Chapter 5 Shading Basics H &l

Vincent Van Gogh——%A good picture is equivalent to a good deed.”
XERYF - Re—"—ElEET—HEFE. 7 (T=RHRIKEZR, 1853—
1890)

SENEER=HMENEGE, HRPNRENUNFEESR BRI VERR, TN
HESBNEZOMBRINL, RENABREFNAR, XEINEFIFE ZESEE,
MESRGER (BMESMLFHARES MR PR —E—) , FSMHIHNHETEIE
MMERENNRNINIE, B 5.1 BIRBR T XAMARNNAE.,

B 5.1 F—1TRERARLSIZEERNEINSTS, F_17
3 H Campo Santo Bk (B A A (Firewatch) ) , EX
BT —MiEE (illustrative art) BIZARXAE,
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AETRFWE—EBXEFENRNE, XENBTENERATEIRERS NIEHE
F, 7% 15 ERHAEEMNHENBHER, XRAPHNERLD Z—. s 9-
45, BNEEVCETYIENBRAERDE XEREERATREIRERF,

5.1 5EEE

BEREERNRAMBEINN, F—SZEFE—1TEEEE (shading model) , X
MEEATEAANE e A IEERERAR. RS EMERERRNBAME
e,

Blan: FHARNEIZ(ER Gooch HBEEE[S561II— P TRBERAE, Gooch EEIE
REZ—MIEESLRUESR (non-photorealistic rendering, NPR) HIE®IER, JEE
SIRUBRESE 15 EMNFEEAS ., Gooch HEBZEEMIZITATIEINFEAEE (TiZH
E) PETRISIEMN.

Gooch HEEERMNER BB R LRRENVELNICRINME : MRELEIRIER T

R, BBAMSER—TMEEEREREES; MRELRERONR, WaER—M
REFERAEREER: MRELHUTIHTRESZE, WEELESEZEHITHE

8, SRBRPEANEEORERANSE, EXTHFR, BINESLRERMN—
TRIBERIS IR, MMESDERE LNEE S EBFEMAS, EBI5.2 BRT
Gooch HEBEBIAVERER,

FERUETEERES —LATEHIIIRANELE, BEDEMEIMNNT—F,
MRIREXLERENEMFEE, BAINZTIREIRY Gooch HERERRAB—1ENE, Bl
REEE, WE 5.2 [KERATR.
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5.2: —MNBHNEERE, H Gooch HEBREMNSIBRAM. TNE
HNEGBRT T —MERRXTEEREERNERANR (FER) , ERE—
PHEENRESE. TENBGRRT T —RIEETNEXREHEN R
Bk, [1172]

MAZSHERRE—1F, BXNTUEL@MRAERRERR, BRI Gooch &
BREFEZNN, A TETERHE, XELREEHERI—tRE (L[
£) JoHITHA, WE 5.3 k.

v
M s

\ .11/;%
'q\“é

3

5.3: Gooch HEBRAPMANRNME: REZEL n, WEAE v ARk
yRAml, XEBRUREARMERRBEBKASER.

BIVE T EXEBRBNLMRNSE, NERTUES Gooch BHEAHHKRE
X
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Cshaded = SChighlight + (1 - 3) (tcwarm + (1 — t)ccool ) . (51)
EXTAHER, BIMERTUTHNFRETELRE:

Ccool = (0, 0, 0.55) + 0.25¢gurface,

Cwarm = (0.3,0.3,0) 4 0.25Cgu face,
Chighlight = (1,1, 1),
_ (D41 (5.2)
5 ;
r=2(n-)n-—1
s = (100(r - v) — 97)7.

AN —EHEREN, EEMESEENTEFRIZERAR, F4 clamp (R

#l) #7E, LERKEE clamp E 0. 5021, EEEEHEF+IER. XEXK
MMERT 7 KR clamp ##F, BNBEET 1.2 NHFSUEFREY, XEBEZR
SICEERBBNTEERRGE 0-1CEA, EMTEEEFER T ZRBUOER
SREVIRIE, XEEEUWEFHTIENL; MTRENFRRER, MESERESES]
ZBRARZENFR, MBURENRRN 1, HLRTRAURDER/RNER, M
EXMTEERBIRZE, XTRALEFNUBTEHERTRIEZERINFTEE., B
RLAMBIBRRAZ ML ANMROBFERIAN, A AEHERM TSR ZE
KEXR, HINEEEEFEHRNREEL ZEXR,

%—AH MNEBREREMTEEZE, FA— 0-1 ZEINERIEITLEE
B, XMRIENEAFRXR te, + (1 —t)ey,, HEFt e [0,1], HtEO0-1ZEE
mmwm,wﬁm ERATE ¢, Ml cp Z[EHITIRE, EXENERERF, 88TH
IREMEIRERIRIE, B—IR2E Cyarm M Ceool ZBIHITIHE, MNMRSREAHE;
FERBERELRNRERENSIEENE Chighight Z BIFHTIEE, MMIREGERE
BMENEaE., EMHBEERE— T2 ERNEE, BEEERTIRUENE (built-
in) BORBCRAITLRMEE, —ARIUM lerp 30F mix

RXXr =2(n - 1)n - 1HETHEH O AN TFREEE n WRFOE (HRE
B MESLHE) . RERFHRIEANE AR clamp BRIELIEHEIR AR
BAFE, BEREBRNEL, RLAZSHERRESHEANE T —1 reflect REE
TEREMEE,
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BT ERE, SEMEFNRFLAANUANREESHUTRNLNESHE—E, &
ARG SMEFNERRE, XLEERERTNUENEMHTR, M E5E
E,\JO

5.2 Y&

L=\ TR RAESEEF, HORNEEERNTMERE RN, EREHT—
THTEeNEERG, ERILHAPNCRIFEERN, ARSERS T
R, BTICOREAN. TR, BB SEEE RIS AER; MmEE CRVIERAME
MERT, BAVERES 9 FITIEXEEER, ETYENAEXRER, FEEMEX
ESHHNNEZR.

Bk, RBXHNEERETEZUFSARNAIRITENR, XERTNAER
MENBNFE, MY T -ESENBUNERREMS, PIETEIRB R
3, RERZHTERRH—LERBNAEME (FlEl E—/NTHREIN Gooch HE&&E

&) ,

NFEEREME, ARNEREEAMET, WEESKEN—TAHN (REMER
REBAMTAPMMIER) , RETAREFHIMEEBANIRN; (ERXMER
REGHITIERMINRE, EAARNNERZRALE I, MERB ERAE
NERME S -, XEEFRER —LEAnER AR O XMAFER: EETIR
HUBERS, PR%S (BAMSESR 7 ZITREXRMERER) , RESSENOR (BIRE
EE n MR AE 1 ZERAKRT 90°) , HENEXERRNAS,
XEBNESER—TEERMARREE, KENEANERTI_THM, XA
MBENTERBNTELZEHITHIERST, EEXUERE, HIIEBIREN
FeRREEE AR, BEIM OB 1, B ER—MRBCERTIRCREE, AERE
fii—EHARNERIRETELIN., FEN—TERLBEEFEERED N it (ZF
JeBR) Munlit CRBERRNNER) MEBD, FERICBRRE kign: K BICEDHITHE
M, BRI

Cshaded = funlit (1’1, V) + klight flit (l, n, V) (53)

572 5.3 B kg, RERF T HBHBERY, WRTEERTHIERN RGB Hie
Ciigns H9E, BATAILUSEY BN TR

Cshaded — funlit (na V) + Clight flit (17 n, V)a (54)
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WRRER BRI RPNSTICRANE, N

Cshaded = funlit (M, V) + Z Clight , fiit (1i; 1, V). (5.5)
i=1
B unlit 29 fuune (0, v) YR “RERSHBEMATHISNN, HHERERLE

FHRER TN, B ATEEAFHNTETEM, RIEH(IAFERFONR
Mg, URNABEFNEE, X7 unlit oNERRTUEEEMAENER ., HI
A fuatis () = (0,0,0) BUEHE, SESMAERBEMEZHRNRNALES;
&, unlit BBt A ARILEEMXBHCIN, B0 EXFREIR Gooch EER
8, eNTRBEREENERNERE, ER—TRBENGE, BENXR, S8RKRE
PRXER D SR L EECREE UMM ARANR (BT 2EEAORERRE
FRRE LFAFERICIRMR) , FIARERZEMCR, SE B CLERER
ZBRATHESIMAC AR, BAVEAESS 10 EF5E 11 EIHECEAMA IR,

BAERX PR, MRKREL—[NZEE n, 5XRAM 1 ZERRAART 90° /Y
&, MERIAIRAR LRI ERKBERENSE, BARXTIREM A XN R EED
FERAMR ., —AKiR, HEHESREELDEZENXR, SNERIRETER
M, X EF A DOARN R —RRIBERPN—T456], RARCLEH RIMREEL (8
HXAZETYERN, EEXTXABLAIET RSN/ VOREBRES LR, MEXD
RAMNTRZIEETIIEN. MBEAESEREDREA,

NTHREHITEER, B UIS RN RERZ AN —HFTRISE

(ray) , REIZIRE LNFEEEARTHRIEE. E 5.4 RRR T ZIREHN
HEmE, Yotk (89%k) ZBMEE d, SXREZES n MxRAmE 1 ZERERZE
e, 2R, REBRELANEERE (BEE) , SREESZ n MRS
[ 1 ZERABIRZERRLE, HNZBIBRRE T, MITRUMELZEXRAERZ
B, MFTEMTEOERFKMNER. EXBERTUBRNALABAEG LN A REE
1 EXHMNRERIERIERYCE, MAREEELNEESE; WRBANLEETE
ERXREMERNE, BLABNMEEBRXRKCEZR, BrXLhriik.
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S

l—ﬂ {:(:.LE;E? (n-1) = cosd
n
I
6

5.4: FE—THERR T &R — T RE LNEEERE
B, HPEZEEAEEERFAERA L, FEZCEU—TFR
AERSNEREL, ARPERRERFRKITE T KAENRZ
B, TE—{THERRTXMEEE (BEX&AONKREE
%) SBIRENEXNIE.

BEERAIR, HRERERNENR, HEBETSRFEGRMIEL: SRRERN
MRORHE, SN T REKETREASENER, WA TRENEEHBET

M, FAMFERNERIERERS RREREFT A, BIIFERRFLERREIZ O,
HAMERET 1.2 FEHREINFS o7 RRRRHIZ 0 AIRIE, EXRTURBAK
FENDE, WEEIRE 0, BERAEHONREEL ZBRXANERERNT

M, BAVRRSEUTAEE:

n

Cohaded = funtit (1, V) + > (1 - )" eygu, fie (11,1, v) (5.6)
i1

XIFSHORNERRE, BERAXRMTHE LS HERE 5.6 HEH, RIETN
EMEE—L, EENRETMENSEEEMBEN. iz 5.6 LAl ARTHEN
BUENEERE, ANEETRERCEIRN—HE, TEEXNTIESXCR,
FEZLTREZFRNRA. ERFLEEEREMIARKESIMEN, T XFAIE
B, AIBMERI75E 5.5 FRIEH,

STRRICRM it #, HERNEEMEEERNLRE—TIEENAE, B

flit () = Cgurface (57)
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HATSEFANTGIE 5.6 F19, ALERRUTHEERE:

n

Cshaded = funlit (n7 V) + Z (lz : n)+ Clight icsurface (58)
1=1

AR lit B39, HIFME Lambertian (Z1045) SEER, ZEEH
Johann Heinrich Lambert [967]F 1760 Fi2YE! (R H4FER 7 RINS) |
Lambertian &R A MBFNIERERFRANEER, HINTENMARESE, X2
BIRE2EEHEART Lambertian 22, FHATEES 9 EXNEHHAITEM™EAITE.
Lambertian IRRAGAIMNATEREENER, BNEHEFZERERPRAZ
(NP Sl

M7572 5.3-5.6 BATAIUNEER], —THRAIETM T RESHRSEFRRELHITH
BfER: BRYORIESGAE L, MRAEEHNEE clgn » B S AEREERIICR,
HEZEXFIETEXM TSRS RFRMAL,

ERBAVRITS/UME RERERIOR, ENSBE—THER: IT—1TEENKRE
UE, 8THORTERsMNE—AE I BEARE L, R91ER, NEERUEED
R, FORE—TEF NS, WEHFRERE LT A T EXFR, BEX
SECRESNRYT, BXNTENSERREZEREERITEIEE D, FLEEHEIEE
RHRA—TRE—TEENEMN. T 712 ME7 1015, HATKITIER
XEVCRTRIER, EVOREM—RISERE—1RE,

5.2.1 A

73y (Directional light) BYCREEFRERN—T. NTHRHOHEYE, H
Fete a1 FIERE cigny #PBIEERY, BRYT SCERIENE Clgne P BESHIZRFHIPARS
FiMEs. BEXHRAFNCRESREERIMIERN, BEREERT, AOXERENUE
XMEERY, AEXE—THRNES, SRICRNEBENTEERIMSR
REGESR, FHREFCAIMRERIF, a0 — 20 RRIMYZICKTN RE _ERI—NIL
MEEVHITIREA, B MERILAMERXMZTERR—THEYE. BEIENH—FF
MK ERAMAMERRNTR, ERMRFEINTCHNZXARRNNTEZITEX
PRI =RVIE, ABLAMAKBEEKBER—THRNET

BRI S AERMZE LI R, BIERFiErnm 1 ARNER, 5HEX
LB clgny » XBEELTHRELNEHMN—LRIEIEERN, MR LR
BMRAEZHRPERRD . FlEl: —TXEAEZERTRE (—MES—TH

Chapter 5 Shading Basics H& £ — 8



RER) KAF=E, EPRWGIMBZEIN cigne RER (0,0,0) , BENER; BRAPZ
B8 clignt IRENZ—TEENAE, REISALEGRPBNNER, ZBEITX
M ERINE S HITFBEE, MMARFAEEEE,

5.2.2 {EIRYR

FEHYLRE R Z punctual light, Ef punctual A5 EFH . BHEHEE, BEEX
BEHARIENFRRENEGY, MEEINAE—THENMUE, HA2GHEXEHMES
BUEWS, UaIMUUMESRNR. BESREMNNIERPOERERR, EXEH
Q. ERFARTHEE ., “punctual” KB FHI T & “punctus”, HEBR R
(point) ”; XEBEBNVMEBBHICTRRERPBLEMNRE—FBIUE LA EALHHIR.
A SCFERBAILDZ N A I ESHEEINAR. BMER, ROCREMERALLT
EMMAERBERER. N TRELNEESR po, MURATS Phgne FIFEHHYE
R, HAEAE 1 AME po HEAS Phgne FEE, BEATELREUNT:

1 — Plight — Po .
leight - POH

(5.9)

EAFEREEA—EN—16F: —TREHFRUERR, PTUER—THESE
BlIRE, SHINIXAMRENERREXL, D23 —tEEeITEFhEEE
A, RZHEBESHZRUANENRECETRI TRIE. EREERKITIESS
EXTUEFN—LERELSER, BAMBEX NI IREEREMEMRERD
SHAT. ITRIACR, EAXEHBnos St EEE TAR:

d = Piight — Po,

r=vd-d, (5.10)
] —

S A

HTMINOERRNERF TR T RIENRKEBRMUERARZE, M 0° AR
BR 10, BA—TRER/KESNERMSTERENTS, Eit, FATAIUIE—
TRERESHEATS, MMTEERE.

BERNMBEZNFEBIER r, BIERCRNSEERZENER. FRTERr
IS FEHITIH— 25, BRI URTIHEAEESREERNRM, Bl1EE
ZENNETHRE—DITIE,
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RICIR/ 256K

[EFT A 75 [E#5 R B & RIEHRCREIUM S ETR (point light) S&EIZAAT
(omni light) . WFRIECRMSE, JHENEE cigne SFEEER r WTHMELL,
Hl—rZ R E L OREINER RN, E55 BRT7TEXTHABZENER, X
5E 5.4 Hp9/EESEREEMN, SHERTREZEF. N TF—TEENKRE, M—

TRAFERLN S, HEESRIREMNERMKIEL.

| [
T2 [ | | \

[V de  dy dy dy

L\ Tre T3 Ty

|
III I 1
¥ E |I f.i 1 I|
| 1 1 '
d‘J‘I %%
| 2

3y

r &fﬂ' L J,..--'?'
L= _ =
Y |

Y

|
2
|I I'I.
d \
' 3
| !

4

B 5.5: MRICR&A LRIV, HEEMEER r AEAMEXR, HTFXMEES
EMNEE FERSR, EURENEE (BIRE&NEE) 5 1/r* REL.

5E 5.4 FRZEFBREAENE, XTEESREGERE LA H R%EER NG
i, FEUHERIEEE (BIXENERE cign ) SFEABBEIEMIEL, BI5 1/
FXIEEE, X TMFHEFSEAITMER— TR —NXEASE, RIBE clighy EZEPRA
T, XNSEICH ciignr, » B cligne EEESEIER ro LHIE:

To 2
Clight () = Clight , (7> (5.11)
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12 5.1 BEBEMIEAEXNFEARLEER (inverse—square light attenuation) , &
ARX T HEREMBEAR KR, ORERERT —TRERNEERE, BEENAR
F—LnR, REFSEEXEFERITENERPHAER,

FE—TEEREEENBUNEEE £, HIER r AEBIIT 0 BRE, JC&EE
Ciight NESMIRTFIGK; HIEE r 0 MR, LERATEREIL TR O K915
Mo NTEERZXNEE, —PMERNREANRS D BN LE—TBUNEIE € [861],
Bp:

,,,2

07'2—16' (5.12)

Clight (7“) = Clight

$E e WEVEBUR TN AREASIIEE, GIM, B4ISIZEFIZREN € = lem?
[861],

CryEngine [1591]F1ZFE5|Z[060IMER T Z—MA{ A, BIFERS r REIE|I—
T/ NYE T, BD:

2
r

criehe (7) = Al <max (ro, rmin)) . (5:13)
S5gi—MAEHER— B SEENEE e RE, HTE5.13 B8 rmin B—TERH
WIBRTR, BNARYCIDIRRIMIIEERR . tb vy BENIEEE r, RN T AIFYERRER
HWEERXRH, XEMEIHEAATEEREN,

ME—TEEERNE, FHRIERBNE T EESKEEENTRANES £, X
MEBEMRBRTR, MESHEEER, REAXLBESHEEERERMARTE
N, BREXKEBARER O; ATRSERYE, HIIFEALEBESERETHIR
RIBEBELRAEI 0 (3620 F) , ARSAENGEFIUNFL REEHEHITEN,

MMmiAZX—B8Y, EEEERT, XMERGAENSRATEDMEIAZEN, Fi,
NT BRECEMCEMDFLLIRHAERT, RIFEERBELRE, RHER
HEHSER—UELAR 0, —MEBRADREFHFTHREGERMEBERIER
BKE (window function) . RE4]5IZE[861]FEFESIZ[960IATRANE RIS TE

[860140°F:
4 +2
.fwin (7") — (1 — (rr ) ) (514)
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HEFR +2 BEIRE, EHTTHREZR, FEXNMERTREI, MRENREDN
&, WEHIREN O, B 5.6 RRT=FKM%, D32 FHkitts, 7571 5.14 @
BRI, AR _ERFENER,

1.00 . :
— .r.l:,l."(rz + €)
— fwiu{f']
—_— .l'rv\.'illi."":l"ﬁ.”r(‘"2 + f—]
[LE
06 EF
04
0.2
0.0 —= el
0 1 2 3 4 o

distance r

E5.6: ERERT &S, STEEHARTARIES (BT RBRSEN0, H
he—1) , FBMERHIE LM TEANEEN (HHF rpg, —3) , IEHEEEEH
SRR EHAERENER.

BMERMMEEBRTNAEFNFE. flal: SEEREEHE— BRI

R EBATRFR (BIANSCRIEEMZRTNRER) , (£15 rme LSEN 0 LHE
&, CryEngine R BEANXREENERNRER, ELERBT —TEMEEN

BIERAT, BIEEEN 0.87m00 M rimee Z18), BER{ERGERERERRRNFS
REERIM1591],

SNTRENAMES, RELERRLETHRCHE:, EitmEr AERE—LL
RECRHITHE . XATAREIES1E 5.11-6.14 T AW T

Clight (’f') = Clightofdist (r), (5-15)
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HA faist (r) B—ELXTIEBRRE, XHFNRBEMANEBRMEL (distance
falloff function) . EELERT, HTMEREFHEZIIRE, FLHNBEER L
IFFHRENZBERE, Flal: £ (ESFD 2) F, FEMEEFHREACERT
8, SMEXRFERNEBSRBARBLITEESZE, BNEDERERS TR, 76
PR R RISERERE (Artifacts) [1379], EFfERMNIEER=EREI FAR:

Fase (r) = (1 - (T;X)2> : (5.16)

AHEMIFRAT, RBRBNEFDAESIAT —EZARNENER. Fla: ELI5]
Z MR T RIS ZERMNASLIE, MTXMMTEANRNEENE, E451%
RETAMAEZREOREN: —ME757E 5.12 PERNT R RIERBIER; 5—
MEEHRRAED, EXMENR, AINEBETEZSH, REIESMHEFHRIMS
[1802], (EHEWF (2013) ) WARBER T —MEFLHRETLRAREGHIRBEHS
[953], MR A F izl H 2 ATIZIR

RIEAT

5RICFEAERZE, MEUFRPLFMAEFENCE, MIGHEERNNEMRE
T, EFtSEEHRNSNEMAERMN, XMNBAAIURTIA—THEMENR
RE far (1), ESEEBRBREASHEE, FERBEXTHARBEETHHHE
ft:

Clight = Clight , fdist () fair (1) (5.17)

EEARRN fair (1) TRERTRFRBRR, HR—MREZNIRERIN]

(spotlight) , ERIGILIZFIE—TEIEMIIAER, RICATAIF MR R EE S E
HaEEE s BARESIRYE, B TRBPAIUNKRTINOE s, SEAKRBERIREIE
ZoE -1 ZEXH 0, R, XBENAEREFTERHTIR, ZZ2ERNRNZES
BRELEXAKEOE LR, ZRAESEONR, MXERNFEITCEEETE
JEIRRYF ],

ARZHRCTRAHREREEZEA 0, WRZKIAN, XREBITEPRABER

BANARX (ENFENZBIMEIN—LERATE) . BERIAIBEE 1T
(umbra angle) 60, , 7 0, > 0, FABE Y%, SIFEIEEZRBREPRESIN

far (1) =0, XTAETUATIR, HEERUTFHRMNZAESRICRIREINR
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ARIBIER Mmax - RICKTBEEREE—1TFFA (penumbra angle) 6,, EEX
T—TMITFAEVNEER, LT X NNEERARRYEL, Eﬁﬂaﬂtﬁ’b‘zéﬂi&;o
GNE 5.7 AR

,
: %,

_* L

B 5.7: WF—1TEINRITMS: 0, 2CFESE s
SiEmExEARE -1 NEE; 6, KR T IHRFERE
B 0, RRTHBRRZABEE,

B EMEF S RIRERAA MATR T, ERENFANELREBL, fla: =
FESIZ[960]RERM A RRBELZ fau, (1), M threejs (—TREHRENE)
[218IFMERINZE fair, (1), ENNEARXTAR:

‘ cosfs —cosf,\ "
~ \ cos 6, — cos 0,
.fdiI'F(l) — t2, (5.18)
faire (1) = smoothstep (t) = t*(3 — 2t).

E—T, H1EED 1.2 PiE2E, &S :ch KERXTEE = WERTIZI 0-1 28,
HrA smoothstep REIE—T=/XZI, BEATEEITEFRNEREE, &K
ZHERIEEHR, TEHE—THENXREL,

5.8 Bn T &AEI BN L1918 — L0 iR A,
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B 5.8: FEIRRT =MAERISEREER, NEEADAIZE: AR REEBRBIIRIG
R BFRTRENRICT, HEIREF_BRTFRICRNER, BTAEHNREZERABIE
ft, BRIt EDZAHTERE,

H{th#E5M3¢E (Other Punctual Lights)
RERZEMBA VA BULE—THBHRYRIEEIEE cugne KEZT.

fair (1) REBAUNBRF LEFMITICHERRAITRBRE, ERURREM[E
BARAEEN, SEMESSHFARENEMRNERRIEHIEEN., BIFIEFXS

(llluminating Engineering Society, [ES) ALtEEEE X TINENXXHEER, X
L |ES BeE XM el AMITZBRIFISENFIERLRE, FEHEEERN (RIF:
RERZEATE) [379, 3801 i#1T T EFRR A, FRLLZIMBIERFIGNRELI[861]1F1ZEFE[960]
FEMEIZBHRHRT TR, Lagarde A T — M B XBRAERZXXHIEANRETFE
#5[961],

(HEm® (2013) ) (953 AEE—LEFHRIBIACR, ERUIOtH RS @AY
T, y, z SN IR ARIBRER . BRIEEZ SN, BRI DAMER B E X JRIERV 2 RIS c4k
B ERERT R M, BIANER— T AMRRIAKIERR

FEET 6.9, BAIEHEAOERSEEM BRI T ENRENEE,

5.2.3 HAthtiREE

A E ARSI ORI EZFER AT B hm 1, AR EREM LG EK
B R, MMEXARERERICR, Bl BRT _EXHrRRIRIOREREZ

b, (HEWE (2013) ) PEE—TMFIARIRENC, EERT —THERIENIE

R, MAR—TRI953]. ITETFEARTERNEGR, FHRBERSERERL
RIORNAGEEAY SR L,
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RESRM[MMEM TIHET R 1 HINEEE cigny FITEERLTE, BRI MER
HAEERITEXEE,

FBRIAL, FNPMNCHCRREMBEMREY; MEBLHRF, JSOREFA/N
2R, ENNEMETHERSERELN—TR, EERIMHFR, XASCREEEIN
EEIR (area light) , EMELNNARERFHINAEERDIEM, EXRERR
ARAIAD AL —RERCAMEB D EE, MMSBARDZERN (BEF) B
hiE (BT 712) 5 Z—EXERUENRENREEEEZWNGE (ET101) , 52
ENBARANCBFEALANSRENRE, BMTINETRERY, BHMEERIES
RAOR/NIZR . REAEIECHBRTFEEEABEUIFELATE T, BEEA]
WAKAEREF . SECRNLMUSEBZE T —ERRR, EXIAEBAEXNE
B, ALEEITIZONA, BN, TEHESR GPU MR RIHERLETEZEME
A NES

5.3 LI EBIER

NTEEZRFHITNAE, XEERHRENICRAELNEANBPHITIZM., E4/)
TH, BIPEITCERITSRELRIIN, FEZRN—LEXRITED, BRNK
MEENE— TR BRISSERES,

5.3.1 T E0FE

HIRT— 1M EEIMIER, FBNFEIHMEERITESRER (frequency of
evaluation) , HAXITE#HTID., &%, FEBE-THRENTEESREEZED
draw call PRHERNEH., RE GPUNITEERH I MAT —EFHRAITE,
BRURZIMTEEREZHENE, BAIILNAREFRRTR (BIE CPU L5
) , AREEISR—NEER[RBANEELER AP, XEFAIMAKNBVEETEE,

EMEERX—KBHTEERF, HEHROSZBERANZNTEE, HNN RITE—
R FHIRITE, RERNEAMEEEHEFNENFRIAN, SMERBER TR
EESMOEMNITER T, IMEHEEMNLZRKIANS, XFNERITERRESH
EERRFEENMBRMERTRT, EXMERT, BNEETFERE-TH—NEE
RN, XHE, XETEINELENMSENREFN, £B&TENEREST
o

A—HERE, —TERTENGREENAREFETHEEFRERN, BEHEE
LRUSRRIRIE, RUHAFTES—MEHAITERN. flal: £—TEMBER TR,

Chapter 5 Shading Basics H& & - 16



FRBREVR T —RHFTLba9ET (8], MRXMITEAHEEARIE, WAILLEE SRR
ZPMAPHTITR,

HttpE R SESmXRT—RITE, fIUEENRTIRENTRER, ES
MER—RITE, FINRFHTFREGCEEENABSHHITEN IEFET
draw call —RE9ITE, FINEHER FRMRSE . RIBTEMENA—NERSR
BMANFITDE, TUAKRSNAEFNRE; AIMBER/MCEEEH, RKEA
GPU HY1%8E[1165],

MR—TMEBIUTENERE R draw call FR AT, BAEMEIEBELS—
FESBNEREEEGELERS, Bk, ELIHE 3 ERAMHERANFIRIZEEEM
BPN—TAH0HTITE, NMRFBENE, EJNMERTEERSFMA, MFEEES
HittpEeamer., BieLms, SerEdNUEEE—1TTREMERFIIT, 81T
M ERERIS RN E — A ERIITT B SRR

o NmEBSS (Vertex Shader) —EETHEMASBININA LBTITE,
o TEE2: (Hull Shader) — B TREEFAH LHITITE,
o E®ES (Domain shader) —EETHEMAD ENINA L#TITE,

o JIaE®2E (Geometry shader) — &S TET LHTITE.
o BEEE®R (Pixel shader) —EEMEE L HITITE,

EXPRXUAp, R ERITBEHEEFEEZNITH, BEAXEITEBREHBETERESE
BT, BRFERITEEE UMM FhERiz, BIISES 20 Zitie
JUDBIF s MEMNLIMEFEERT/LAERE, FISRANTHEE, hTEEHT
LB, BATRENZER S (per-vertex) FIiF1&E (per-pixel) NEGITELE
RHAT LR, F—ERENPFEPR, IAMAENEEHABNEIRRL
Gouraud shading [578]#1 Phong shading [1414], {E2MEXLERESELAEFER
T o XRSIEEMRRMER T — N EMTF HE 5.1 iAW ERER, FEZL4ET, K
T EFIT TR, FHIIUXEZTNER, TENEEKRESEHBLRY, Bt
MSTFEANBX N RBIZHL,

RRSNEREMNS, ER—TIFEERNNE, ENNRHERK, ZEEEEMN

Hix, FIANEATIANEY MTRLEN=ATTEMS, IREENERERE
HIRA, XEERNERRHTEEAREFN—oI (LEHESED) , EME
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KELEFIFEEEANE, MERENATESHENRECFIPHITII, FENIN
REBSRNITELSR, FEICMUMEBRKRLERE RAEBRAIGREEHET,

B 5.9: {EAFHE 5.19 FAAHANEEEE, XWEENREENEEZEEZENXS, H
ZRDAETET=ZNTEANRBENRE L, REMN-IIERRRNERERITENS

ATERIREE, [1172]

R B, BATPIMEGRRERSHEFTRITEEERINSIE (specular highlight)
B, AENRKREESTITEERRUENRRE D, XFEMZMAST™E SR
7, MERELLZTE—EiItEE. BREAEXES, XMESHIMANEEHAR
RRMERE. 8%, EEREEMTANHMIEERITEREARNTED, HFEMNUX
MAIVETEERESBR, BEHRMIMNIEEETH, FINESRITTENEIMIA
THAEF, MMSBEATH,

JUEARIRAZRRE, JARELNEMEERERASENLTEEE, RSN
REESEE, AE=AELHTEERE, ARFATREEHMAN, KEEBEIE
ZERST, XEEHEEES TREUE. REZEZL. ULAENKETRE (A
REBEHITIELMEIRE) F,

FEIENZE, MENRERRCEHEBURENNREESZ, BEXMEE
AR ENNRKE, WME 510 2R, HEFEEEGZERSTEMTE

MATDEE, NRMKRLZENELREZRMRARE (HIANLSESHEIER) |
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X RESELRENGRRENR, WE 5.10 BAEMAMAR, BFXMRMLIE, &
HEESLRREI AR, BE SN EENEERNEEHHTA—L, BENIEES
MERE®FPHTII—.

& 5.10: ZEFBIMITIRIEL no #l n; HE2RAURE, HNIUER, RELBEMRER
hEEE, ERENTRUKE, ABREZ ng WKEBE/NT n, , XESPRES
RE T TELZ R RERKAIT.

S5REEEAE, EAFEUENRE (FINNREENLRE) , BEATZH

THRfE. Bk, AEFEEST, FERBEMERNREUERTEXEDSE. R

TXEERTE—MHZI (EWNEAAERR, EEQUELT, GEZERHEFTHEE
EERZH], #FEHITA—MN) , XERSEMRERODSRERAITIHE, XM
MEERR, MRETEMERR, RMNFBNXEOEHITHENE, BBAEHEEZ
Bl, —EABENENH#ITIE—A, BAXESFRERNER, WE 5.1 AR,

1, =TT M+ :
/ 2

B 5.1 EERTHZXNTW T ILOEHTHEE. £EF, EHTHEREZH, WitLo=s
HITTA—M, XSSEURELRCESRZEERN; AEFR, WM MRAHTII—HRIE
LOoEHTHEE, FBEERNBEDE.

FEEXHBEARE, TNREERSFBREN/VETRMERE“SENETR"F, &fE
BRAIGREEST. MENUENYORME, BECEERNHEER %J?E%}ﬁ&
AERNSIRTR, RAEFELIA—EERELERERH. IHMNTFLEEM

By, BIAFEEGRERST, BUYREDEHITAENLINEIR, 3<1‘¥_JLXE-
IMEBRERSRTPHNESITE. BRIAEST—THE, AEMTLIRATE GEN
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AIRRTIE? FIEERIA TR EIEE BRI R =], ‘E%m*ﬁ’lﬂﬁ’]ﬁnﬂélzﬁ? (M=
&) , AEZEANFERN. SENERRENFE LR, XTLITARNILE, BEF
BERENERRAAEN TN, ZEERARTIERE AEE'I’_HDI"E'H'%I“_{ fBlan: a0
RERIFRPEERERNR, BAAPUIREE BRI 5= B340 S e R
&, RERGEEFENZE, XETUHESUESBXNERERFRE, A
TeEsEE ((FET 16.6) .

REXRZHNERHFIN (BFEJANEVEEIHERRGISEM) , #ERE T () LEE
REIARN, BEIRBE-LEHIMER, HIal: —ENARERE TS LNREA, &
ET7TETZEERTNEEITE, IFENNERERREFTEER® (flat shading) ,
512 R T M T FEEERFF,

_—

B 5.12: MMMERTEERFAEENENREY: LEXE (FEEFSA
B®) , TEXE (EENURE)
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RN E, FEHEENMRANE/AEERETTMN, ERRIONTINERSEHEE

ARERREETAN. IEETESTETNEENE—TTNREERR, EIE
AIRIEERIIN, ZRANSEE (U8 IRRERRNT) B2SHE—TN

RIBESHNARNZETTPNENMEE L,

5.3.2 LI

ZREHTBRT— N ERERNSIIRG, EEXPHRI1ES, BITSEINNER
R T A2 5.1 FFERI Gooch £@ER, FRNESX MERHIT TR,
AT S MR, ERS R T:

1

Cshaded = 5 Ceool + > (1 - n) " crignt, (SiChigntight + (1 — 5;) Cwarn§.19)
i=1

Hepp— a8 FAR:

Ccool = (0,0,0.55) + 0.25Csysface,
Cwarm = (0.3,0.3,0) + 0.25Csurface,
Chighlight = (2,2, 2), (5.20)
r;=2(n-L)n-1,
s; = (100 (r; - v) —97) 7.

712 519 WEXRESERIESLTE 5.6 FIANZ RGN, NTHENER, XEFK
fElm— T 572 5.6 WEAFR:

n

Cshaded — funlit (1’1, V) + Z (lz ’ n)+ Clight, flit (lz’ n, V)
i=1

XFHIZE 519 mE, HEAAY it A unlit Tip 52

1
unlit (11, V) = = Ccool,
Fuute (1, V) = 5 Coval (5.21)

flit (lza n, V) = 8;Chighlight + (]- - Si) Cwarm

TAZE unlit AR BEREME, FILIERBERBGERNETE,
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EARSHABNERNARREFT, A Couface KM EM BB EHEETNR
FED, AEEMERNEERFEESKSGEFR (F6F) . XBERTIEXTRAG
RMERZIE, BRIR coutace EETREEPEZ BT,

X ESRENTIFRERERRNMTOZINEE, REABNCRHETIERD;: X2
—MREREZRNG L, EE—LHERERNGEPEINEETE, BENT—LH
BRSZSABNAEERIEMS, ERRERMRET . BRUCLIEIGRPARESR
RUEZURR, 187 20 EFHAITNA, WH, ATHRER, XEBMNASXER
FORX—MCRER, BARNTDHITIIFERS, ERTER 7 RIEH(EEIRY
ERIESLHERN,

EREABEHAESRMIMN, MEE—TEABER L TXHES (context) H

SSIAY, X NRBIEE— N E A WebGL 2 N FFEFE LI, BB Tarek Sherif
[16231FF FF &89 “Phong—shaded Cube”WebGL 2 Sk, RBATERE, (BEE
HNRIELERTEINE REVBERIEL,

HA1ET1e—LE GLSL &2y {tiE, UK JavaScript WebGL ARG, 24/
BEFH A EEIE WebGL API YT, TN 7T ENERNIMEN, HITEM“H

Z%, maENAEFIRER APIER,

BERSRXGPTNHEESNERRBEHENEN, XFNEEHRNABTEERTE
A, IEWMFHAIEET 3.3 FTITIERY, (EMA GLSL MRIEBRFITHR, EIEBRBAS
DRME: F—RXE—HA—HA, JEEEHNARFHTIREN, FEEX
draw call IR RIFAE; F_XZEE—RIINAIRBMA, XEERNUES
EREH (BREERTEBNRERSE) ZEREZMN, THAE T —LEEEE5eHE
RORTEZERIAN (£ GLSL & in HITIRC) , UMRGRERS[MEE ((ER
out JF#4THRIC) ¢

GLSL
in vec3 vPos ;
in vec3 vNormal ;
out vec4d outColor ;
XTMEREERIAE ML, IRKNEEIE., MEREERNBASTIRER

REVEEERALRN, XESHERAGREREZH, E=-RBELLHTHE, X
MEREEHFERMITIERAN: REVENREZESE, —EOUTNAEFOHRT

Chapter 5 Shading Basics H& & - 22



BETRF. F—HWANHRERRFTZ, MUERER, XERMNRRTM TSR
BRIENX:

GLSL

struct Light {

vec4 position ;

vec4 color ;
g
uniform LightUBlock A1

Light uLights [ MAXLIGHTS |;
I

uniform uint uLightCount ;

AT XENRFRHERCE, BUESTHAREEXHPHBRABE—MUETN—TEHE,
TEIRERE X AL T vecd KEIMAZE vec3 £H, L,M"A GLSL std140 *&?E*ﬁ)%h
ERIRRS], BAEXNMIFS, stdl40 HESRFBE—LTE, BRXENL THR
CPU ] GPU 2z [B]#iEfm B —EMAES, XEEATAENEX TP ERERN
FE, Light $EE2E—MEFRICH uniform BIRIBIRAERE XY, X2 GLSL H—
™I, BFE—AR—TEHNTER—TEPXIRA, MMINRBIBEHmINEE.
Light WHE’JJK}#?&EX%FTH&FT_—/A draw call FEFRIFHNRAIYGEHE, K
IMPBETXHER, NAREFEEEREREIFEZR, FRIEMNSRE (FEXTFF
£10) *BnEEZIERILINFFE MAXLIGHTS . £—m9%E £ uLightCount
RETEIX)R draw call PELFRA] ARIYLEREE.

EZIE, BIRE-—TEREER[NERN:

GLSL
vecd 1it ( vec3 1, vecd n, vec3 v) 1
vec3 r_1 = reflect (-1, n) ;
float s = clamp (100.0 * dot (r_L , v) - 97.0 , 0.0 , 1.0) ;
vec3 highlightColor = vec3 (2 ,2 ,2) ;
return mix ( uWarmColor , highlightColor , s);

}
void main () A{
vec3d n = normalize ( vNormal );
vec3 v = normalize ( uEyePosition .xyz - vPos );

outColor = vec4 ( uFUnlit , 1.0) ;

for ( uint i = Qu; 1 < uLightCount ; i ++) {
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vec3 1 = normalize ( uLights [i]. position . xyz - vPos );
float NdL = clamp ( dot (n, 1) , 0.0 , 1.0) ;
outColor . rgb += NdL * uLights [i]. color . rgb * 1it (1,n,v)

BAOE—MTE lit TNRHEN, TLTE main() RERB#TEB, BH9KE, X2
7572 5.20 572 5.21 f9— &% GLSL T, BEE,  funie) F coarm BEZE
SH—TEHEE, BTFXLETEHMEE—R draw call PERZEE, ELLFET AR
PR RITEIXLEE, MTPE—L GPU HiTEREE,

XERTHGRECREA T —LRNER GLSL R, HA reflect() RBMEEE
TaARE (FEZEZ) FEXNTEL, BE-—TRAREHTRE; EAFH,
WRENE LA, BTHRNEEAEGRENRFREHZERETERENTE,
Rt ENFTEE LA AR, REBHAL reflect() REF. clamp() REH
=THAZH, EMTSHRE T E—TSEERFIESCE. —TMFARNRESEEZ
0-12Z[8) (SR HLSL Y saturate() RE) , XPEENEREZRIRK, WFKZ
HGPUTME, JLFRBHATH, XUEBIMEXEFERAXTRANERR, REXK
MNAFBEBXTSERFIZE 0, AARMNELMNE T ENGRAZTEBI 1. K
mix() BFEE=THRAZEY, ESREE=T2K (LT 0-12E) , FAIRTZS
W BERITEERE AXTFRERRES N s, EREBNSHRZEHITHE
B, £ HLSL XM ERERIUM lerp() , BRR“GLMHHEE (linear interpolation) ”,
&fa, R normalize() 2WMAMEFFUX T EEMNEK, ENFERESRERN 1.

PRI REENSESS, BTRIIEAEGEEBENEN LA T XM
F7, BHXERNFRBRTMAECBOA—EY, BRTTHAHLAEY
TREBE—TH:

GLSL
layout ( location = @) in vec4 position ;
layout ( location = 1) in vec4 normal ;
out vec3 vPos ;
out vec3 vNormal ;
FER, BZREE, TaEFesfNmElESBREeRNMmATILTEREN, X
LMAS T B ENAENREEFHTIEIENES . REES0ABIT:
GLSL
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void main () {
vec4 worldPosition = uModel * position ;
vPos = worldPosition.xyz ;
vNormal = (uModel * normal ).xyz ;
gl_Position = viewProj * worldPosition ;

REMENRECRTNE LEE, SERAVENELERIIER=EH, FEHE
BBRAGREERUBATERITE. %, REMUESRZTRIANEZEF, HES
45 gl_Position, gl_Position 2—1JeiltEFTERR . AN RAEXEE, E

PREZREMEZAN 17T, AEHNAEFRRBEIITEOUANRSHNEELKERE
78, BIRIEEREIRIIENS ., RETREEFEFRLEE—TIY RIS
ARY, BERERRANZMBELNORE, FHLARZTSHE 5.10 AMFRRERE

L1518

OIFRRIN FREF{ER WebGL API EHTEMEFIRENERHRIRE. BT HRE
HEESIMNERAPTNBIRATIRE, RARENZEAEE—TEFERLE, UTEE&
ZEBHRIRENNR:

JavaScript
var fSource = document.getElementById ("fragment").text .trim () ;

var maxLights = 10;
fSource = fSource.replace(/MAXLIGHTS/g, maxLights.toString () );

var fragmentShader = gl.createShader(gl.FRAGMENT_SHADER);
gl. shaderSource ( fragmentShader , fSource );
gl. compileShader ( fragmentShader );

BEERBTIEIN S TEERSE (fragment shader) ”, X PNARIEH WebGL (I
REETH OpenGL) FifER. EREMNAPRIEAMIZZINIE, BRAGEEER
#3 (pixel shader) "ERLHHEAIAI LGN, EREESEMENNAE, HLEK
NEEEAPPHERGRECRZITEM, XERBHIE MAXLIGHTS FRHEE
BMANEEBHE, KSEERERSIPBRITRIIRIFENE BIITNRIFRE.
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7

EERZSNARFRNABZBTRES—BWAZE. MiatINRBA. B, Sl
%, XERET UM NERGIERN623]FE], HEBRZ APIEREEN#HITT
WERRRRE . ANTNETE, THEESENIHREMNIRIILERSRN, MRENBS
IR NRIENG ., BEtB(IEXROIEEEFNITIRRILMERT

5.3.3 1R RS

BRMERRORASIU-TRIBNERR, AUBEFR—TENNARSR, RAEN
&

AREFTRINSMNSENMR. SeRETERS.

EMRTEZETHRANENIE, ERHBERET GPU AIREEEMERFN—1ER.
FitE@RE—TKE (low-level) BB API HIR, MARZARKAAEZHLT
REMNZRA; BEEZT, #B (material) WRERILEIMNIHAIT TR, ETEE
EEHEZAKNER, MRENERLDRERA—LIFEMRAENAT, HIA0MERIE
(MEMR) F, BERNAASINERITH—DINIE, HAEEL T ABETEE.

SRV AR BT EEHRIUN, ERXHAEREEN—N—XAR, EAENERTS
F, BRMEERNMRAENRERARNERRS, —TEeRUARESESMIMR
FIRZE, RELNERMESHMAMR, EREEFERXP, MRSBEEERI R
SR MBRIENR (material template) FI#FRSEHI (material instance) . B TR
BIREEIA T —£MER, HEEET—AHSH, RIESWEENAE, JUAREE
BARNEE. emESdENESE ., 8 TWRIEAIXNN T — MM RER, UEk—HE
SHESHISTEE., —LERES (FINEL]51Z1802]) AFME—IEMEZ
B REEM, EArM iRk A AR EM 2 B ERIRE K.

RESHANUEETH, BIA—BARERLAERHRES: NESEERHREKEEN
B, BIBHREESPTN—LEERTH. &ENNFEENSEEEMZ—THRFT
x, ERX M HREREN —TAENV BT ERE R RAE. ZEFENFXRAIAZ
ARBEEM B GUI FR— PN RIRERIAITIRE; A MBIV RARERERF L#HITIR
&, I MRAFRIABMERREHITEE, KERTOENENEEKAE, ™
X MERTEN SRR LN BT ABEE AT

EAMRZHAI S EERUETNSH——XIN, ERFRBHIESSUILR. PR
AU AENERERBESIHITEN, IKRREREERN—TEERNE. X

&, ARSRSTHMRSE, UMERIRBESRNSGEEFNEA, BI-RIIER
HURME, RITESEREPNE IS, ARLEERT, BURAENUE, REFHO
HEZZNEFSH, HEWITEFELN, ETREVENRERQNES, HithH
MBRHPAEER, H1a: FTMERSENREELFIZHRENMER, BAIIHAR

(mi
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RESSBRNKFRAUIFKFHREL, BEEam—"T88, ETHENER
ESEM P TOER, FIAALRREII RS,

MRASHREENESZ—, MEFSIERR[INEND NMIIRITER, FEHIXLE
TRNASHN. XMEASE+OoERAR, BN TSR

o FREEEN/VILESEE—k, fINRIFRER. /RS, HEAD . L6l
UARFEE, XEINRERIMIU TR RESSKBTME, /LR
BT RENE, i, SXENEDARE, FHERVMRARANENHITRESR
arToHER,

s BREEBT—LEHREAEE—E, HIUEREFR (discard) FIBHEEREE
(blending) , X5®&&iRMN GPU LHEHEX, RAEFHESBE 2EGRESE
BRPHITH, BEIRVEH BRI TE5 M RIR X EAETRIRE,

- BIIEEERESHNERE, SUHESeREASNRMFASE R, XEMA
METEEMEERENNER, ERZAIBERLTITRVRIENRER,

o BIMIFENMBIFIEREAS, F5BEEE. SeRNRREOESTE -
2, XA RS T BT IERISTI,

- FEREERESHTE, SHRTEHASHE—&E: tEsTOREERRL
HIBRE clign: MAME 1, BFIAGEREREFRAR (£5 20 ERHITITIE) AIMNE
XA EHIGEN . £ SMULRFRRRERIER T, XIEM 7 EIMIE RIE,

ANREF API BEREIXTE B IBRRMCAIZOINEE, BIMAFE T . ATR{BH
&, 5 CPUMREAE, GPUEBRHAMATEREZEEREEABLRE, BIBTE
BREMBENEFBSERER—THIINET, ERBMEB BN, BRSRMETAE
RIVIZIR(Y, XERGBLERFTEHRNE—I: BFREEE (BEEBREEFZPN

17) 5/LE4E (BEEEMEESEMENT) BEAS. BERXMELERARTEMN,

HASTEERESMITHMNIREE, HEXTENEEMERNNAS, ZRIIXL
FREIMITETE, MRAZEB LI EIAXLHESELBNE—HE, MEERKBLRH
ITHEE ., XEBSRFRERE (FlUEEAEmR) , XBERBIEMT CEEN
BT IRIE S R5ERY, BIU0 #include , #if #1 #define ,

FHNERAFZESBNRONERHRTN, AEHBIHEFHREN, XFHEE—
EREFAL, Fla0: FATRIMER D TRERSFEFNEM LR, I TEMHLHAITN
ft. BEMEZMHRSNAEMIEIMN, XMERRMBEAILRT , SEEIEESE
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PHFMBEARER D AT, SRH[TANBENESTIER, ZHERFTAKR
AT AS RN EENRA.

HRT—THTLESES[TENARN, FERRNE—TREME: RERHZ
BEVERE, RREGITIMERNSO IRTMR, ERERFN BT FGTGERT
A, A—EREN GPU EH L, SISO BREZNAREN, HEZIFEEME, B
S TREATIRZRE A FTERRY . R AR 2 ERIFTHITLIEN, S8FEFE
JOIRER BRI A RIREAS[1193],

L2, =HA1AY GPU B ARIFISIFINS D, LEREH R AR
draw call RXIFAERGERMARLIERIITR, WSRIZINERIR, FIACREE,
HEABTILEN, BE, AERHFPRIMAEINEREMRZFTHRS —MARIFT
H FESTHAEMN, U GRRNER, MMSEIEETE FIAED
18.4.5) , RULERZFMNERECEZADAZRENMNERN, TRBBERESHLEMIK
MITHIE 2SR,

ER—101F, BB R—T IS =M AEREORIINARER . EPFERTICR
REZRERRN: RICRMAESE. F=FICRUZ—TT XN, EXFERE
RIAEAN AR EME RN, XBEFEAAENERFNBREIN, ERXM X
RN ENAEFPERNRY, RERBAE 5%, AIE, R TERMDED
X, BNSA=MCREEN (FTEENN) SMTHASHER —TIRINEESS
TR, REVNAFEAAZTEXMANT, BERFEFMTHRIINTARNAZRER
By, ER—THTRATHEATFT 1NER, Z—MHRTRATHERT N 0B
B, E_MERNEeHRNBEMER, LEMER (W 95% NERTR) |,
HEFREAS0ER (BEWRERTNUIMESNEAR) , ALLEBEITFIMEE
Hl,

MM AR ZENERZTHERREMNREINERRTR, REMERK(IAH
ARRERFN ERATLIE, BELSMENEREMNEMRASHENEIBM, FLHAE
RENEFE[TVMABERTRIF, HI20: T (o BHEE) (BEiN—TK
A DLC) MUFELEXEH, E—MmAFERTEE 9000 TigmiZiE@a8%R[1750],
AR FENEABENENER, FHE: Unity ERRFFHEEZIL 1000 270768
MNERHRENR, EARAREMBELRARNZAT ZHTHE, ERVINENERER
ERGTEMRT, 7 ERE AL ERREEZRIA[1439],

MRAZNITERA T AERRERFARAXLEIRTEIR, SAXLREERNES
MEERNAZLEM342], BERXERBHLAIMEESERN—TRAH, XLER
EBESUTREA:
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RBER—AREXHFRXI A EAIRE, ERMLLIERES #include, 7]
MEEMUREENE R ILEIXLEREN,

MBEF—UNR— T EBRPRE T AENINEETY, EBESEIREN BR

E2E (ubershader or supershader) ”"[1170, 1784], RiE{FERIFRTAIFALLIE
BLEMSHOXNAES, KBERBEXTHNE D, HEERNERARPHITY
%,

WIE——R SMEMINEEE ARG L ERESRNTR, XEIEETHRA
MEEEE—E, XBEREMNTREBERRE, EREMEMML, XLETRINA
BRI MNEIERXA342]5E — I miERR KT, EE EEILIFIEI
FIRR G (BlENR3EAR) BE TR M RENR1750, 1802], {B2XFHAIH
R RMEFE—LERME, BIREEFABONERRE, Fa: L5 ZRMRE
Fimigss, REEEATEBEREMASHIEXITENS02], WE 5.13 Fimn.

EFER—IUEE—TEXT THEO, REFEXMEONENX, BBARA
BIZARBMI, XEINARBEMERN—&, BESBATERERS,
XHEON—TELAFE, BEREESHNTESEeRAEAGNITEDE
FR, Blan: ELI5I1E1802]FBEARRM MBI (material domain) ”, EE
ETHATFIHEEEESHIREE (Surface domain) , MUKBEFITER KR
B (ZTARBRATRH—MEENRN clign: HITREE) MFEREREN (Light
Function domain) . 7 Unity 5|Z[1437]FthZEE— MELMUN ‘REEE R
(surface shader) "4, ESFEMNE, ERBERIRASER G-buffer K
REO, BRERNIT—IEUNEEREN BIR—NEEEE) , RISE
5 20 EFRITIRE.
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513 RZI5IZBHIMRRIESR. HEIRAMNSRKEAAT TR, 27 RV ERSYN T8
RO ZMERNSHERRAN, SEEREEMBNMESEL

ST EMEENGIF, (WebGL Insights) [B01XAFH—LEET, LT &M
SIZ2UMAERIEEEHRELN. [RTASZIN, IRNMRAFER/LTERRIR
ITZERED, flal: NONS/NNEBRABEERIFSTIE. XemE—LE
SMVERIFEN, DBRTE. ERIMES UK APl ZERYEREZESFMINEER.
(i) NEBHRRA[1750IZXLEBI—MMRMERRE R, EERT—TE]
RUFAL IR, REBERBEXMNERFESHKETERRRES. IATARARRS
S5F¥aTXiIME, FEEEDERANTENERESNERIN., EXI51Z1802]
M Unity 5121436 tb# BB L LIRS,

MRAGEFTERIERTFMEE, BRTENHNEERTMREZEZZIN, MRAERLSEAU
AT —EENNEMMAML. () MELSIZHNERREASR, sEmMENE—X
draw call FERABEHHITE (FIMET 5.3.2 REIEFFHNESTLEITH) |,
HREBMEIE RSB ZINET. BI—THIFZ (i) PAERNERE RS
(scope system) , ERRXDAREFMENESE (Fl: SWMEHF—X, 87
HREF—IR, BTMEEFH—RK) , AEESNMRENE—AERSHTERN, MM
B> APl BOFFEH .

EMFANMEEN, IM—TERHLREZRERN, EENZREMLEED SEETSE
LAY, AT ESFMRIANALIINR, UK AR XI 1 BoMLE TS A
fll, EREG4RLBENE—THRENRSE, XENHRATEZ T BXNE
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H. EREMNREGETRNES, XERABTIFANBUNCIX LR L REHRTTEN
MAS, ARZHTET.

5.4 REHMEA

BRWAE—TEARNBRE=AF, EHEAeNESREEERE)., BT RS LS
BRI EE, RAIHEHGRENBENIZZ B TRE, 15/—53_.%?'"51*41%1351
EJ&%%EPEEE’J'IE}R% —EMBREITROMI=BIMES, XTRITHNERRAE

SMEIMNABTAHER, FLER GPU BRI, WE 5.14 KRAM—FIFR
o

—AEEMEERNELXERER, —TNIBGREARES, %Z\T\%E?Em gl fan
%Eﬁiﬁmﬁ*ﬂiﬁﬁl‘lﬂﬂﬁ ATFXNTER, A=A A%ENIRSEMEELIR,

uJFxfT:%}S’i%/M’EjJ ‘“#Bi5 (the jaggies) ” él%ﬂkz:ﬂi%ﬂ’]ﬁﬂ%fi}uuxﬁi ‘e
E (the crawlies) 7, EIFTUi1IR, X (g] ﬁ%}% WER“FEME (aliasing) 7, BHRIX
NMel IR AREIRVE“REME (antialiasing) 7, (BEURSUSAIEMREFRERE, i
SA—ENENEENTES)



RKAFEIE (sampling theory) FEE5ER (digital filtering) BIIEFRASIEEE K,
REIBRRBBHEEB—AHT[559, 1447, 1729], HFIXZBERFH— <RI,
FL TERRITPESNMBE R EEFNERNEREL, AKX THRIEINER
o, EAMIBEBRMEH A RERELIR,

5.41 RFHIEKEIL

BREGNEREAR LR TREES. XRANEBGNEREF EMEN =455
FHTRENERE, MNMREER (BEUGERNA) P8 MEENEBE. N7 EER(E
SRR (56 5E) , NE (texel, texture pixel WHEE, MGEAIZE
I, BLEEFNERETT) WATUHITERRE, MMERBNEE TEHRERGTFN
MR, ATESDERER—RIER, BESU—TEREEEFERHAITRE, 20\
BENBEXREE (sample) . BEE (reconstruction) FMiZiE (filter) RS, N
THRBREL, KSR ESU—HERAEM, XL I ARBE AT RE —4HE
%L, AT _HERGHTLHE,

&l 5.15 BR 7 —ERESE S WAL EIREITRFRNETRE, X TIEBRIEE
gt (discretized) . REFUERIBEMZERBFHIKRTER, BEEXFHSE
MERE, REBENRFENESHITER, XTEENIREZEBINREES
BATIR IR EELRY.

sampling reconstruction

continuous signal sampled signal reconstructed signal

B 5.15: W—MELES (£B8) #TRE (PE) , AEBIEELERGEREMRIAE
= (BE) .

BYRHTREFNNR, HMAIESREEFNR, XERNAFELINANRE, FLbE
MNBESHIMER, MMERLABIRNER, £EREARTE - TERHERNEFSRE
B, MEERBZREIRBBRENDSER T, HTFEREFRAREEREZLEAEN
ICRBEGRRERES, ELERAESEEREESRIE (DpheExE a0
%) , BEVBRSBERBRK]IZARENRE, WE 516 im, ZANEHIXFPIR
], EENERERGRE—RIINES KARITHEN, XMIREIREHER

(temporal aliasing) .
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B 5.16: B—TRR T —ThENER (RIg(ES) . FTWESHITTRE, BEREH
ARy, ERERERERAEERNA O, XEHTRER (sample rate) IEMSE
EFRN—1F. BATHURFREFZERE—BREMXR, BIITIEREEFCAIhERE
AmE, XFiZ Nyquist PR, EBIUITH, RERXTEZITHRER, HATIUEEIERR
F MW7 @ hess .,

ENERZRE LAESGF, SreMtERNE=AFAR EHIN PEL
(jaggies) ”; URE—TEBBFEENSCERFANETRE, SHIMEIRAEKX
B (firefly) "HNERNNE (BRY) (ET6.22) .

S—NMESHNRERTEE, MeBIERIR (EXMUERTP, FENOPFERK
RRE T RER, FEESYRNS, EFMESIMRMED) . WERFESH
MESEFRBESE, WE 517 k. AT —MESHTIERRE (BIRTM
REFELRIEARR, ERFRBES) , RERVDNEERFESHRAMENFREIA
F. XEERMREFREEIE (sampling theorem) , SFTRZAYRAEZRIUM Nyquist =
(144718 Nyquist 1R, EHHERIZZR Harry Nyquist  (1889—1976) 7£ 1928
ALY, E 5.16 RE#ERR T Nyquist IRRAFIF, BX L, ZEBERATARE ‘R
KME”, XRRERIBESLINEEEME (band-limited) B, BIZBEaISIZE
SBEXPN“RAIME” LR, #MES2, BN THEDBERZENELE, FS0RER

BTR.
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B 5.17: BFRNEEILARTRIEES, AR THYERIRER, FBELAKRTE

BENES, F—1TRR 7 XERIRENER, EERENESHEERMERR, BRIIEES
EIM T ER. BATHRFRZFRIGESIRNME, EEENESE—FKFL%, XML
BH, MRRFRFHEN—KRR, AEMAUNRIGESHITTRER,

HEARES (BRERER) Y=#HHRHTRENNER, EERRTERSEME
R&IAY, XRRAN=ABIENLR, BENLRAUREMETEREERESHNIAR, &
SRZ#HSPINER T LRN[252], i, TICEREERHTINEZAE
B, RPEIIRER R DRGSR\, ERENRATENRE. Bit, EERRME
RAICER I RIR, BRI ETEBREFNRN, MABR(BEHERRR
BHITRE, BE2ANE, BIIBAINNE—MESEBMRIMERN, EF—710FH
EERSCEN AR E EAEE, ERBANAE T HRENREFEER, BRI
BHELCERFRINR, MRX"EZE/NT Nyquist IRERAVIE, BARATMABER
Bt 255 7%FER, EERMAIAHITIEMRSCERS, ERMRX AKX SIE,
MIMBENASMEL, RKNCOERFHITIMERS] (F76.2.2) ,

BEE

— T AERMERREESE, RERITETCNEUMNRFESHFERRRES.
bT%ﬂﬁfﬁm BANLTUER—MIRKES, B 5.18 BT =ME NAVRIKS
XEFEIENE, BRRERMROERNHRERN 1, SNEZENESMEEN
REE R,
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B 5.18: A LK box EiKas, ALAR tentBiX=S, TAHRE sinci®iKes (B sinz/z
) .

FEES19H, EIMERT box KK (box EIXRETFHEHIE, XEMAIIAIREH
TENET) KN —IREESHITER. XRE—MRERIENSE, RAEERELK
MESE—ERAEZNMEIA, REWLL, AT box EKFFRERER, ELAEITEN
BFFHtBREEER. E 5.9 i, Bl box BRSBTS TRERL,
RENEHTRER, EFRRSNTIRTRERES (B box KRR AERN
1), FRIEXLEERANTERZIIEM box R ZH, MEEEPERINES.

HRLEFEN, FEyMAam ESE#TH
R box BREKH, BIFIRSERERENGES (R) .
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box JEiK=3 P MEREMETAIRIRSRHEITER, EE 520, (AT tent ,)’é
Keg (tent BRMKE, tent IR BIUM=AIRKBFHEIKEIRKER) FKIREES
HITEE, HEE, BT tent JRIKESLM TABRIFRZBNZEEHEE, RLEELE
box 8K ERELY, ANEEZEHESEEEN.

HMIMZ

"

nt

w 1 2 3 4 § & 7 x w1 2 1 & 5 B 1

[ 5.20: £ tent BRI RIFES (K) #HITER, AERTTEERNELES,

B2, tent BERDABAEHHE, EHELFF':'E’JEFEE"IHQ% EESRERER
M ELEERT, X5 tent IBERHAR— I RENERIERBRER, NTIRE
RANTENERES, BMNLIER— /\IEUE’JTEELIFE& (low-pass filter) . 1%
—MESHITDHE, Eaég_JLXi%n-jJE:FEZZ,EZ (sin(27f)) MAEE, HF f 2%
DERIE, BEEERE TR, EaBRMESTEMIEMENSE, X7
HITE SR B @ISR 23 A B FTRER MEMJ:EEE RIBIERZER TESHR
BUSIE, BVERERES ST 7T HEMILME, sinc KSR —MEEMNRERES (10
5.18 [RERFIR) , HEMZERIARN:

sinc(z) = sinizw) (5.22)

BEMDITIEIC[1447 18818 7 1t 4 sinc iEKEs 2 — NEBRE @K 2S, MR
W, FREWT: BRNRERKEEME (frequency domain) HAY box iEiK g,
HESESHERNINE, SBIRAMEBLHIIEKERRENINE, F1XT box ISIKEE MR
IR EI=S 8] (spatial domain) , {ERILAEEI— sinc iEiKEs. [ERTSTIE PRI
Bt AW BTN (convolution) BE, XEBR(IEANNTP—EEERAN
e, REBRNHZEIMEAREIRXTAIE,
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5.21: XEIANEMT sinc BRI REEREES, sinc Bk —TEBNEEIRK

oo

ﬁo

{¥H sinc ,fﬁl}ia%Lﬁ SEZ, AEREEMTRNEGR, WE 5.21 R, RiFED
ESAEESHEIASENOE (ERAEGHUERARER) , RERKFESH
Ebli?xz‘tb%"bﬁéo EX b, sinc iEiKER ﬁﬁ?Tﬁﬁﬁfﬁzm?xﬁK 1/2 M9IEZ
B o élmﬁiiﬂﬂ’]ﬂﬂlae (BIREFESHRAMELINT 1/2) , 572 5.22 Al
AAY sinc BN ER— T XNERIRKS. BEN—RRERE, RIKREFEEAN
fs/2 EII%&I]?R%*EvB’EFZIKZIEﬂE’JIEﬂEEjJ 1/fs , TFXMITR, TENEREIRK
BHE sinc (fox) , ERHMRAEST f/2 R, INTESHNERETSER
(F—NTHARZT) . BRHT sinc iBKZNEER TR, MEEREXEN
A, HELAEEFRHROZHITER,

EERRER box JEREs, tent JSIKZIFIASERAY sinc ISz 2 (8], ®B—1H A
REXE, SR ZFERNEERE1214, 1289, 1413, 1793INTF XM MEF 28, Fi
BXLERREES sinc REE—LEU, BEEFAENE, XLEKRTEESR
MEGEHERBERN., 5 sinc REEEM, XEERRBEES X R, B
ENTNAREFMS, NEREREEEAUNEARCIAN, HLEN—KRSERIE
TR ES (ENBEMRASINEREEE, EAXLIRFRBEARE TSHH

%, BAEMNTSHZ) [1402], EE 121EP?Jzﬂ] RIS TSR A KR EA]
HIRFE

AEERIENSERIERGELZE, FIMERAUSFE—TEEZNES; Am, FitE
MERZH, BNATEERERXFNELES, ANVRELETRERS LNHER
HHR. ERHNAINERAILEERFNESES, BINELESHITERSE, KH
B, BIAEERIMES . BATEE TN TR MEZ,
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EXRE

B (resampling) BFBRAHE R/ NEIFES . BRIXFERNORERUT BN
£ (0, 1, 2......) , EMFEAZEEEHERNEMER. i, RFREEREZE,
BNABEMIEARSEEB N a NERIHYSSH. Ha > 1E, NI
(mlnlﬂcatlon) THREES (FFEXR#E, dowmsampling) , BMEAXKFEIR, £

BEORRMES Ha < 1B, MK (magnification) TXRIFES (LR,
upsamplmg) , BUB/NRA£EE, AT EZNRESR,

MK (EXE) 2XMMERRBAERN—M, ELEMNFTMNEFRITIE, &
RRFESEEBELE—/N\THAINHITER, MEMLKE, NENESELHRTER
2, AERFEESN, BMEMBEHNME, UEENERNERGESHT
ErRE, XTERWME 5.22 Bk,

= -
0Et . asl o
f.l.tu/ 1.6 /

. -

0.4 Y]

L2k {2 T
1] il

L2 E -2

L b3 | 1.3 ] 25 i i3 4 i DS 1 1.5 2 25 3 15 q

B 5.22: ZEIRTHNEREFES (LR) UAEERRNEEES (Refsk) . ARFR, £
FRESEUMERIRFERFITERSE, BIEIT TR (EXHF) .

BREIREESH N (TRE) IR, XMEAMAEERT, RARRBESHX
HRIS, E&B’%ﬁ;‘ﬂiﬁaﬁﬂﬁiiﬁﬁéﬁﬁ R, NEER— sinc(z/a) IE
HER, RMBREFNESPOIE—MEL(ES1447, 1661], AEBRBAENER
BHATERM, XIRRNE 5.23 fim, RMs<Z, BIEXEER sznc(:c/a) A
NIERER, BRTRERKSRORER, MERTESNSIES. WE 5.23 A
™, IRRERNERFRERARGRERN—F, BXTHESHFERGERKRRENR,
KXUUTFHRFEGHTES (BRFRSMNE) , RAEBU—TRENDHRNEGER
RiE.
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B 5.23: ZEIRTHNERFES (LAR) UNEERNELES (REHME) . ARPFRIRE
R, sinc RSB FAaRINREFRNIHE.

IAEBAE 7T RFEICHIRRIZISE N ER, WERTBUNCESERGULH, BT
BOERE (HER) NEMEET.

5.4.2 ETREMEL

ZAENBSUNR B RRFHERENDIE, MerrERENMRiE. BEE, A
MR, FEaEUREMEERZISANNSR, BSSEEUNEE, &NTITE
NEFENTREXLEBERTHERRE, XEEEE—THES, ENHEETRE
£ (screen based) , BIXEF AR SIBERELMINFEATITIRIELNIE, B—
REEIE, TFERFNMELESER, BMWEEERE, BIERDAET (EHMD
M) , BTSN, NEFHE, GPU FSEURRESZ HE, FEEFRENM
&,

ZE 514 NEBRB=/AIHFF, FEN—TEEMSRENRER, BIRIRES
MEZEMASRITIFRD, RET —TRIBIOER, ELFAIREET BEXMEERNT
DEEHR=AMES. RNUUEEBTRESEENBHERESHESR, FUEM
AIVEXERFRRNEREGENR, XFFAMTELEFNGRAE. XTIENE

5.24 Bz,
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B 5.24: EEIFERT —TLAEN=AF, AEEZNFOE—THEFS., SRAXMEENRA—
oW =AMES, BRATXT=ALHIBEEZIEGRRONER, RLIGEEHERN
PeEEtEaen. A8 , BTMEERARNTRER, EREMTHR=ATMmES, &9
BARITEGZE, REHET - THMENE&ERE.

ETESNNMBELEZ HEARBRER - THNESIREFRI (BIZ1TREF
=), RENXEFARBTINCRN, RREMGRNEE p, HHRFRAW M

R

p(z,y) = Zwic(i, z,y) (5.23)

Hifn B—MEERMNELREE; c(i,z,y) 2—TFEREHE; w, 2—TNE, €
RTEMHFIERBAEENTINME, BERZ [0,1] . FARNMUER BT IZFAR
AEARFEIL,.. ... ,n PFSIRG, BEMERBRENENIGRUE (z,y) K
HITRR. BOER, YTETMEENBETMS, ERXFR/RINMEHRZEARN, X
HENE I MEGEMNR. SERARS (MREMKEDERRR) RHFSR
BREHESRES, LR c INEFEMTRANAS: BAE2R— TR
f(i,n) BFRZERB LFERENUE (zr,yr) 5 AEBNES LNXNMIBHT
i, BN RITERRFIXNNEEEE, A TITERSETRRIE LA
R, BEBREAERFAR, ANERELHTEE, XEEEHEEM (HEZZFE
FF) #ITIRER.

MBFEBALREFNA—TREEAXRETFAINEN v; , XENENFNLEN 1, L
ERARFHERNAES D MBEBALE, HB2EETHARFHEBNNE, B

w; = 1, EFBENZRIMERE RIMGRPOMTORRE, X2 LENESEHE
PREIRENEL. EXMERLT, RE-THES, BEESINAINEN 1, RIFRH
f BRZBREIBREGRAPONE,

S MERITEZ PN TBERNTSEIL S ERIRN “BRHE (supersampling) "7
H. B LREEMNBREFEREZRERMEEIS (full-scene antialiasing, FSAA),
BEOEMRABREMES (supersampling antialiasing , SSAA), XM AERM
FeNREEDHRRERENMISR, AEEBINEDSGEERHITIEE (BR)
MITAERR— T EG. B9 BRigFMNIMEFTE KD PFER 1280 x 1024 (IEIR,
BAWERZAERN, BEATEEREBER KD PHER 2560 x 2048 MEIG, RENE
RELE 2 x 2 GEXFANEEERTTEY, AEBERIREL: ITFHREER
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MEGMES, 8MERIXIN THUNRESR, FHER— box IBIKRHETIIIE, FFE
B, XMIRENMNTE 5.25 Fi9 2 x 2 MERE, XTAENAHEER, BASD
FHEREE— z-buffer FE, ENHFEHITRENESENIER, FSAA KM
RMEXIERRER, ZHEEE —MERENMA, BIRE—TRESHODLE, )
MERRERFITREE, RN 1 x 2 BREHE 2 x 1L BRE, BERBERNTH
BN, #HEER 2 NERD PR box EKEE, NVIDIA RIS IR

(dynamic super resolution) IfEER—MEIBENBRERE, A ERUES
MOWEERIZS, HERES 13 MTHANSINE RSB RERNRENEREG
[1848],

1 sample ®

] x 2 sample

2% 1 sample |® ®

Quincunx @

2 % 2 gnid

2 % 2 RGSS

[ ]

.n—-

4 x 4 checker %
]

8 rooks

4 x4 gnd

8 % 8 checker

8 x 8 grid

dddddddidd
pVIIIPRYYIY
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B 5.25: —LERFEHRNLE, BB MERERFRBMDEIZHITHSI, HAp
Quincunx HIEBEEATRER, ERUTMNEMEEREZEHA, PORERTIRT
RABBN—FMNE. 2 x 2 RGSS AJLALE 2 x 2 grid FEIRIAKFRUINELE, 3R
BZHREER. FEEFEN, 2R 8 rooks FIAFERMNEAKEED, ERERMLE
4 x 4 grid {HIRE ZHKEFR,

— M SBRIFBXNRELENR T RREFRX (accumulation buffffer) BB
(637, 1115], RMAEANRER—TERNBRETX, MBERT -1 S5HAFEE
BHEESHRNETX, FAEZLET, TEFEXNSTRETES TESHNHE
LS. NTXIZRHIT 2 X 2 BORME, ZHEBMEEMRIKE SR, SREGEHBZIL
MEE z,y HE LSBT FMERIEBEENR, XEKEGRED RIS T 5
ENBRRRMIRFER . XTHEREEBNIUERIGKER, ARHRELLBFNEIEK
BEFIRES L, XEEXRNIIMNIAESIZIEREUNATEERASH, R
AERMERNE, XMAEIMBATERSRENEIE, RARKRITZDKEIGE
RBRGIN, BNMEEPHITUERERHRENER, XEFARBAI I TIREN
ERAMIEN679], YA, EREPXE—TRIHRIEMRER, # OpenGL APl Hix
¥, {B27 OpenGL 3.0 FEFMA T, EIARI GPU A, AIUEE R E R X
PERESHENAERN, MMERGRER[SPXMXTEREPXRZ,

SMRinsG, REECURREAZENRSHOELERTHNER, MEEFERI
SMOEASRIATTANE, BE SN XLEERFAT —LamIMMERERIEL, FIa0: 1LFB
HEEEMEN, ILSXTEEICBMMEREL, —LEISTRARER (FIUR
%) FIbUBITIEIR S, MMRITENTEGEERKEN AR LNEMMIE, #EDS
FE—1MMEERN1384], MBS NTEENAR— TEEZMNRFLM, oJURBA—Eo1H
Bk, EERNEEPNMAENDEHTINHEREFTRNFMN, BE5EEEHM
RS, XUERNAENFHERER, EMBEE, B2, GPU —Lfist
FTH T HEARIFTERRI327], BIafR<FIEMX (conservative rasterization) F13¢
MesERALE (rasterizer order view)

BUBEENZNEPIXERA, ENERNFEASEBGE 1, HRMITE
WHITERITEHEINFAEERE. AT TTHAHEERIGEERE, FLXEM
SRS EXTRIE, BAENRS.

ZERHFNEE (Multisampling antialiasing, MSAA) @it R T— X EEEMNR
HEBITE, AEZ THAZBHEZLER, MMAKEETITERER. BRIEETEE

BENB T R7T (fragment) EEMED (2, y) FEAMIE, B8 THEASERRILN
BeERTAEER (z-depth) , ERXNTZBENETAT, GREERHEASH
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T—RtE., IRFABNERUEBEXTATAES, BANEGENPROAIER
TEXTEEESR; MURXTRTRBEETHOESR, IBAEEERRGEER D
1785, MMBIFERTABSENMUE, XEFEME LT, FIaNe] ORI SEEN
SNERRME, XMIBPBFIUMBUORE (centroid sampling) & BuOMEE
(centroid interpolation) , 1SR MSAA ITHEEM S ARYIE, B4 GPU S HEEINHE
AWMU EHRTRARE, RORSERE TIE=AEN0EA, BERESSEEEITEIRD
RIEFRH9ZER[530, 1041], WNE 5.26 Fiik.

MSAA: EQAA:
# | color &z 6 d # [ID| |ID| color & z
0 @ 0|B A

1 @ ® 1| A B

2 N 2 |B

3 3|B

& 5.26: FENERT T —TEERMTARESNER, EPAMEBEET=THX, &
BMFREET — TR, BFNEZERARTBRESEH[ITENUE, BTAe=-RATEET
B=RFLO, R ™MIERRATEESRTE, MESMTNEREEHFEE 1 SHEANUE
E#TIHE., YT MSAATE, AN MERIEHZFHE T RIRREBERIREER, A
BRI T EQAARY 2fax &=\, T PREARNMN 74 IDE, X7 IDERTES—TREEH
BEEREERNRBFHITRER,

MSAA INIEREZELLABRFNARIR, AN TRTRSHTREBITE, EEZX
TFUESHEREN R TBENERCEHTRE, HEZHREENERER. Bl
MNRFNBZAHE—THERE, MMAIUATEEZNRNEF, XRIIEBAIAEETE
AT INE—X AFAYTA D, BRATEERIR, NVIDIA £ 2006 F5|A\7T

BEXREMELE (coverage sampling antialiasing , CSAA) , AMD fEfEtiRE T
sEfRET B (enhanced quality antialiasing , EQAA) ., XERARMNEFHIFR

MR, ENREFMEATAESEERHAITIM, Flal: EQAA I 2fAx" R R 1FhE
TRAGBTIRERFER, XEEEEENMFRIEZEHITHE, HEXEEFEEH
ABEMEANFERUERHNE, MEFEE—KIIMNIREPR, OTMFERIEESE
EA— bit, RIEEMEMEREFEESZIEBXREKENR, WE 5.26 fim. AT
FRIBSENEARANERRRE T XA TN BGERMBHNRMMINE., MR TFENEIEL
SBHTEFELRE (RA) , BAMSEF—TCEHFHENABER, FREMXEAN
HARFICARA, XEWITCARMPOFERZEASNEREETERBA382,
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383], WFAZEHIFIEMS, — MEERNBE=1"TEBRNFThRES, HAXLR
TTERNZEERBRNAXHTERH, XMBERLENMERIERRE, BLXTHRE
SCRRN AR RIF[1405], &5 EQAA BE—TEHMEEMEE, BRATIRERSR
SENEEMNR, (MRE=E: 4% 2 (Forza Horizon 2) ) B@XRAT 4%
MSAA [1002],

HiF=HAENLEMAEBIERE— 1 ZHEAREHX  (multiple—sample buffer)
[, SHT— T (resolve) R, X TERER, SWFARNEEHITFY
ft, HREREGZNEE., EFTIENE, SFEHASHSEESEE (HDR) RIRY
%, FRZEXRFAGESSW—LENM, —RESXMBERLT, ATEZEIMAEE
e, AEEBTZAINESEHITEEMEI1375], BEMSENAHETRESREX,
Lt R] BAE R — 1 5 (& SR A B TR AR BT UL bR 2R el & HAth 7574862, 1405],

FERIANER T, MSAA =EM box IEEERE1THENT. ATIF 2007 F5|NTBENXIE
EER4EIS (custom filter antialiasing , CFAA) $#AR[1625], ZITEAR 2 iFEA
— PMERREFFEMN tent (KEFRZ) IR RIATHEN, MmelAFERHYT REIEE
BEREITE L, EQAA BEMIF 7T XMIEKEE, CFAA ELL#EAR T . IR
GPU £, B=EER(YEITEE R LAAE MSAA B9HEAR, HERTABEINIRE
BRI RAITER, EEBARIEARGRRIFER, — N CEERNIEREZS A
BOESHER, BERELARKRERFMT . Pettineo £H[1402, 1405], {FFHEA
B 23 I MEERENIRFEBIEKEM B HLIERE, JLERSRIFAIRRY
R, FEREMERNIIEERESSIAMEERM, AATE—TBEXNERZEPR, BMEE
FAERIARY box B 2R RHITHENT, LEERFBRKNEE, HEERTEERIIER
#B% (BR%) , EREFSEHOEZER, XSIEINAFHE.

NVIDIA AER TXAA BIFEXFER—TEXERE (BE—MRETE) NERIRK
22, MMREEFHIIBEENR. TXAA FLEEFETII MFAA (MR RIS multi-
frame antialiasing) #3{FMA T H1E#H14EL (temporal antialiasing , TAA) , TAA
E—MEE 2 BT LAY ZE RARXS SRIMHEHTHANMEE SRR, MNEMIZE LXRE,
XA Z FRAR AR EE, RENERFRERF RIRESMAY MSAA RFZER[1406],
XMETIEAIMESTR, ATMATRATREECNEFDRE, e UIREBSR
HNERRE.

BER—TEMNITUBE “BEXNRIFRANKER—RIEH, HPRS—WEERT
AENGEAFERUERIITRF. XMES (offset) BRI EIREF R LHIIN—
DRIV REIAN[1938], £RAMATFINEGHENS, BRERMET, X
MERZERZEGNEROEATRENEENEER, TMEE MSAA SEH
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73 AEREM—KE &, AMZEILm (—ARZE 2-4 M) HNEGHITESISS?2,
836, 1405], —AREZRIEIGHEIE FINEM#/(862], MRHRIFIBHNNIZRIR
BREBDENE, XMFEAEZSEANGNIIR, FILLEE R3S =57l s —nik
FHENONE, BTE—MPNERBUTAENEEFUE, RIEXERFARAIINN
M, BRTLEREMNmS, ITMREEFNBSESEIT. BALRERER, £—1
BERAGRHR, ERRMEMNMNE—RZHTFY, IMREEFNER, MESKR
S5IANNE, EMNAFEXNES—DIHTHIMILGIE, BEERANAEREEREREMN
—TREDHERNER, REBEERARERBNDPERNN0], Rtz —LK
FRAEREEMBIATERTEIFSHEAT BERG— T RENER, FILAEDR=R]
ERMZBILHITRS, MME—MIREFEEFEASNEREN938],

SAETRENNMELERATUEZBIEINEIINRERANERT, AEESissRM
iEE, BRXERBANEFE—LOA, fl: URES—mIONERENIE, BBa
SEREFSHEPOMEEINNIGEING (shimmer) ; ZEHRRIEBNROMDIE, HE
SENNRERZS, SSHNEEmLIREE (ghosting) , BIEFZEIMANTE, 2%
A EEEIERIEL, —MBRARTLIKNEES, RNEIEBRYIRER
B ERIS[1110], S—TEBEENAESERERSS (reprojection, &1 12.2) KE
YF G RI— MR RIS SRR RO IR R BRESR ., EXM AR, WA
1IEaf[@E (motion vector) TFHEE“REZLEPKX (velocity buffer, &7

12.5) ", XEEshmEATERI—MA HpImkEAESR, BIMERINEEUER
EXNNEE, MMEEITI—MAZREUEMNNAERGE, S, TR
AKABERAREA—BOIERERWERN912], BFXEEFENNMELE
%, HASSIATGIMIER, FEFEEXNE/)N, BIGAERAINXREE=LET
SBRURISGBR ZAER . EP—EoNARERENBEENERE, EEAERESR
BAR (27 20.1) HAFES MSAA MEMINZEREFEMBEEIRAR1486], FEHTE
BRI A EREAERE, HARBENRAREFNASTEGRNAR, e2E—R58
F B R M N ERENRE AT L ER T836, 1154, 1405, 1533, 1938], fI40:
Wihlidal [1885]B/R T ANfaiE EQAA, AT IE S S EM RAEEE REELH
BERAAESE—RE, ERIDERRENVEN, FEERER[Z BRI,
Iglesias—Guitian FA[796]24 7 2RI ITIE, HRET THMIBSHNAR, FRK
ZEMHEEEHTEBITIONMMERIVEIEEERIE, Patney FA3571F BT Karis
M Lottes TEREX] 4 [862]H{EMAR TAA, WEBTEMME (VR) NA, FiEmMT
Al RN R A RS R IEEI#ME (29 21.3.2)

RIFRN

u]
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SBHRIFET (sampling pattern) FiF BRI BT HEF A EIKXERER,
Naiman f§H[1257], fEKFBESEEDEZNMNINTEL, SAKNARIINER
R, EXERMAiEE 45 BHD%. hedkWi&EBR:E (rotated grid
supersampling , RGSS) £/ T — ek EREATRFENAGHITRSE, AJUE
BENREEZRIKFDREMBE DR, E 5.25 BRTXTRERIE—1]
=+

RGSS 2— N EMAITHBIL A (Latin hypercube) F1 N-rooks RFEHET,, EHo
n PRESEREE—T n X n INER, BTHSIHEE—TFEARR[1626],
£ RGSS RAFEAH, XEATRFERD AT 4 x 4 FIEEMERRIRTH SIS
., 5SEMN 2 x 2 REEENELE, XMEERFENARALEEEHRIZAKESE
BInEHNNS; MEENRRFRPR, XEDERITESESZBETRIER,
T HERHENBERIEZERRK.

N-rooks FiFEH{ R 2 IR RIFREFERNNEM, HASERGELF, Flal: H N-

rooks FRIFREPELEZMIBXNT AL LI, MRIENBEGRNDEILF T
TH@L%, B4 N-rooks ZAE—TRERREER, WE 527 Fim,

N

BALFRBENFESMUEMS
EEMT=AEARMREZIUT=AF 2, BEBR—15EM N-rooks RIFRI, EF
AN R thd SR XD 5 A K ELAth 2K BU RN 4%

NTEEFRITRE, BNFEBRRER TERKRE—R, ERENEEIEXLERER
WD HEXIMERXER, A TREXFNIFER, BAITLUEEIWRIT #8325
{& (Latin hypercube) F#¥M7 Bt (stratified sampling) RS H A5 EE%E
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&, FluRlsn (jittering) X%, Halton FBHIMAKEMARIZ R (Poisson disk
sampling) [1413, 17581,

EXEF, GPUAEFHIEEEE XM RFEANHITEETI, MMETSER

BIHEL . B 5.28 BiR T —EASSEPERN MSAA RIFRI, XTI EMEAT
=, HTEMZBENERIEFTNEERMN, RLEFHNREESENZREFARR
BRI RERE TSI, Fla0: Karis [862] &M — 1 EMA Halton 51,
FIALE(E(T] GPU R {HAY MSAA IR RINFELF, Halton FHIEZT B EMAIFERZ
BEMLRY, AEBRAZENZERR/N, B2, ERNXEER, EMEZEFDH
BR95, HRSERE (clustered) HIHEISR[1413, 1938],

[ 5.28: AMD F] NVIDIA BIZRE 4IRS (£F) ATRAR MSAA RiFELR, HRZENR
RRTEEFTINUE, IBNRTEARTF T RERNUE, NERIAEDHIE 2Xx , 4%,
6x (AMD) #18x (NVIDIA) MSAA BYRIFIE,

SREATEENBR, AINEFINUST =A@ EEGENEN, B2
EANERERNGE. —TRAUMNHES LERNMARAR, XEFREREE
A —RERTUFERBIREN]. WRXER NN E RN 7 R EE,
ABALCES AEE ME]FEXS H BT REE, MEFTEERYK (Moire fringes) FEAhAIT
WEIRE., EXMERT, BREFMEBNNSEALESZTEEFAR,

—FhRIR S RE(FEAMILEE (stochastic sampling) (F&3E: XER
stochastic th2MHINER, —ATFEE— 1T IiZ2MA89, M random —fgAETF
EE— 1" ZEZMNMN) , XMAERTNER—TEMMENARERER, FI0E
5.28 FMIATEAMERERN . BRNACZAE—ERERF, EELNSTMEEHES
TG, B RABNRFEEINNAZRN, HEBEIEFFMmE LI
BXN, BBAMSTEmENERE. MARBENHE T ITBAERNREER, ™M
BB R X G R R . (ERXFBEN A RERER, SATMBSRERRNEI, 8
PSS NERIFFNOM, BEXENE, AXNBRREXNTFIRFEMRESA[1413],
FERIM ARSI RFRIL T MUE R, BERURIXRERXERRZBEEN
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iE, TRIZERRIRENEI., —MBEALEREEBTREREGEL, BMERZEARE
FUREFEDR SEMEENENHER, N8 TRFEUEHRHITER., BN/ HEF,
REEFRE (interleaved sampling) , 5|4 (index sampling) {B/RESFEITEH
%, ERBAGREREAIMERABNRFERN. Fal: ATI A SMOOTHVISION
ATFETBRES 16 TR, HEAXIFZIA 16 MAFBEXHRFEN, XLEREF
BXOLUREE—TEELIMANEI (F1a0 4 x 4 &ZER) . Molnar [1234]A K&
Keller. Heidrich [880]%¥, ZH¥®/MEEFABERNZEINH, (FRAERMRE
(interleaved stochastic sampling) FICAGR AFZE IR/ B R HE 14 R IE .

HE—%H GPU XIFNEERESRXE. NVIDIA BHRRE T — 1A RE
(Quincunx) AIAE[365], ZAER—MIMNMBELEAR, EFMLI—MERRRES
MZMEER. “Quincunx” 8RR A MIANHIZI A, ERUNMIFERFRE,
FSAMITELENFL, FNANEEFPATRNER, ARBEIERETELE
FATXMER, EROMIIMNMEANEEELSFEGRNNU A% L, WE 5.25
e BTAELNERE, WD REEBSNEMER, FTETFNEMERHAIT
EAIHAN (ELAhASERSCRT 5 REDRA TXME) |, AR OEARNER 1,
SMERANINER ; . BT XMAZHRR, FIISMRERBER MR, A
HAERBHE IR FSAA FEEIF52(1678], Xf A SRIRRERE, a3
T4 tent JEKEER, W E—/\THRHEARRIE, ERMT box IEKEEH,

BEXNEMERRER— TR, ARRERRIEE I MR TSR R836,
16771, B—mEER—mEM L, AETHLLEBFMER, BBNARSEM
Wiz BRZEHIT (Ba)) . si—MATRERZES, HMERAREERERRETE
BIMBRTEME, FBERSSRNAITTY. 8—MNENERERFH, X=
FEEFSMA TEAZEIMANRRE. BR/0EHME TSN NIRRT HIM—
L, EEXTARSSHAEXI+oER, AERT—MPNETERNER
T—MER, EATIREEFHIINRIL,

F—wmd, AREGERIAEGRARAZEFENER, B LEMEERBERIMMER
AUBMERTTEH, RGSS &I\ A AR EIE ZIRIK RN ERELFRNEXER. BIX
NSRRI FLIPQUAD (FEEEZMREINLE) REEN, £8TXMINAE
Mt R22], EMBET, 8MEEMNHT TR, ENAMIRGEMT RGSS
(BT BRIWXRE) NRE, ZREFELE 5.29 AR, Hasselgren FA[677]
WRER T HtERAZ AR BB HERERL,
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5.29: AEZIELM RGSS RKFE, MERREIDR, BT XEERBHERERID

%, BRANSARGEAZEEFS., BERANTIMEARE, FBREBBERHFTEEHFLARINHE
TTRMRLIE, MAEFR. ZMRFEIVIYE FLIPQUAD, STMMGERIRAFTEREFMIX,

S5HEARIREEM, AR FLIPQUAD Ai&thrl AR FRHEINER, T2
HEZHIR, Drobot [382, 383, 11541 ERABEBNELAE (hybrid
reconstruction antialiasing, HRAA) H##R T {ERMFINERRFENT B & ITFH
R, MR T BTSN ESNARRERE, AR RERES,
FLIPQUAD @ &iFY, HEHEREN A MATFRIEIEL, El Mansouri [4151i1i87T
SN{E{E R IRAEAS Y MSAA SRBIE—MESKER, MMEREEINTH, R
RIRMEEIRR, Jimenez [8361R M T — MRS RNMBRRAA R, ZHRERT SMAA,
RSB IS — RV EMIEAR; EIZHARP, AIURIES I ZREHRNE, RKIMHRET
HAEGHIRE. Carpentier F Ishiyama [231]XHA%#TRAE, FIGRIERMMETEEE
T 45 B, T METEINE SRR FXAA (HESHTITE) HES, KRS
TR DR E R FAPERBER,

&% A% (Morphological Methods)

BABEREBELTE, HIWTLEIER, RERF, SESSMEZRBEL,
MR AFIRTEE T ENREMSH, NEFITHXIUNNE, MMREEFOTES
MR, Reshetov [1483]F 2009 FiRE T —MEMNER, MZAIFSENES
(morphological antialiasing , MLAA) , EF“FZS (morphological ) "RBIRETE
SR EMRSERIRE X, F1E 1983 &, Bloomenthal [170]Fi588 7 X <0tE 8
EHITE[830], Reshetov FIEXEFTHA T ARN ZERFEHIANBN A ENH
R, HZOBBEN SN RMEZE[1486],

B ZAINEAREN—T/EI2 (post-process) RATTHY. BFIZER, LB
BHARER—KER, RERITERGERBAZ—1ETHTNEELENT
EH, B 2009 FUREZER T SMULRENIRA, XERARKRET—LEHMIMIE
X (BIIDREERTELE ) KERBHER, FINTIEERERNEL
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(subpixel reconstruction antialiasing , SRAA) [43, 829], (ERERERTF /L
BEMEBISLIE, —E9RAEE, FINLEIEPXTEELS (geometry buffer
antialiasing, GBAA) MIEREBZINTEA (distance-to-edge antialiasing,
DEAA) EHAR, 1LERBEEBRNIREPITE—LEFX=ZATBDENTIMEE, Bl
MIBEENGEHROEERE[829],

REBNAEREEFEAGEE Y, XERETUERRR, 55, UAEMZEIN
BT ELIEMERAIRE AR (FIa0EINES , silhouette edge rendering, 1ERET
15.2.3) , RMDERRHETHNE, HIA0: E@EEMER (directionally localized
antialiasing , DLAA) [52, 829]EF LA TROMIER#ITII: A EEIIDSN S
KRR, B, BEKFRIDSEN S5 HBMEEHITEERM,

—LEEMERNBENNTGE, FUHFE2ERAELSNGER, AREEBET
B, SEBEELSNRBGRRITRE, MTIRYUEEZRNDEMENMNE, AEE
TEZRDGSIGERNZMN, KESHEBEROEE, E5.30 BR T X MRENRE
S

"I
™ ™ ™ ™ ™ < ° ™ o _t
T—=1"
° ° L] t..-:;-i( ° ] (] ]
-—--—. ..r‘iI /
#’ -
° ° ° 1" e ™ ° ° ° °

B 5.30: EEMER, LUR—BIFERENER, HMNNBmREREEELENAE, &
E), ZEESWRBERHATNE, RIFC—FAEFENDLE, BHFRR T MEREERNZA
GAE, AEHR, —THEBN (best-guess) HINGARIFBERNEBEZR, FIFBTIEER
BERERFMEER, MMSEIMMELRR,

lourcha F A[798]BII M EBREZ R MSAA RIHEZ, RITEEIFRIER, MMmUAT
VENNMR. EEEIENE, ETRSMUTESHNELR, HERNBEELLE
THANGEEES, il —MEMEERFWANEE, REGMIRSEGRM
S5MARMNER: ENRERAEBE, HEF1, 2, 3, 4 THAEE. MASTNE
EFTENERINEMNE, TMEEESZHUERR, EULFTDARMELFRISR,

AEXLMERT, BETEGNEEAUESSHERNEGR, F—, NRMTIEZE
MEABRERRTZEEZNEE, NAETEEBNRX %, £, NREMR
EW=THE=TULNREMEBE, BLAMRBREXSZMIERHTREIN. £=,
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BEASNLEERESNTRNERE, HHRAESARRZEREZN, MMSHE
AR LN, B, SERATESEFNEREEN, EELNXFRERESRR
AL, BhH, DANBEANTXMEERKRE— T, ER—E8EE, 8
FSHXEHATREA. B\, BARMN—RERIRDSEHZELRN, FEItTSH%
BRATRESWinIRAIE, €, BR—TEELNEN, MAESZSHRSERNAN
REBRZM, MMEMS Wiz B2 R, FIAEE{ER MSAA BESIR
SRS DN BERRE, MMEEX—MKRN484],

FSEMEAEERARERELRHNESR, FlM: EMMENEERERE— &
= (PIUBggERET) , RAETRBAESIXIMERNHRL0, BaFs LML
—MEENZTH., EXMERT, PINEBSIEINREERRESERRE, E2ETHE
BEMEBABEEATEMEIX—R. BRIt zI, XEREENRITHEZAHEN, ©
BURTHRIFAMRRINANE, gl —REtiE, HFRrFEnEaLIERE, rJEe
B—hRE=MEFN=(F[231],

REFMR, BETEGINAAEBUBRNNRFERNLIEFE, RRESTMEERR,
FUXEEEWRZ N BREFAER., (MUERAEREEPNEIATURIFIESER
ELIBMEE, FETN5TERNER, EERMUREERN GPU BRI, HA
MM ERRITRIAZDAIZIRFRIALINEEAS (fast approximate antialiasing , FXAA)
[1079, 1080, 1084 F1 B ER-SEIEEIN (subpixel morphological antialiasing ,
SMAA) [828, 830, 834], EHMEH2EEREEN, ZEBAEZMEZFEERMHETH
FERFBENVFERBII., MMEEHBIAERTEEEY, M SMAAWMREET, EX
Bl AT MSAA BIHEAR, “EHMEE T —RIANIRE, BTEEREENESR
RE 2z [E#TRE, EENAHEEARLE 132 20N, XthEBEFHREELESA
MFBSAIENEE., &E, XAMEED AN BREmEEREARN812],
Jimenez [826 12 7 —FhEUAAY SMAA LI, ELRELE FXAA BIR, HidR 7 —F
FHEMBELA AR, M2, HRIEFILE XFIE Reshetov Ml Jimenez FTEE HI7Z
SERARGRN486], UKRENIFERFHEEFIINA,

5.5 i&EBAE, Alpha, SRk

Fe I FER (semitransparent) MIANAGNBREZM, XN THEREREAM
=, XERRTUKRBD NETF L (light-based) HFBEPBRSETIE
(view-based) RIFEBAMR, BETHEHNFERBREE, FERDAEZSEC
LREZHNRS, MMESZSTHEMYESEKESR, SEBZNETRIVERK
R, ETNENFERBRZREREBE BIERIR.

Chapter 5 Shading Basics HfE - 51



AN, BIFTEREELANETAENFERBR, BIFERMESTS=E
NERMITBENREZE (attenuator) . EEENETH, HMNZEMFHNITIC
ETMEMET /LR ERMR, BIMERKIE (frosted glass) . JE&ITE. BT
EIRMANEREMSHAVCERE . URAMNATBAMERNRITER (reflectivity)

TFHEGIE (transmission) BITL,

— MBS R A AR S BESIPRFERR (screen—door transparency)
[1244], ZFEENBBEER—MEEITTHEBE RN ERHITIER, MMERSE
IARRN=/A. MR, STAFERBSTEEER, NMESEEE
YA EBEOA R, BERR, URFELFEERERMNGREREEERE, BAME
BREAGHNERZEAULN., ZMAENEERRE, ERELN—RXERN, BF
QAE—MRREERR RIS AGR; MRESNEERYARESE—EAIE,
XM EMIEREET ., Hl0: WR—IMISRIERMAERS — 1 EBRIERME, &
E—EeMEAIEAEESMNE, BLAOAGETN=gEs, REMMa UL
FEHEERERLE., Rtz HERNLEH—IRREERER] 50%, SAMAED
FREMERNGERR, RALEMBHNESLERERR, ERXESSHFERAN
Rk E[1245],

XM RFEFIBRINGE, EMamMEtoESE, SRR NEESRE, DUYEZAIIN
FHil, HEAEERHROEGXS ., BEESFAEMATHERMBSENGRUE

TISTIER, MEEMiEHTSER, MM 7 HERNRR. BN BERE ]
MATFHE=L8EE (cutout texture) RIIBSGHTTHRLLGIE, TREINEXEETR
SZRF ESEMAY, AT — UM alpha to coverage (fEF#R A2C) BITHEE (BT
6.6) .

Enderton £ A[4231i2H THEYERRE (stochastic transparency) HI/A%, BIEIE
BREANNESMBIRIFN L AES S, BAERABISRBRRRT—THRTH
alpha BEXR, AJUER—1TEIE, E2EEREFNER, WE 5.31 k. BTEEE
A REBERRNGE, SMERBEEHITAENRE, HEABTIEEEATSE
ZEHIARNAFZE, ERSIANMAEET, EFAEEHTRESIRE, MEMNE
4, EREULREMKBIZEB,BSZERZNISR, #oIMERAXTEEREZI,
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B 5.31: BEHLERE. BFRARBART T 2B ETENIRS., [1301]

KB ERERENETERERMAENEE, SEEEMTNEEREE—RE, N
kb, FE(ER alpha JES (alpha blending) BIHEE., H—TREREIRFEE AT,
BMEEEEET — RGB BB —1 z-buffer SREE, RIS RNE MR
BENGR, EX—TTFIMIDE, XTDEHWIUM alpha () . alpha IR T —
BEBZRL, FTEREMGEREEE: Halpha 1.0 AR, BEHEEIXT %%
ENERN, HERESETXMEEANMERXE; Halpha 7 0.0 BEE, =k
EXNMEEZDISERIAEE (obscured) , EIXMNHETEEIEAMN,

—MEEM alpha BERIMBTFRTAERE, BEXYERNERTIXAE, ANEE
KIERME. Flan: —/I\HEE-@E’\JEQ%T%EET@/\Z:/\@%, BN 0.75; #B

AIRERJLFERRR, B it+25 2 N ET X IEER, BERER 0.1,
AL H alpha B 0.75 x 0.1 = 0.075 , EE, ﬁﬂ%ﬁﬂ]ﬁﬁﬁ? MSAA 3§& AT
MBEAR, BAEARERGMEBRITHERNEER, MEEAND 2 Z80FARE
S EENN, BALRTFEMMER, HITESER 0.1 WAERERERN
H alpha {&.

5.5.1 B&lNFE

NTEFS—TIEEEREIER, FHNFEL alpha /NT 1 8OIREREDRIER
RIE. X TMEMESHENER, #MEEREE[TEKE—T RGBa 8
(20U RGBA) . BIfEMA over &R, HEXTATRENGRNRIGEEH

1TRE, HEERN TR
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¢, = as¢; + (1 —as)cg; [over operator| (5.24)

Heiy ¢, ARIZPMRROENE (IRIEREIE source) , as AR T X MR
alpha {8, cq AR ZEERETREZANEE (WIREBIREIR destination) , ¢, X
RTBXN BRI EENEIZSE] (over BF) MERNERAE, HERE
LI T IR RERE ¢, A alpha {8 o, BY, BENRIBEE cqg SREIRAER
HEREE ¢, ; WRXMAINN RGBa EEZFF EE— N NBHENEE (B) o, =
1.0) H9iE, BBAFHTE 5.24 REMAERERX T MAYRHNEERERGEZNER
taEnes .,

#60: BRE: NEE— 1T entERMrEai— M EelNEgst, Remirt
¥MEER RGB &% (0.9,0.2,0.1) , &2/ RGB &X (0.1,0.1,0.9) , FAHX
TR AZERERN 0.6, AXRITEBIESITERARN:

0.6(0.9,0.2,0.1) + (1 — 0.6)(0.1,0.1,0.9)

REERNEREEER (0.568,0.16,0.42) ,

X over BERFEIAIE—MEERMARBE FIFZRIIMNI, X075 LI AYIEER
MREOTH, AAMEMEX LR, REEEIXMAERIES YRR

¥, BIMKRINZXNRAZER754], BIEIEANTRIMER over iIEZERFRELL
ot RiEmE (gauzy fabric) BOME, HF AR L2 (thread) @&
BRRY, FELHEEEIOMERSEIDEM, EXPRXIP, MEFRRE alpha B&EE
=EEMANZHMEN[386], WHMElR, XEIFHITIAN alpha BRI T M BRI E&
RNEBERRE,
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E5.32: EME—MIEHNATAR, BUE— MIBOEBREE, —ENERNRERS T
Ak, BEENE - EPENRNTE.

EENEMERRRNN R, THEBITEHIBENET BRERRHITNERNIER

T, over BEFELINBUERMABALAGBRT ., EIXHRP, E—PEBIAE
AIENE—TMIBIRER, BESESEXTEEMEREEER, BAXTMAMREE
FROEs (EEX, BKRE) , A28 EBIXTIeRE (RArrBdade
¥, HEREK) , AFBEINXAETLT, BtsES5EE, WE 5.32 im. mE
Al over EBEFFRHTEMNNER, HEREABN—HoMEan—8owmEmeE
—ie, RIFEEEBIEXMITENEIEE, BN LERMAEAEBNRISIEE, XMETY
EBESERNFBRRR, SEET 14.5.1 F1ET 14.5.2 R#TIHL,

EERIREMEBIZERTT, over 2— 1" EHTEPMRMZE(199, 1429], 7
—NE—TERARNRERESINES (additive blending) , X MZERFH, 25
BANAMEEERERENAEN, EHERERXR:

Cc, = a,C, + ¢y (5.25)
XIESENER T EMNESHEABR, FINABIHEKE, XERRATERTEG

MNBREFERN, MARAREGEASLERERN1813], ERXMEANRNEFTIERE
BMREBEMRANER, RANERREEEIFRERIIE1192], YT —LEIREY
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FBEEERE, HINEEDNEXE, XMHENESNEXBEEIBININREEIRE
[1273],

N7 BB IERRRERIER IR, HNFRENEPMASGHITRZE, BEEHIER
iR, BEAENIMANRHRKRARGRIE, BERMBENTERIE; REBEH
over iZHTF, ERMENERMIE, Hig ERRBAIIUN—EREAH over, FRT
BERRYRAY alpha B9 1.0, EHAESE destination ERE R source BN ;
(BRXFHEIBINERSMIFTTH, FHIB LRI .

z-buffer FEN—TRHIZE, BTMERUE LNFFHEEBENGINIFTREE,
WRBEFVTERMMLESER —MERLIE, BLAMITIEBI LR z-buffer

KEBRFAAR NIRRT . BItEERAEGR LS MERREN, BEFE™
BIRBMEERNINFEHITER, URTXEHITLIENE, =SWEIRABAE

To —MEMXMAFNTGER, KERMEGENRSRE, RESZBEBUOEIENA
BEEANHITHIR . ZMAEERNEIFE T URFHIET, ERESMIER TEHEE—L
B, 855, XFHIFNXE—TIEM, AT Eitairtrl e iRt b I AR
TRRIRIE; FAEBERBESNE, TETNMBMNAHETERETR, FRIE
BRI MEER YD R EBIRRIR, B 5.33 AMIBRRERT —TXENER. BMER—
PMUEANENNE, BrEsEIGENRESRNEFDR, RS LETRNSE
BREES,

& 5.33: ZEPRREMERT z-buffer THTIERER, UEM—TIRFFERNE, WS
LM ENER, AP, ERRAERBRANUNRER—TERIVERER, BEERNESFEEH
— RSN pass,
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REWLE, BTFXMAETSER, BEERIR, FEAFSEERATIMNANEFEETE
IIRRY GPU 514, FELXMXIERREYAFE TR REFN A AR ZER., W
RERTXMEE, BARFEEBREAMENITR, KAREE TS NSRRI
B, RIER, z-buffer AT MATEENRENX, E2@TNINREAHIS
WEZEHFM z-buffer RE, BIRIANAEPREARAEDASRIFIALZE., BEIEAX
MAEE, FiBEREINFERYE, E0BUTASEHEREHIER (CREWLRK) , X
MM AR AEEENMSEIEHERE RIS AR, SIS RAL I ERA
KR, WA —LHEHMNBART AR TRESEMENINL, FIa0E— SR A EL
BRMR, FTER—XEHE, AEEER—IKIEE[1192, 1255],

HATRILAY over BEMHIATEHAIT—EAZIN, (ERMBIREIESHAMUEEIERE
HIEGR, XMESRIEIREN under TE,

o Qg C4q + (1 — ad) QsCy
Co = a [over operator]
0

a,=o,(1—ay) +ag=0a;— a,aq+ ayg (5.26)

IR, under ZEFHEXRBIRENBHIF—1 alpha #, M over ZE/NAE
E, emEz, Bt (EEEENNERERE) HAR— N EBRYE, EE
EH— alpha &, under BIF/ X5 over R1%, R2IWERE (s) FB (d
) HITTRR, BIEEITENE, alpha WITELARESIRELXN, ERERE]
X7 HTEFRYR alpha F1B 45 alpha Z2f&, BRI ASZIMERER alpha 458,

1T858 alpha (WG EKBE TI§ A ThY alpha B, BFAZA TTXHERRNEBEER, Porter
A Duff $51[1429], ATEMNAFAMEESTHTBEGEXEAIFIR, BLETHANER
REThTESRRE alpha BILEHI, REBEZS—THit. H1a: R a, = 0.7,
BIERE X MERS ARSI 2 A X5, HAA 70% 9B D #&R H oA
BE, B 30% NREHRES: XERRBITATNESZEEN g =0.6, £IRE
HEEXMGNERT, BmATHERRESRSRATHITES, B 5.34 RiR 71X
NIVAY L RERE
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fragment d
area= 0.6

fragment s _
Given two fragments of

areas (alphas) 0.7 and 0.6,
total area covered =
07-07-064+06=0.88

area=10.7

5.34: BIRRRT—MERMATHATT s,d . HAVEXMDT A TaEAREHEITIIST,
BT RATHRR—ENLEHBSS—ThT, UMER, XM TARTEMEXN. MTAT
FIBENXIFEANS under BERHLA alpha BEEF (a; — asaq +0og) « MAKAHEK
MMAIMNELR, XEFRERFIMITXEREMN, AEERE"EESNED.

5.5.2 I FXrEREEE

under ZEFRATRAMEERMEBLEHEI —TB2ROMEE Y, AEHEEA
over ZEMBEXTEHEE TS HIAMENASEBEME L, under TEMHS—1
FEERITHEIRARERIE (depth peeling) HIEAE[449, 1115], Z&EFEE—MINF
T XBEREE L (order—independent transparency, OIT) , XEWMIRFELXE
FE: NARFRAZEXNERYERHTHIR ., REXBNZOBREERMRTD z-
buffer 1% pass, B, %— pass IEABEREN z—depth (EEICEREE—
™ z-buffer A, EIEFTBRIEARE;: E£E "1 pass F, RSBERMEHIERY)
K, WR—TIEBEMIKRR z—depth 55— z-buffer FESREEELE, IBAFEA]
AIAENE, XMERMAZEEEN&IAN, HEHE RGBa BFREE—TR2IHAIER
BEAXF; HENBNSHIT HE RE, BERAAEERESEENE LS
BEYD{ARY z—depth (MIRFERNE) RKEFE— z-buffer PRIV UE, LEAYER
SIRENMBIP T ERMAERIIE T HE, KABENEETIARSEAYE, ETRN
— A7 pass SHEIRIRIXF A KR BEEEMIR, HESHEYERNEIGRE X L,
£ under BEFFRHATIES. HSE—ENEN pass IREZELRIERE, A
EHERER (ERMANEEEFX) BEITEREGZ L, 0E 5.35 iR,
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& 5.35: B MAEFIER pass HEHER—EHERMIE, ERZE— pass ERSE
R, eRNEXNEBENERALNEREE (UTHAIE) . RERRTE A pass BIERE
R, BMEZLAREBBNFE ERERREA, EXTMIFRARTERMENEE., AE
RRTHE=" pass RUERER, 8MEELASHEEBIE=LERKRE, E 1433 BR

TRENBERER,

AERHBEERF LT, Fla: Thibieroz [1763]144H T —Fa] LAM G EBT#HIT
BRNEER, HNBETIGEREHITIIENRES, XEREE(ITHERRIINT
alpha BiE., REFHBEEEN—TOAET, BNHATHMERREFEAZ D pass
TEEHAMENERE, —METEHNBRARZ, BIERA—TERSH TS
SRIEFE HHI pass AENT ZMER; WNRE— pass FIREEANGEEHEEAN,
AR T AERE ., FH under TEFNMRET, REENI—ER
B (RBRTEIN) BREAWERN. SN ERRASERRIEMAESEGEN
alpha {8, MIR—MEZEM alpha {BiZF 1.0 1E, EREXMEEEKEBOTER
T, MY TEEFEHTEAHNEE (ITEZAMERRANEER) , HEMmaMN)
ZEEARIT[394], HATI BT IRE— T EEM pass &, EH— pass MEH
MNEZEHRERTEMRENR/IVER, BEERIE, MEDMBIRIGERRIEIRE
BEEXMARAFTFMEERNEEDTE, RAKREENIT—EUT=IHEH, EES
EREHEHN, MRTRZIEEENE, JRESEAXEREENEREE.

REREHBEEITUBREREHEMER, ERXTEENRNEHTS, BNERZ
BWIITE, #EXFAEERYMEN—RIRILESR pass, Bavoil fl Myers [118lf g T
—MNEREFBEEE (dual depth peeling) , 8 pass ¥, £F B HFIHRITH
RITKFEIERRE, MMER pass EFHF . Liu FAL056RR T —MiFHER
7% (bucket sort method) , BILATE— pass HexZ i3k 32 BiEAERE; %A
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ERN—TNREET, ERE—TRIRNAFZE, KEFMBERENEFIRE,
R B(EM MSAA B X DNMBEATANE, SMAEIMAREFITH.

AT A—PEI R E IR RIEFREZEPYMER, X PO BEAE TSR XEF
NEREE, MRETUENEXLEEEAE GPU E#1TEMELH, Carpenter T 1984
FIRE T A-buffer [230], XRZEXRHNS—MAR. & A-buffer f, BITHIE
=/ (Fx) , FEANEMEEZHETEERTREE— BB
(coverage mask) , B MMER LHASEFESHBEXNABFt. NEBFRTEIER
UTEfEENATT, MK z-buffer —1F; MAAZRKXRENA THEEZET
¥, SFMENEEEHEMNESTRZE, SBIERD R THBTERANAI, KEMR
BINER,

£ GPU LB/ TR (linked list) B978i%, 28T DirectX 11 AR EAFIT ST
MAYL611, 1765], XLEEFIFMEIEE T 3.8 FIRZINTEIHIIE (UAV) FEFig
fE (atomic operation) , EF MSAA B HEE A LUBIT 50 B = EETIITES ME
AGEEERERKIN, ZEFNRIEENENERREHITICNME, HIGER
R TEAZ— TN RBAF., ARERHEERMREEFE—E, 4 — T2/
IBE M, ZEMREE TR TS5 ZBRNE— " oiEiE. AESHIIT— T8
i) pass, EREFR—TMERREENMDLE, MEESTERGZMUE L RRGRSE
B8, XTEERSRIECHENIEHEE, KBS MEELMENERLT, KRE
e MNERRT, BESAENRTRBREHTHR, ARBHIFENRER, &R
MEERINIREH#HITRES, MMERRENEE. BTXENRESRIERBIGRE
BRITHN, ALNREENE, BMTUABSMEELEEIEAESER,
GPU 1 AP B9IF4 R B R T ERIE FIRERRIAHE914], MmiH 7 I4HsERIL,

A-buffer WILRET, REENETMEEOEMENATEIT, FARRFBMIIMNIE
fig==lel, GPU ERVBERIItL2 ML, BERMEMEX L3RR, XM aJgER— iR
=, AAEERZAE, BIIHAHNBIRSEZ MNEFMETE (BRAUSESERK)
MEXNF—TFELE. MEFEHMEEGAEESERMANIIEMS, BT
AR THEBESETHEARMN., Andersson I8H[46], T —LEE MR IT=,
AlEESB %A 50 MEAMIE (WHi) 1200 MEEHERFEREEES,
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& 5.36: £ LARITHRERN. MEMEEIM alpha BEES, HTFERNHIRIIE, SSHER
., G LEAFERT A-buffer, HHT—PTER, IEREANER. ZFAFRTZE
alpha SEAHERER, A TARTRT A-buffer l1ZE alpha SEAZBMNESR, RTETW
B, BEREERATUEM532],

GPU BESBMSTDIIFNEFMERIRE, AIMNEPXMNE, BRAELAFN, 7]
MEAFPRAEIRERAZ VAR, NMRAFFERNE, NSEKR—LERAENER
it Salvi A Vaidyanathan [1532112 15 7 —M##RIXMNal@RN /5%, BIZE alpha j&
& (multi-layer alpha blending) , EffR T —""H Intel 3| \8J GPU %514, 454
NUEMIERZ=REIZE (pixel synchronization) , #0[E 5.36 Fim, X—4F4 0] AT
RiERE, HFEFHEELRERTFEREN, MINAEEREX T FHEIDES, AEEE
BAENEERNMNME, EHFERE. I, HRNEEEXN MG EHE —ENE
B, DirectX 11.3 5|\ T Xfizz B FME (£7 3.8) , XREFPXN—FMEKE, ©
AFEFFZINEENED GPU ELHUXFIERR S A[327, 328., BohigBEthBEEWR
PR tile ZAIth7zfiE (tile local storage) MIEMIRA, AFEXLERFZTLERAZE
alpha JE&[153], AMmXMHEItE—EHMEERA, RIXEEEZNHFETERR
K[1931],

X7 52 7E Bavoil FA[115HRHM k-buffer BB L, EHFI/L NI RESH
ReAJgetthfRFAHT, MEARANENZHERAEMEFNEH . Maule FA[1142](E
AT —"1 k-buffer, H{EMRMNTFLY (weighted average) iR XLERITATIERA
. zEESFREBIEETTERE, ANENHTHER; mMYTEENERE,
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SRETENDA—H, HMERMNFEENANHITES, BT ISCKAN202]3000
RFHMNMBIRERIA, EEIMFTKHN, HEAZEE pass Y, FUERIAGITE/L
FrAEMN GPU £, BRENNEEEETT, REZREMIEREIEINE, Fla: &
A alpha KR TREBER, —FRABEMSNE—FRKEBEMNLE, THA—M
KT =@, MEMPERE—FFE—LEENIeEN. AN T/LFARE
RRMATMES, MAETENRRERE, EEXXEENTAMARER, MA
ST EEERNRENNFBRERN, WE 5.37 k.

10% 40% 70% 100%

[ 5.37: BBENERENEM, NAZENREINFZRSEBEE, [394]

HIAFD (weighted sum, WS) EREMATERN:

Co = Z (aici) “+ C4q (1 — Z O_/i> (527)

i=1

HpAREFRR n RREMRANNE, o Mo RFRTE 7 TERKENEEER

alpha {8, cq BIPRPAERE DS . HIEFESW KLY, HBERR

ERERI R, XMIBD WD BIR AT FEEENR pass WG, 8TE&
REZXIHIE 5.27 HTIHE. ZMFANEEERT: 1, F—TKMNANEREE
M, B4 (1.0,1.0,1.0) BEE; 2, HFEZDKRMNANERBAIEESKRT
1, AtERHeERTERIER,

BT IIRFAAER EREE, Fit@EEERSERINNFYERE:
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n

n
Csum — E (aici)a Osuym = § Qg
i=1

=1
Csum sum

Cwavg = y Qayg = n (528)
sum

u = (1 — aayg)",

co = (1 — u)Cyayg + ucq.

F—TRRTESHBERNIREF, ERNAMNMIIIEAXNER, SMERRAEY
Coum MITTHR, HEZENH alpha BFM: BERAEANRE (alpha #X) IR
HREEMES, WEIEPNRE (alpha #)\) FRREAIEIEHMED . 2 com
M ogum , BANERTAGEI—MINAFEIRNERERE ;. T cave NEFTE alpha EHY
Fi9E., v KRTHF n MERREMS, BFY alpha NA n R2E, MEF

(TiERZS) TRMREITHE (BIRAE % WEBD AR, BB (1 — u)% K9ER
SR, Blalpha @) . &E—1TEfr M2 over BRIERF, HA (1 —u) KRTIR
9 alpha 1,

MRCEE— 1RSI, BIxFEABHEE alpha BERREMS, TICEMINIRFR
fal, INFEHEHSHITESENIRENE., McGuire F Bavoil [1176, 118015 X\ T h14X
RENIRFITXEREBEREE, BRTEMIENER., AMRIREAREHR, KH
EIEHAEBESNINETE R, BMERNRESTEHANRIE, i, HiE
R u AEBERFY alpha ER#TEIT, MR 1S (1 — o) STHERMNS
B, MNMAE T X—HEREREESLH alpha BER, XPNAEATUFTEENR LS
IREREER, 20E 5.38 Fimk.
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& 5.38: BHRERTEM T AENBENMLE L, MRE—DSIZERNER, SIIE8MERTM
PCREMINFE X ERESRE, REBIEEHTIN, BHTFHFEHERBDEMNEANRE
[1185].

RARRIEE TN G A FE—TRR, BIE—TRANGES, KILETNH
TR EILVFHEERNE, XMESEREZITENGRSERMR TG ERNESRE
EAK, FRbZ5h, BBERVZERMANERSRERN, RENBELIREEREE
t, ERXMEAMZFEN, HAAREMRZRIBR,

McGuire # Mara [1181, 118533 XM AT T R, (EHEE T SENEEESN
R, EXFHANNBLZRER, SN THMNCHNERERZE, #RRNGREBESRHT
R, MIMEMXEERES, MARNEEHRHITEIR, N TEIEETIENER,
FEAGREERTRETERZRNEE, BT ERXRENGES EMEBENEG
ZEEA%k, RERERFMIE=1"2PXP, EXTEPXF, NERMIFIE
SHOERIERE, AEETRENFEREPXNNR, ERE=TEPXRAE
NERFR, SERBSRFRNERENTEARR, AREHZINFITXA, Ett
XA E A,

TE—LEHEMINER, E1RRTXEMNMBRANE D c2NEK, fla:
Wyman [1931#&2BBREHEK. BAMESHNAE. BSFERT alpha ZEXRHE/L
AEEXR, URNALEHERNAT, NZRNEREREHITTHE., BISK
FTRMRFNTEERR, MERTRME LN AL, ER—MAAIUMBEND
£ alpha J&& (stochastic layered alpha blending) , %A A{ER T k-buffer, 0
PR LA K FENLIERRE ; S—M AR Salvi #l Vaidyanathan 75559, (AT
BEEBIEERAET alpha,

ZERIZEYANZER, SBRAEUR GPU 5, Bl E —FaEismEE1E
BRI IRROBRIR SR . BAMEFRMNBRNIEE S E —T Wyman B9IE3[1931]BA K%
Maule EANRE R EREEENIFHEEE[1141], McGuire BB 11821791015
RET—TENAENNE, ASRSFT5ERERXNEMISR, FIaAFRERH,
BEEsNreE, XEABTEIERAPNEEETH, HITEIMRANITIE,

5.3.3 Alpha fiisR5 SRk

over RIERFHAIATIER A EMRIERERSE—E, X TEREMNEN
(compositing) [199, 1662], EXMIFR T, B MMEZER alpha EZ5YEH
RGB {EFEE—iE, alpha BEFTHARIEIRE IR ARIR A TTICHER
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(matte, WIYHMIESE) , ERR 7IIRRIRERIR, E 6.27 B T iZEEN—16
F. X RGBa BGAIMATS R TZMERHITES.

FAEHK RGBa #iEN—F 52 alpha F3E (premultiplied alpha, thigFRAx
BXHY alpha) , EMNEEEEFEARAXLE RGB A2, BHRBE(1S RN alpha &
183, £ alpha fidk 25, &{F5 over HFIEZHFEMSN:

co=c,+(1—a;)cq (5.29)

Hrh ¢!, KR TEZ alpha MTIFEE, EXE T HE 525 P8 ascs W, BT
EREHEELSNT TREE, ALt alpha FiFRE ] UAEARARTRSIRSHIER
T, BiZER over REFHNBINES. BFE, WFEX alpha #7iFkiZHI RGBa
ms, RENINMERENREE—M55B=0N¥ERE, E2E+HH RGB
EBEHAEATH alpha {&.

BREREGRESERNSE alpha B95A, EREFER LERMBEBERAITERE
MASRMEFTFRE, BRE—TEE (1,1,1) W=/RF, EHLSLBETEMEEN
40% , IREE—LERTAHE ERBH) , ZERESKIREMN 0.4 WRE
B, BIEMNSEXNMERERER (0.4,0.4,0.4) ., MREEEE alpha BRIE,
L H alpha B8 0.4, RAXE=AFMEBEZHXHER, ZEZHLH RGBa
5 (0.4,0.4,0.4,0.4) , XR— P FRIVEGEE.

B EERIGI S LR (ERRTEEM alpha (unmultiplied alpha) , tH#EFRAFx
BXHY alpha, BEZE L AFEBRIIARNIE—KFNEEM alpha (nonpremultiplied

alpha) , R1BFEH alpha MEEFEEER: Fi#EN RGB #13%ELH alpha 2, &
NIZ BB BB =AFRf 7, AEkRNaeEN (1,1,1,0.4) , XFMRROAR
IFTET, EFMETZAENRREE, EERXMABEHETRZH, TEEHTR
MER alpha B, ERITTIENESRIENIE, &IIFEFA alpha FiskrVENE LR
18 ERNNRERREFR alpha B91E, EULMHEN—EIRETEERRT
(108, 164], ¥MiFn&th a4 BEEZLSURIIERI[295, 648], &7 6.6 WLLFHITT
AEAITIE. B, alpha Fiseth o] AMESIBICRIAEINEEIE[1662],

STERAIENNARERFMS, ERAXEKN alpha B AEREINEIRIRIG RIS
T, SRAMITESAE, 5, FKEXR alpha BRE A AEREEEBRIEE
EEE; i, mEAREFEN RGBa BEEREIATITENERITENE TS
i, BEBINIRIRRMAVERIE, B MEBNREF A ASTEIEMER, tAH]
BEMUXAFRVEEIR, ENIMENTIHISRME A ERRI649], ¥ alpha BERIN
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B EIE PNG (X ZIFAXKELR alpha) , OpenEXR ({XZ3FxBAHY alpha) #0
TIFF (B SZi5mFhxExLERY alpha)

—15 alpha BEREXNE S EEREIRG (chroma key) [199], XZ2MSAHIETAY
—1MARIE, NBEREREEEIEREERHTHE, AEBSHEMESHITR
B. FBEEZIWHAXMNIRZHEIUMEZEE (green-screening ) EER (blue-
screening) . XTRANZODEBEREEEMSIENERE (BFREZIW) , IEE
TERNE (BT tENERE) BERERN, HNEIXTEHenit R, MeE
THEEEG, XTEARLIFUER RGB BieRinERLE, FAEEFEREI
i alpha B, XTMARE—TIHRE, BEGPHINAREARTENERN, E4M
EEEIERM, Blalpha RF 1.0 #1 0.0 MPEUE. Fla0: GIF X FE—FEneE
IBERIEREE,

5.6 2T YRI5

EITEAR, SEENRIEREMIRENRER, HMNSRIRAMERNERLZ LN
(linear) , BAXH, ZMHERKREMNENRETAERFTERONR. BN TER
B, EREPXMSEERER TIEEMNEEAR, RNV AEER
Fpy, — M ERERNERE: BEeRRENEETEEIRERN [0,1], HBEHEN
ERBUNRERN 1/2.2 %F51E, XPIREMERNMDIHFE (gamma
correction) ; MXNFHMANENBHLCENEHTHKRNLGIE, BIEFEI 2.2 )87,
FERZHIBRT, MRAIBLE GPU RAITXLLEIRIGE, ANTHENEEEREN
AATINDHEAR AT L2EHTINDHLE.

HAVIGMBARET & E (cathode—-ray tube, CRT) FF8, EHFEHEHNEHIMER, &
BREA CRT EREERATHRE ., XLEIRFIER radiance MM BEZ BIEHE
XA, SNAE—MEZ=LOEEIEMAY (BEEM) , ZB RN radiance HA
SREMIBR, f: RIZRBES &KREZBINEEEERN 2, WIENBTFZEBEREL
HOEBEIRE A RSKAY 50%, BRALFRIKRHIBER 0.52 = 0.25, BIREMNMNS Z
—[607], EARBNEMBEREABEARRET CRT ERBZHNSENNL, EEHA
TFENHMBEITERBESNEN, FELAMUEN CRT BRasilan A .

EMEHRNLFES ALRBNRENSREZEERKR, XTFEIENIHE HESXMRE
BAXFEALNMEREI1431], BHMEIR, EAENEERN, —X18BREEE N
MN+12ZENRNERARSEEN, FRMEENLEE (threshold contrast)
KU HEHTIE, BMTUERCEENZEGT, KA 1% NSEES

(ETE AR = ERR AN 25 A & CRT E/nasilafi fh& A 1TxtE) . HEEEE
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ERRBENERERXFN, X TEMN&I D fraets & AR E R R IR
(F1723.6) . XMEMBERRIBHINNSEE, A ERIREFAMAER,

SRR EL (display transfer function) AT ERETXPHES SRR T2
AICBEZEINXER, FLEHFEIRABIHRIREREL (electrical optical transfer
function , EOTF) ., ERFEREHNEEHN— D, NTFARERENEREMS
(FIaNT BN ERES, BANKRBENREY) , EEAENNE, NTFX—EEN5S
—im (BMSFAMERIRE) BB — TENOMTERIRREL, EHER R IRER
(optical electric transfer function , OETF) [672],

L ATFERNE MG ERTRIEN, BNNERSITEEREIRRENEN, X
HITEHNEOEEET RERBEMKFENSE, Fil: MRFNMNTELNSEREE
7, BABMNFEEnSRENREHEEENNEE. A TRIEXMXR, BIIEE
R BRI R ERAE, SRHOCEEIES MR, XHERR B a #h 24 h0id FEth g
FRIERMBHIE (gamma correction) , XFETMSHFENFERSER TARHIT
W, HXSERHITRIBR, BRNBENAERERRERERBTERNE S
FieeE. & 539 BT EESNIERRIEHMEEBAER.

decode encode

display
transfer
linear function

values

E\ tex2D(s.1)

texture _/—

shading and framebuffer display
tone mapping
B 5.39: &%, GPUE®RIHITT—1 PNG BT EBNE, 2802MIF4HRIBE (&
BIIE) WA TEIEE, EHTERNEEMS (E18.22) 25, REITELNEE
EHRTTHRE (RETRE) , AFMEEMETR. METHREEES ERERRY (el
18) , RERETERBLNAEE, FENFBEIRSLENETEREEIERE, Eit
T REREFRR Y RES AT BEMIEL,
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PC EmesiIimERERR B — MK sRGB NENEZBFIEX ., KAEPo1EH]
GPU B API RIBARIR B 9 HIZESGEM S NG &P, BaimiE@zii sRGB
FEHR[491], BIANET 6.2.2 FATITIERY, mipmap FEA B EH SR A sRGB %7
BB, AESGE BHITREGEBENNE, HTRIEBEESRNERE, BEFSEEH
BB ERRANZLIEE, AEBHTHEEITE. alpha EGHIINRIEEXRMET, i
FHREZFTNERBAZEE, RARMTESHEE, BXESERETHRIENS
No

EERNEEME, SHSERSAMETHHSFFERONR, NAXTERE T
DEEN, URERBZEHBHIT-LEEMIELIRRIE, BALNEENIFE TN
BeEHTE, XEEEAERN, SSHEENRE. ERmETUEIANE—
TE4EEE, ERAREE LRE THERENRAMRI491], B—MREFNTGIERL
ATEBRXTERIRE: BSEREREMERNTIZIMNITE, BEEERER
HEGRTERNES (GINEEsEE) N, HMMBEEREINRELER, X
BRI S ENRIBEINR,

MRBANTFZFoN#HT sRGB ¥%RaVIE, PIMERMENERGRE, E LR
WHIRRA, EXFMRIER, STHEBENLHESNERERMITE, Hla: 3
THRERNWERRMS, —AREZ 8bit 49, ERILARM [0, 255] it 256 T AREH
AEER, XEHR(ATHEHRER, BERRIBHEHIRTR? (0.0,1.0] ZEH—
FRE, LEERMTXMNEER. HMEA ¢ RRTLEE, By RKRRmEH
FRVIELL M E. N TIREME « i) sSRGB RiIBIIELME y , BINFTEN « ML
A sRGB ER¥&mERERTE, Bl

- f_l (w) o 1.05521/24 — 0.055, where z > 0.00313035 30)
Y= Jsren ] 12.92z, where z < 0.0031308

Hep z fUR7T RGB ERH—TEE, B8 T EENL TR E N AX T
72, REREMNIFEEERBERES. WRBATFEINAXMEREHEVE, B
AFBEBIMVIDG, —REBERTEILNEHEER: 1, YELHEBINAEE (M2
SIEE) HITRIEBLE; 2, N—TEREHITRIBMREEFEFIX,
XPTTEHRIREZ—TMERRE, MPRANER LB RNFE, AAOBHRETE
BT ERETEAENN431], ERETREAANBE—TEREZE, E/LFER
F (0.0, 1.0] MWFESEE., ZRABRENRE, XTREFE ABIALUN TEAYE SR
fizzl[491]:
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Y= Fiiaplay (&) = 27 (5.31)

Hepy =22, BlEFE v 2" MSHE"NBIRIOR,

TTELENHESRFEHITHRIGTERERE R, £00b, ERBMBENER, £
TIHEZRIEAIREER N GIEE, (TR RBFNE BN LERINECEE,
HEBRERRHIYIR RGB =14, BN BIRREENEMEITIESRRKIRE
RANEE, XEERUGIA PNG, JPEG, GIF FXHEIRIHITEME, XLEXXH
B MERARANETHAERERRS L, MANFTEHITRDIEHR, RS
Z, BNERSLEINEAERE, #2ELLTERRIDINEE; EERXLEHE
HITERUWEZH, HNBLIEEERRNEMEE, 1§ sRGB BV BRIE AL ER
BT

2.4
0.055
(“—) . where y > 0.04045,
ﬁ, where y < 0.04045,

Hepy AR TRA—MHNERRBEE, EIFMEERGREMNETRNE, EEERZ
0.0,1.0] . X TEREBRENTS 251 sRGB w3 AREER, XEKRENREAIE
—TEBHTIENT —SKER (B8 , AETNERTECULEEREL (R
BdE) MiE, eRHGEZENERTEEE, BIERSESIERERRAEST
T, RAFMESCETHNEEEEREE T, MEEEBERBE REE RS
£ ZTEZEAENE, BIBRINEMAERAN—TEMEE, MERERREHNZE
HEEHR A — TN 2,

ENEERMDEREREE, EEEESE 5.31 B!

r = fdisplay (y) - y7° (533)

BRBENNSEE—AENE SRR, 155 EBHFN KR NERERE
[1666]:

Y= s;nllpl (x) — \/5
T = fsimpl(y) - y2 (534)
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2R, BEERNEEEFTFAMTR T RBERE, AEEBTER RI¥X, BHiZ
RIS ENF AR T REETE, “EENREE, XMERUNE—TMREE
AR, (ERZELLTERBMSFERNTREE EARD,

MRBAITFHTMDHERE, BABERINEGHEETRE LSESKE, FENE
EHENEIERRESRENRE, BRERIMEE Yy =22, IRBNFERELEEN
RIBESITHELRMNE M ERELLNE, XEREENNEE XML ERAZIER
KE91/2.2 % F1E. &4HE 0.1 SIMNAEFE8E R 0.351, 0.2 X3 0.481, 0.5 I/
0.730, MIRFAIAFHITRIBAIE, BIREXLELZMHERAIETRSRF, RSHET
BUELBERTAEENE, SEIENE, ZMEN 00N 1.0 EEIRBZE
AEBREMARE., ESIANSHFEZR, HREEARABESFNSERENEE
B, MMESENEEREHRZE, FETESKE,

5.40: FEIRRTMERCNTBRIF—TFENER. ZEFNRETNSES 5N 0.6
M 0.4, REIESHED BEIZFMELTHIRERM, B 0.6+0.4=1.0, FREERMBEE; X
FEMEERTINECE, ZSRERIE. BATIUNRE, LA TEELRRINES, B
TESNMHANE TR, ARFNSEEERMZBHT T MDSHE, METHRRTEZEER
FER, BREPEESNHBOZEFLEREA,

BEEMBFHERNS—TEEE, WETYIERNLE radiance WIEWERITE, 2%
L ME LT, E 5.40 BT EMIFRA—MIF,

B 5.41: ZEH, — T ReEER (WTHERTR, BRETHNERE) L8 —Tae=/A,
HpGBETIUMER, GERNEITEINESR, ARFHITNDHIENE, GREAZR
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S, M ARY T OSENEA, WAEFAMR,

ZEMSHFEOREMIBEIENRE, i RE—1T=AFNERAESTHOM
THEETE (B5.41) , ER=AFKNT— radiance 1 (AE) , BN
radiance 5 0 (B&) . MEZIH, ABZARSIEBTETRN :, 3,2, 1, &
RIEA box IR EHITMBLIE, HNFELEFERNEM radiance 258
0.125, 0.375, 0.625 %1 0.875, IEMINAERN &M EHITMREISNIE, REHEX
ZRNGREHTRIBLE, WRFXAMAE, DEEEMN radiance RTLHR

g, XESMARTFOENRBIAETH, WE 5.41 AMAAR, XFEREETRA
48 (roping) , AABEEERERG—THNSET167, 1265], [E 5.42 BR
T IXFMERERIR

B 5.42: A, AIRAZEHITTMSHMIE, FE, EMEAZEHRTTHIMBHFE, A
B, RBEHRTMSEE.

sRGB #mESIET 1996 &, MEMAKRZE PC BR[ITE, AMXLEFR, B
THRAETEANER, HUTREER, BEHE WERE. EXBFERNRE
FIEREET 8.1.3 FHITTIHIL: BXEmSERERE (HDR) HNEEAXEET
8.2.1 1T 7 iT18, Hart WIEX[672IN BT A xR REHIFARNES.

#MSERNEM R IR

Pharr F A[1413RANITIE T REFRXNMTEISRIE)A ., Teschner BIIRFEH X[1758]
R 7 EFREER LR 5L, Drobot [382, 383]REF T ZHIA X RN
MR, BRETEMNEERANSRAMEERIN, /Rl AT SIGGRAPH iRFE[829]+
I E T XS ETIRENAE. Reshetov 1 Jimenez [1486 3214t 7 355 3% O pf{E
FIRITZ S A S AR R IS L8R 14 TER S Bl

NTFERERENAR, HRMNBROBRAMEBIIEE T McGuire REFH[ 11821
Wyman B9i8[1931], Blinn B “What Is a Pixel?”[169[#EITISIEEZMNREE X
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B, RIETHTBENEEZZPNTENMENA. Blinn B9FEE (Dirty Pixels)
{Notation, Notation, Notation) [166, 1681818 T —¥{NBMNXE, HESNIE
BEHIMYES, alpha, ERFMNIBRIEFARNS. Jimenez FEH[ISICIFMANAB T AT
MEENHRFTHEEAN (state—of-the-art) .

Gritz 1 d'Eon [607]3 B IE (@B —MRIFHIELE . Poynton BIF[1431]33 &4
SRR RIMNIBRIE, UREMSEEEXNERFET TIFMNAE, Selan WEK
PBLE02J2—TERFINENKE, ERETERREBREEBRZTIWHNNA, MUk
HZHMEXNER.
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