLE, EREEP, BEaRIESKEBENNEMANINEEITH
H, XERERNMEFEENMAEE L PN SINFH1T4HIF[530].

3.8 BE=ZERE23

SFTREZE, MMET TS0, Xt RELPENEENLES

B ERESEAEREEYE, (MYEREHATLUETEENRE., EX—%H, &
NB =@/ TER, MMAEEMBSNGR, XMtB3tSEITE— 1=/
FEREENGERETHRER (E154.2) . ZAEPESBSSBEEREE. SEFRES
BRESNTDHIUE— Rt (fragment)

RIEAXLERIFEHITHRE, XEBEERNBIESRRZINEZEES (pixel
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shader) H, EGRERH[PITHTHITLE, £ OpenGL FIEREBIIRIRA
RtE®E (fragment shader) , XAIEER— T EFHIRH, BEN TRILRIEX
HN—EE, BNFESHHFFRUBEEREES. RETHNERETESAEMES
MBREIZBNN AT, AREFGREERSEF.

BZAENTHEERERHEGZECEEFMEEN., BER(ISFEREMERN
118 (perspective-correct interpolation) , XFGEREME Z BRIHER=(6)EE
B, MeEEmAz BREENEmmiEimn, EMErREEZEE&YSH. — THEY
Bl FRRER— KM TFER LB, FEEBENRZNMS, KNRATHN
BEERSENSEL, EANESEEMTENS, SMEEMRAKRNIMEERE
i, BATEIMEREMERNRERE, fIUNESEZEEE, EAfASZRBENIES
Frss >RA9FZN0,, 7€ DirectX 11 o] A — M #R(E RIS ML A IR ERY 5 4TI
[530],

EgRiEh, MaEeREFRNAL, E2I=AF (HELXR) BEZE, sHREG
RECREFNEA. BE GPUNRMTAR, HEttH—LmABIELENRELT
BEER®IS, HIa0: M Shader Model 3.0 Ffia, BEATFIMNEGEZEERTERRTT
MRETEVE; MESE— flag *IMR=AFHNE—MET 1A, X—REr
EEREEMN., FINE—"T pass F, BIEEE— I =ZAENEANSEHERNE
MERBIEHE, X flag 2RER.

BT XEMALE, BEGEERSMIUMTEFHE— B THERE, BN
ERR— T AERERERIFLEN A THOREE, ERENEHMED, XLHE
MAFEREMEESGZLNE. XM EBRERIREEDAINEGREERPIHT
B, BIREF (stencil buffer) BEEAIERN, MESERBEHLELEHM
E%; fE£ DirectX 11.3 Hf, thRATFEBEIRIIERE P FHITIEN . 7 Shader Model 4.0
F, EUNERBOTENERENMR (alpha test) FHiR(E, BMNEHMERERR THBE
EEIPHITHIT75],

BRERHLB—TIHEEN, BMER—TBRARTER, UMERANEREDIHE
. Bl 314 RRTBRERHEFHTH/LMF. EIENEEERELT, &
BISFE (clip plane) B— 1 REEHITECERNED, FERMFTUETNREBERFHT
BE. BERIAE TAIMEGRERETEFHTHNEED, X MINEEER BAE[
BAVEZNA VAT, FIUNRERBETEE S HRIFEZ "5 #F,
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3.14: AP BEEXRFEEFE. £MN: (AR MK FEXR#HTT T
2, e BRENKER=TFEMHSE. A0 REUTEH=1THEFE 5
RUIKARE S =R FEE., [218]

AERHIGPU B4 H, BRERRRAERERBLISHNER, REEERETERS
L. BEENERER, GRERF[AINNTIESHEANEMN, IMEREETS
EEREM (multiple render target, MRT) HI8iA, BRERB[ATTEIRFEM
SR EIEREE D z-buffer 1, MEZAEBTHITERSHEE, HEFMHER

AENEHRXFR, BTEPXEMAN—TIERBWR (render target, RT) . JEFH

mBEEREEEN z, y #E, BL APIBRAFERETEANRSY, ERERKER

SUERR/ N T EENE, FERMZERFAEIERB AR HERNALR

E, EEERNWINZTE—HFRIBIERIN, RIE GPU BARE, REB(EMBVEZRB R
MRHE—fE 4 TEE 81,

EMEREMMIRE], BE MRT DAR—MEANIE, AIATSHRTENE
Be BATRIAE— pass F#ITUI N RE: EE—TERBIMPEREBERIE, &
BNERBITRERNRINRN, AER=TERBITPERERZEER,
MRT BUXFREEEE T — M A ERBRDERES, ERMIFLIREE (deferred
shading) , AEREER, ARETENERITEZEM T RIMAY pass AT
B, 55— pass ITEHFME T BT EELAMTMUENMRES, HAHELZER
pass FESHITESLRULEMIBR ., BATEEET 20.1 FIFMITIERXKRERT
7

GEEERNE LR, BEEREERMARTHNNAUE FRENEBEREN, E
TOEEBESER LMITEER., U, ST —TMEEEBH[EFNE, E
A B CNERMEEIMEREGEE L, WA HRESERHEINEN; Hk, E
MITEERIASNEEENGRTLEEMN, B, GEERRNVXMEFHAMEER
ERXAMTE, BAE— pass PRITEEGRZE, AJUEZG pass WEREERER
B, RIAEEGHRE IR BB GEED T UER — LRGSR AR ITIIE,
ERET 121,
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NIAFARE, BEEBRILESNAELNELRZERNITEER, EE2X TN
H-EHIMNER. HP—PMERE, BREEHRIUEITESENE SERIE,
SREESB R TIER . BREBRRE T EOABRERIEE «, y A LB MEENT
8, XEMENT &M ENMESUTEH+58MH, HhitEEex T
IVE (texture filtering) RRAEHEZE (27 6.2.2) ., ELIBEEH, RIIEEA
E—MERIREE T SEEEB ENZKREIR. AN GPU #@ITE 2 x 2
MRTTA (BFRE—T quad, [UBR) REIMX M. HBREERBERN—
TMEELBIENIME, ERREESBRITZENERER, WE 3.15 k. 5i—r9%
23O B FTH BB IERIEE S, XLEBIBRKREER—T warp LR EL%TE

B, AUt EHBEEEHEERREBR[PHITEA. XMW —ERE,
EZISHEEHENNEESRE Y, BEAaBEER, B Ea3ERE
B—TEIENRBNBEMEY, B—AHPWFIERT, BUOIEREB—HIELRKHFITL
2, MEMBUMEENERN T ITEREHEEREN., Xe—TEM MRS, E
BEEGFETBERERASH([64],

dv/dy =
19-17=2

dvwdx=6-17=-11

3.15: ZEH, —T=AEAIMEATIFLT 2 x 28 quad, ERE—
MERER/RETINCHGR, ARRR TEBEITENAT, BRRRTX
P quad FEMERN v B, BEE, X1 quad FE=TMEEHZBER=A
ERERE, BEE(NNASHE GPU L8, DAMEREBITELMBEENEER
2. AERERT quad PR TEBEER, KHTEETHGZN z ALy
FE ERIERE.

DirectX 11 5|\ T —Fh4E hER BIUMTFEiHaME (unordered access view,
UAV) , XITEFAATFEEEAMUE EHTEAN, RABHME, XTNEHRRRFER
ZECRTTEEERR[HITEAN, 7E DirectX 1.1 BEHE, XPNE TS AR
RE2ITBENEREE[146], 7 OpenGL 4.3 X PNEHIUMEBRBFHEETXJ R
(shader storage buffer object, SSBO) , XM TRFNHALE—ENEE, &
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SERRAUMERENINFHATHIET, XTERETXZEAENGEREREH

o

BERGE, SMTEEREFEBERSE WEME—MER, FIgEaSEXME™
A —PNTEFTENER, XEHMEMBEEMLHEREREIERZ SO (data race
condition, BEFREUENR, data hazard) , HlEl: WMR—NMERERZBINFXIEA
WEER A EZEHERE—MERE, BAREMESIREIR, MXERISE
REZEHENRGEEIE, HEANEHRTER, AREBESLREML, B2E
—RHNBEANSBEZEI—XNBEAN, UMEIRREXEERNAREREIX M HE
TR, GPU B ERREANRFRE, RERX MM E530], BEFEFIRE
BIxE, SETAFMNEEER S —TEEFEEN, S—1FFHNEREL
BRER TR,

SARFIRERER THFEIR O, BESRZEEILM EHFTE—MIFERIMITIN
F. gl ESH— N IeNER=a 28, BIUELBEE— 1 Eniit
7, SH—1TEeNER=fAF, AEBRBEESLBRE. HNBFEE—TEEL
AR TENGRER:S (BM=ZAFE—) , ERNITINFE: Be=AFN
ERBRWNT, AEBRTLE=ATNERR. E— TIENERELP, i
BENERSESHMER ZAIHITHEF ., £ DirectX 11.3 5N T ¢z E FALE
(rasterizer order view, ROV) , E&FIRIET HITRIIE . ROV F UAV t83E
P, EMNFBABRNARNHATES, EflZERFENXRIET, ROV RIESMNUEF
R SEh [ EE, XAKIEN T XLEEHX (FERTUHTIAE) AN,
BlEl: ROV AILMEREEREBRREEB RS AIE, MASEBIEHMESK
=R[176], RRERNEZEILEHASA ROV HAERIVE., ENKNTE, WRKE
ME T —1TFibR, BAGREERNABRMEER K, BEIEEZRSHN=
AR RS LE,

3.9 EHMEx

EWET 2.5.2 FEAIFMITIERN, EEHMEFR, BMSBE8TMILATHEENR
E#THES, HREFMME R, DirectX X TMERIUMEESH (output

merger) ; OpenGL JEEHIRANZREXRIRIE (per-sample operation) , TEAZEE
GUERBEZNTEEY (BHEAFFN) , BIREPIRERFEXRIEEIGEX
THEIIT. WR—TFRTEELE, BAXTMEESAENS— T RIERHEE
& (color blending) . HA, WF—1TAERREMS, HKELAEEREEEX LW
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BERS, (MNERZAFENEEERA T SRR THAEmE, BENRTES
MEeEE, BERRETERENSHIRE (ET55)

BRUMERMNE—T R, BELCHEMEER, HBIETHREEER. AEENA
z-buffer RHMER(1ATL, EWZBIESERTNEL FTAES, XTRT&EH
F2ETREREL. UHER, HMNEEEREERPNEN R ITAE#HTHLGENITE
MELXEXN, ATEEXMMEEEREE, T2 GPU HIsENITGREE G A1, #
TS HMIH530], ATAOREE (MEREMERIFIMERNAS, HluERE
HEE BN, Bl scissor) BIARFXEIIMFHITIR, AL ATEEHE
EHIBR, XDINBEMFRIERN early-z [1220, 1542], BEREREZIOTIUENR S TAIRE
B, AECEHERBENATER, BRIREGZEERPEEXMERIRIENIE,
BLBERTAER early-z, XRFRBENELIIME, DirectX 11 F] OpenGL
42 ARG EERRBHITTE ecarly—z, RESEFAE—LEREIS530], EET 23.7
b, HITTUEBREZHE X early—z FIEAM z-buffer B9L1LIEAR, {ER early-z AL
ARRERELIVEEERI, FNET 18.4.5,

BHMEBATEEINEME (FI=AIRE) M2 RiEE BT E
W, REGHMERHAITEZEHREN, BEREESENEEN. 53IRHERS,
A MAHEHIZEERENENRE, KRELNABREESAHAIVERABHERERNFKE. M
RinBREE, A —LHMRE, flls/IVE. SARENMZERES.
DirectX 10 RN T WEJFERES (dual source—color blending) , ERFIEGES
BRPNRMEES METAEERES, BERELANMZEERBIF—EEM.

MRT @RS RIEM, DirectX 101 F5IANTEBTEMEFNX EHITARIRESGER
fERIINEE.

£ E—/\VTHRREKAREI, DirectX 1.3 121t 7T —fM75%, AJLAET ROV LI
o RIZRVESRIE, HANMBMH—3oMeE. ROV 5 & HMERER o] AMRIELHIAY
%, BNEEATM (output invariance) , TiSIBRE B4 RINF 0,
AP HiERHERTERBMANINE (XK. BE=AF) #HTHR, AEBEHEA

ASHIER.

3.10 it & @23

GPU MY A AR ZEUESINEIREREL, KA MATRZIEEF AT, Fla
AT It ERZHENOMETTNE, UEBTIIHRREZINMEMEE, XM EREHG
FA Y GPU iT8& (GPU computing) . &%l CUDA #1 OpenCL F¥ &, &¥%
GPU MIA— 1 ERHITOERRRHFTIES, MASEFER GPU B TRTERESR
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AIINRE, XEMEREEEATHEY B C 3E C++ RIMA, MUKREITH GPU Bl
BrES.

DirectX N 5INTitE&®2 (compute shader) , EZFIA GPU #{TitEIN—
B, iTEERERE—MSHNE RS, EREHEEIEERFEXTNEEN
&, TS5ERIREZTEX, BEAESBIER API KFTRABAN, 1TEERERS

Ssi—atRESEN, SEHMERSR—, EE—EBRALRE, FEBTMNUAEE
AEFXHEETX (Fs3E) ., warp M&ENBSEITEESERPSE MR
£, el 8MtEERFNER, HSRE— 1T IEEANLZTE ID, DirectX 11 H
BE—14%7 24 (thread group) BIMEE, BTEHEAEE S 1-1024 P2, XL
FRATTABEER x, ¥, z LInHTIEE, XFRITHNFEENEETEERSENE
REHITER., BB TEREAY, KEZESHZ—/NEH2oWFE, 7 DirectX 112
32KB, ITEEBHREHEEZAHATNITHN, UMEBR—TEEEPNFELE, 6
EEREZHRATI971],

TEERHNER—MIBET, ©MNIARE GPU EEMREYE, BHTE GPU
A CPU Z[EI#TRINE—HRRRMEEIEE, FELLMRIEA(IEBSIGEIEITEE GPU
£, #F& GPU L#TITE, BAMAIUKIERSEERI1403], TEEEHIN—
TEEAEMEELETE, BIMEMGIURNEGHTENR., LiEZEHZEARE,
XEWERELEEGEREFNFEERFAIUSHEIEERTHEZ. flE: EHITESESHE
FAEBGNOMHEFIRE, BIINAMEGTRERAAREEZERSR L
1T IERIFRFE[530],

TEEERENTIUITZINEEMIEREER, fla: NTFRS. MISKE (FIEEksh
E[134]) . ZIBR[1883, 1884]. E&TIE[1102, 1710]. BUARERE[91]. FHES
[865]. =ARMRL[764]. AREAMBILAER GPU 423 R5TAMIESEF. Wihlidal
[1884i1e TIT B E BB MEMS FHNRERREMNSN, E 316 RBRT
THEEERNEM—LAE.
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& 3.16: EFRITEERE00F, ZRERITESRI RNk ER, MARARSH
ERNZ(ERHEAD KT, FENERERITESERIRIRETREMBR, ARIER
RS eI RENIEE LR, [1301]

BEIE, BB 7TIERELN GPU LI, BERSEMA NI LMERTNAS
GPU IngE, MMHITSMEEREXRNTERE, N 7T HERXLEINEMEBEORRERX
EILHEE, BRAPHROLER, T-EBR(IBERKTITRNEE,

#MJE AEM BT

Giesen EIFZE L ZRI530FMITIC T GPU IS HE, fEIR7T GPU ARSI
TEJRIE, Fatahalian 1 Bryant BOiRT2[462]1@ 13— R FIAIFMEHEE, 38T GPU
FITIS M, EXFEA CUDA #1T GPU itEMER, Kirk #1 Hwa PENSIEE
219031118 T GPU BB FIRITE 2,

AEXNFEIEREREZR, TE—LHMATIEZEM. 120 OpenGL Superbible

[1606]%0 OpenGL Programming Guide [885iX##MNPFEE T KEFXE LR

FERIE AL, OpenGL Shading Language 2—48 2Z|BNB[1512], EETTSE
BEREXNEL, BRHSAERERITN/LOEERIMEAsEERE. AT
uh I realtimerendering.com, {REJAKEIGFFAOHEZFREE,
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