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1% A(DirectX £ a}7& §:4% K3£#) (Real-Time Rendering Tricks and Techniques in DirectX) %
F KK F AL i 65 Premier BRF AR H” X — A48 % 8 B F (real-time graphics ) 41
R B H AR Z — bk 49 DirectX 8.0 44 BT L # 49 B Aok 3% B 78 e A (real-time ren-
dering techniques) , 3570 % % & 5 (vertex shaders) foif. % #% &, % ( pixel shaders) .

ABZLETHEAENELEBR, AHLZ . AEMHRELZLA AN XEFHE "X
R HGHELET - 53E M (André LaMothe) 2 A #H K 35 & SR 69338, KB AT PN
B RS T ARANNRE, NERELERS B bl BYE AR bR S K
A, Ll RAH 0B M AL A8 7 KA AR, EHE S A%, AP
—HEEDEBOFXRANBEHBHNE, T ERAEIR —~ARFOANNH, MEHE
Behik AT AN S AMAF S BRELAEZRSRFIRTHRK,

AAE LA, KBS ALKES, TARHFSRABBANG, LIEKFH TLR(H
FA M) oI E AR Ao Wind2 i JA £ A P 4 o 8 28 DirecdD %, X2
BPA A BHRNHERE P BB EE I LIRERG, ABHE 3 HRSRXTHLESY
B % 2h 4t & %% (fixed-function pipeline ) 3 K 85 A~ 48, #] 40 T % (vertex) 5 JLAT B # ( geome-
try) B & % &k % B8 (fixed function lighting) | 4 22 (textures ) B 4L 2 BB 4K & (texture stage
states) . B #2#) ( depth testing) 5 alpha 4 (blending) , X3P BRARAA B ELZAL
BEECBRR EHAXANALLERRGEAS LRAERFFBEEIARHL L
& RA B Z 24649 % $ 5 B (transformation and lighting, T&L) B RA 7 R4l 69 2 M,
* 8k B 450 F 38 TR A2 TR 5 % & B (programmable vertex shader) #94F % ,/k & A A X%
Pk ok AR FLAE, RA S B R 24k 40 3 & 4032 AL (multitexturing) K H T R A 49 &
#, 7 4k £ 4730 ¥ 48 T 44248 & % & % (programmable pixel shader) 694 A, ¥ % E 4 A MNF
R EXFL, PREFRAALZTRALFHEOETIRTEBAR, BAAFHIZ

HHHA-MNRAFEOANTT M, PRBFGECERFIEHELEEZHK ALK FA
|

gl



THHRSHARAARMNETAEN, ABAFI RS RABE,DHNANABTREEZECENG
FEEBOEA MR OEBREEBORERRAEN ERFABUARFERILRET
BARE ., ABTARUOES RO A BREFEERHEN R, o7 &4 (billboards) \ R &
R @& K (bezier patches) | # & 3 & ( character animation) %5 46 4 8 & 48 & & ( matrix palette
skinning ) | 4% & $& 4\ ( color manipulation) . i& B} % ( cartoon shading) . & £t #= 4 4% ( reflection
and refraction) , % 6 FHNBRE K E BHEA A, dmB G F K B (per-pixel lighting) |
¥ i 44 (bump mapping) . %)X 2,k H & % 3k F B A MM DirectX 8.0 F 447 L H a9 &
HEEBRK, REF T HA2NRBEAL— 2B K, 308 # 3] 4 2 (render-to-texture ) &5 2 F
i% 3h 44 (full-screen motion blur) 447 /£ 3D W 47 2D & 4 HALIR AR 5 SR RAE A |
A E5EBRFBGEAE SRR L5 X WAy, X THRIKRE A+ K (stencil
buffer) #) # i A48 B I (picking) LK, RAXELHAHEAKATREALTHRAEA L E
BRAAXEFVTHPRAANBHOBAR TR T BB, L, AAKTANEEZAL L
G E AR S ARKGH AR ARABLLFLRERRGEL, EXERN
Aot HE Y e A B R R KR A P AR R A AR e AR
A ERH, mEHEERRANBAARZEPHLRBARZ—,
AABBEFHANNZABGBBRRE, AT L F 5 Epse 2 3 8054
2 BAH RILT —H“ H5 AR5 (Copy & Paste) 944875 X, #24, £ 3 H K A B AT
ABAE W LE—BEENLTGRRD, HRGBHHLAFRG w4, &5 RFRE
RABEHEGE REHEX L, IHBHAGEHPhBANES % FLEBLE
Bk Lk sHEE AR BAER AT (BAB B4 ERTFGE), TREATRHER? LiFR
R REFARRDREARKSHERDEMiEEOBH AR, ALK ST HANGES
BARRBREFOAE EELENRRBEABRY T , AORIIRS, FHETALL i
“HAAEZEGFH AR RFREH THANA L BHEFRGAS, HA, 3
FiHANBRGFHE, pRRAFREH FHEANRA L LMFRATEREE, SR G THFEH

FRPEBBAR, TRARR I ARAFG IS, A EVEATIHERBAAGERAAR
I



Heg, AL AFEEARAALESSORSTRLALAES YL 4L0 0, 151k
Sk EMAEMGKE, EXIMTRT, FELAEZABREFAMNGFT XA BH AR
% (higher-level concepts) , B4 s A K K 64 3-8, 4L A7 21 B X A 69 3% F 5 B A~ 43 (step-by-
step breakdown) , £ . & L X 6, &P A 9 BARBABIEITH FHEZHEF TR, FHK
23] XA R Bk m B S BN BETANBREESPANRZ VT Z ),
xT8iFARME, FHEAAMA-—LRFRAGI N2 A  RERAABHETRE
ASME A8 P LEERA, kB HGMIEF RS AR, SFEH-AEAGRF
R AEAKRLSHNIH - ANAFEREAZEFARNERE BHHEMBARAKEERXLE TR
B ARk AR AP X 8F B H L TRA LAk, BATIUA 69 % 5 A B4R
(GAREBEAXEILRMRPBEATHRBERAERTERA FEXALHK), SHHAFL2oE %
XRXREHBN 2REA X B BEERARXE—AEHRTRAEAT AR EXRKRY,
EH—-ARE , FEAARENMERGKRFEIRSHANK TS, ATEREZ AL L
ABHELHE, EREBNHXFEER RATEIREGBE b itk , LA ARMH
HEIXRESFREAGF LA TRERRAGFXHEBRETRARRG I E, AT HR
THOR—5H, L AMFPRAIRT EFTIRELBHETEN LRIAE, FER
stk E AR RN R, REBAY S A B BFIRAAEFHE,H
ERIEREBARFHERAANR A REKETHET, BAFEHAY A FENKK
BHAEREAFERAGETAHAF, AR EFRER L R REFRIT R, A ER
#EASFIR PR FEASEREOARSEA B (RETRE2ORFTRAIIA
HAR), EVHFBIREE-STC(ABRFAEH, AN REIZIBEANA), T
REA—F NI FBLEFARAFAEMEFTEALEKTHE—ES,
AHEHBBRRERTHNGLER, ATARAARA B GEMFMAME T TR, N2 §
B(B1~3F), KhE(£46,7,9~14%), FLE(F£58,15~2F FF4EH3TH
BUHS B—HE AR NN ENBARBZEINE) ,KEA(F25F),E8(F 27

F), R H(£23~242628~35 F)MAM(F36~40F), HTFELEFLENFIRL
|



HE,FHRANEFRREETHEREREBLER AR, X2 F8ENBe &£ FRX,
EABmBB NG HARA T AP ASH AR5, HHRAESE REATRE
HlektEg—, HPERGE, “RR 54548 T A8 54 A L E48EF—
BWERE, B TEEFHFE MHFE, BFFEANEAT —F 5, LARA KRB PL
RI—HREENZTHTE, FERKTH SR, B A FGHTA 40 FTHR/ALL
Hoid R 3Ry ABATT A EHMAH RSB K, A AT HE AL, FLEF BT HNMN
# LA

RE,BRHAKRAEMFN ST AENFEIS, BB EARF BBRANEHE
BefE 4R Tk, AR A BRBERHERKFHRAGIIALERE L8H, b, &
BHBELAE— K A, ROBMBREAEN RSB TITTHRMEE LGHR A, T
H—Ho8ithRd IhREKRERLE KM ETRS , ARERKRE § ZRMA X AL
XKizddb KBRAS, ELERRRVARBBRT T, ARENANSALREALGUBER
PAEREMEABMFERA LA, FRTHRLAREZA(TH 2RBFER)HLE
W I H, OEEREEREG ARG EE ZF LR 5HAVEM, FRHERTRSH
B, B ARARNG LR, XA PHBFRF AR X 2RATAG(RAFLERLETR
K)o ¥TEBAAR, FE—EAEAEE RS FZORL,RIERE, FHLE, 5
FRBUEREARMEF 22 B TEEZFRPLRAR, LA R BB R, BFiEH
FLIRIGIE

Tt
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it JUSF, 5 B} B 7 ¥ (real-time graphics) BATAZ K, K % & 4 69 B 7 4 22 3 (graphics
processors ) I 4w A fE ik B Fofl 1 ETA L LS Z 8 R 5 F 69 T &,

#e 9}, i sk f& Siggraph #o premier A F A LA ER X XA KA R B L L AH
% b &, 5 %% # 3 K (off-line rendering techniques) E4F48 K.,

EdEH—F5F, iR FENEBFORRERR T HAZ MY H K (programmable
shading technology) #9 i 3L, 3t1% #& NVIDIA 2 8] # GeForce3™ #= GeForce4™Ti & & % ¥ %
&4 AR | B hE A Microsoft 2 3] 49 Xbox GPU( B & 2 % 1) #= ATI Technologies 2 5] &4

Radeon 8500 %31,

M A, O 2 148 B & oh 4k % B AR (fixed-function lighting model ) , €, 1& ¢ & A~ 77 &, K
#4473 B S} Ao bk & R4 ( diffuse and specular terms) , B X2, AT XA %42 B 2 LU E R
#8k % % (custom lighting solution) , A # /& % 1% # W1 &t 44 ( per-pixel bump mapping) . B 4%
(reflection) . 37 44 (refraction) \Fresnel % & #= & P % ( self-shadowing) %, X4t R &M R{2 &
BT 480 A E B 8 % 4k A (realistic traditional rendering) , 7 BL A E B A M A K AH K
( non-photorealistic techniques ) 37 7 X I'7, #] 4= -F i# 75 % ( cel shading) F» % £ (hatching) .

R BEAXHBANGEAERAETRAEFTOLLE BATAARAETNYHL
(shading models) A% S kA& S ¥ B £, A H 2RO BEASFRLAAXAFF X R, K
WA EEARABRTERRA KRB A UTHRE RITL, A&, AR HE RS,
% B 432 B (GPU) % /% £ /w5 % % #2 (more programmable) B , i $ £ $H# i@ id o K ALk
# % % (pseudo-random noise generation ) 8942 A M 5 XA . s T LR F A, LR
BKEBE” “BARZEOHFERA— R H, H RGO AT EEHAEN 5 X EEAT
L ToF

T4HA2 M (shading) W9 F W TR F I “THRE” W E KL F 7| ¥ (configurable
I



vertex or pixel engine) # 48% # T 47k F 8 £ 45 AR L5 4o F 4749 GeForce K GeForce2 2 %
BB R ERIE R ARM, Bl RAUEAH 4@ B H 4 & THe8, X 6) % & —
A B,

A—RELLE, ATAERA LA A FEF 54 S (floating point capability) 8 CPU % 5
A AAEABAREY 2L R2ELFEHRRLL(AE)AER]FRXEFAESREAR
FRF g At mat M e L, A EE— 2 LN EABFES T RXK,

BG SR ERGBFEESHBEARGETL, S TFTENTHERIR ARG HEL,
MHMELARAREBWNAAL, %4 3D £)4F 5 A (authoring applications ) Z 78 JE /£ ## & iX
AR, B $o A AR E % % 3D 4148 L £ (authoring tool) 85 F — A £ B A, 4 €46 #Hix A
BAACHHHRG T £ XH,

MER e RAS, ER B FIETHEMRALSN S L E EIL%HRRA (mix of floating-
point and fixed-point assembly level) /% & 4 | F & & # £ 42 1@ A i % (fully general floating
point throughout the pipeline) , X 4L 3ZH.(shed) IL%ETH X, A LA ERHLET, A
HER EHfo 2 BORAR , ABKANAEHELZHEEE2ME S M+ Ik IDEs(£RFL
) o

B ARG L B DirectX EHEREBARFM)XAFH L —AN@B A FEoBYFRRKRAEY
B A

D A4 - K ZH
2002 %2 A
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B A# EH BMET Rachel LRit S5, WBHKZERLETROANREGSHZA,
R TRAR LRI B AN PR AEFLIAIHERAREEAECE, EARGH S
5§ #, X AHARTHRTAN,

BB ERMEITAHGMEAABRAMEAN LK, RAHK Y G E) 0 4E R &k
HREZGAMG H L, BifhNATEUAMA Z6yats,

B4t Stan Taylor, Anatole Gershman, Edy Liongosari #= Accenture # K £ 3% ZHAMA
89 X Hr, dEF & Scott Kurth 8 4% 2t i i #21% /R #9 B 3 #2 % (occasional reality check ),
HeSh, 3 F M Mitu Singh 80 AIH B R TR A AP AKX, KFETEPF—FHFHA
MAT T A 45 7] #518 ,

Bhoh, KA BT A R h R i 4T DA AAT, &A% Emi Smith, Mitzi Foster,
Heather Talbot, Kris Simmons #» André LaMothe #4545 B, Rkt 4R 471 BT A7 69 A R4k K A& it 4% 49
F—ABHBRERAE,

% 5, &% & Bt Philip Taylor (Microsoft), Jason Mitchell (ATI), Sim Dietrich
(nVidia) , #oiX Z A2 8] 2893 % JAbif H & (presenters) . K FF| 6435 % A B R A1LAeg
AN BAEETH ., EF BT AR RGP B, Hsh, K& # Sim Dietrich 7
k@At AR BHNE .

LA RB| G PTAHAIALAH XA RBHE T Thk, RRERRAMA,
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Kelly Dempski( #UA] « f&43 % A7 ) 4EH Accenture B R R EWNHA AR CEBHTHT,
WA % T4 & 3 44K (multimedia) . & #1303 ( virtual reality ) . % 3% %L % ( augmented
reality) #2 % X, TV, 7 S AF %89 % & % ' /£ U4 48 A % 8 38 % ( photo-realistic rendering) =
XEXHAL, REHEATHE® L, P — LA AR Smithsonian HLH 15 H K
A — 3,
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