¥ 2 OlEIZ22 CMP MEDIA LLC2tSl 2Ol A Hotol 2ol =222 MBS LIC

Gamasutra.com

A& 23
GPU Gems 2:

HElA SIAR B9

1]

AE

ror

AR 2 Bl E

Yuri Kryachko
2006 1& 3¢

http://www.gamasutra.com/features/20060103/kryachko_01.shtml

CtS2 Addison—-Wesley Professionall M SEtst GPU Gems 2: Programming Techniques

for High—-Performance Graphics and General-Purpose Computation (ISBN
0321335597)2 18 Z0lAM &3 SLICH

S0 O StEAHE=E = 2H dlHF 0l AtE0t= DirectX Shader Model 3.0 0l & JtX
2&8 JIs2 MSstL. 0l #AM=E Ol Jls = otLQl HElA SIAHE AIZEd 2
HOo AIAZE2 =0l 28 S A4S0 08 18-12 22 ME Zn0ICh. 1eld
ZJl(branching)E AtE0H HEA T2 852 =ALH

18.1 2 24


http://www.gamasutra.com
http://www.gamasutra.com/features/20060103/kryachko_01.shtml
http://www.awprofessional.com/title/0321335597
http://www.awprofessional.com/title/0321335597

& SMEs & Tessendorf 2001 2F

Jlge o JHXIJF UL
Felol HE(FFTs) JIBE D=0l Jt&E AtE A

2|
=)

OHLITIOI& ot el

=)
=

U

19

A
e

0l

2
=

o3

JHRI D

ol
RO
ol

JJ

1o

oK

1o
00
Rr

i

H

ol

ol

[
-

0l
Bl
o)

uyJ

9

o3
B
9]

010

ol
all

0

o3
_|u_
110

K

Ie)
gl

10

<
0
iy
A

o

2
=

oc
4T

XAHA=2
==

Sot FFT JI 9 dl

18.2 <&

HOIl A

Ju
i

<J

ol
oK
)

00

o

=
o

all

H

EAL K

e

==
10

o]
E

HAIE

J

S
JH

180

I

Pl

[
o

d0lA

b

S
=

= Felol &

S

A
==

&l

LIEHLH D oHE

=0l 01

LIEHLHDT TH

=
=

1}
010

50

OOIA

Jt=lCh

KF



o

1 JHE =201 0IZ2JI7tX = OHLIBIOI& 2l i BH=+5

[myelX=1
o =

-

Is)
<H
)]
Tl
110

00

all

o3
3

oI
al

oI
xJ

OH LI Gil Of

r).

Ay + B}, A'r + B;

¥

P

x + BF

E 3

Zf}(fl-

¥

0

N

H(x, Vs I)

tEA DIR22 Ot

<

3t
HAIZ TOIE0IA el

<

0

gAHOZ HEHL UL

10l Ab= &I RAUCH

RO EHel IHE

2=

0

=
=

bH

=
=)

U

E
63
<

-

10D

=

0l¢

HH

Wl JHXI
10cm 28 40km =EHLADHA

b

i0J

2

0l

63
i d
0

ol
=8

=
[

18.2.2 CIEHIE —&

&M
ol
e}

0l
Ed

ulJ
iy

ioll

==
1o

|
110!

JJ

Z=2dol
2l = OILCt.

SAHOA 2

B £t A
AL
T

=
=

OH

o
Mo

Ol

2 & (fragment program) =Z=0l M

s

S
=

= 20l

e}

SH
=

ol
<

oK

1T

d9E

i

o
H



A
o
[
T
|-
1>
A
=2
x
10
a
X
[P
1>
OOIl
o
Jm
ol
10
¥
(o
2
x
>
HU
M
I
0
ro
Sl
Ml
o

4 A0l HEA BIAHE S sE8E = U= RLS GtEAH= GeForce 6 Series
GPUs % NVIDIA Quadro FX GPUs Z A AOIRUCH Ol StEAHNMN HEIA BIAHE
TEoIH HEA SAYHE 2ERA HAHY 3 I, 28480 & Ik
ZHEY 20l= ZHE 255 2"

OIS ot=20i= ol Z0A £3ot

rIr m
N
>
2
0
10
)
Q'E

18.2.3 =0/ M=

TEUA=E HEA & Z0/YES HE2 FSot0 BHEA T2 0A HP g 2UE
H&HetCH dE0AM= Jtollct /X0 S0 As A JdelEE Arsetth 0 deles
18 18-30IAM LIEILIR 2= AIZ0H U= XtAMlet CHEZ S MSote BisE 220I0

>
Q'E
rr
0L
112
njo
HT
2
M
[wl

Ce SAa2 UME Jel=0A HEA IAXE A

.4
rF=a, + ay
x, , = rcos(2mj /M)

is f

Yij = rsin( 2w /M),

where 1 = [0.V — 1], 7 = [0.M — 1]. We choose 4, a, so that

v, = a, = 1l cm

oy = ay +a (N —1)" = 40 km.



ul

Hel JIet HisEe s 2ACH

35t=

Xl

ulo
KD

gifg ¢€ie

ROAM E£= SOAR XI &

A ALE

HLH OF

oo

=

&2 CPUOGIA 2HCH

i

ELl

S
i

AIOICHOICF.



fou

18.2.4 Z& MM L A3

=1}

-/

Ol34de ZHES M2 =0 HEA EAXY HXI= B DIt == ULt GeForce 6 Series
SIEAUA S HEA SAY HXs HEA ZZ20BHA =0 Us A2 XIS
OFJIE = QUCH A HEIA T2 LHHM 2AY HIXIS =XE = ASHoH0F SHCt.



o)

()

i
J
K0
<0
=
0
Xl

Kt

0l

=
e

2| g
S o

Z2HE

X
[

&

i

n

o
=

c
X HIXIe &

(55
=

simoz

e E0HE A01J| H20ICH

=
S

4 42 Jt

&l Al

=

PNy
=]

HOA Ot

1L
prar

| A

s
ol
0
i)
Ll
180
Xl
KK
<0

o)
<

O
I3
0

BA

2

_|

X

A
==

EHOl HiEi~ e

=5l
I=

o
Ol ek AoIH oA

(

H

_

ELl

10
xl

Ki0

o)

t

21
O

b2t
| It

DIES;

HOF tCt.

0

2HE = H=d0lE

INES]

3

AtotA®H 400 A &

=

2+
BA

B =

1

Ell

ol

=
o

18

ELl

180

oL

=

el Al

=

Ctol
— =

TEA HAXOII HE0 012201 IIsHH FedLAh HAX 4042

482 =0| gt

ioll
m0
1=

ol

|I b

W Yol

i

H
3
AE._E _ Hf—l._f—l
. - s

[

Hith
Afred = F':.

pri
= H",

iaf
"
i f

A
A,
AP
H

i

0..M -1 0ICH

XM OICtH.

OIIM /i=0.N=-1,/



| LOD

== 18-

LOD 2 ZAtt22 ASIUCH

=3
=

of Stoict=2RESl Hel

20| 2Rot)| M

3 0lA

o)
)

i
=)
K1

R
<

180
Xl



180

il
-

ol

ol

HE Itz g

LOD gt=

=
=

AUCH CHE SH0A

BIAY HXIE zlIUH3t

“OF=| (snap)”

I 8loH|

NEE

¢}

do2t £ dHE s +EoIIMsE SAX WX It A

&

Ll

g
<l
ol

Ty
[}
Rr
K

L AIZE CIEIZ Ol

o3
<k
oll
m.Jl
Klo
ol
R0

ctOol

ol

LO0X

I HEo0l &

ke
HA S H

of == dd

=
S

FSS M

0

ol CH

SHOZ AttEICH



W20 H=se BFE claAIb dBlEC.

03
<k
ol
K
ol
0
)|
KM

-

00
<

ol

&l
J

oy
on

24 - &F
o =2

=

HAd 2

0

f a0l CH

HelA o

L
=

Ol Ot

3+

oll

ol
[}
Dk

o)

ELl

Cte A

fele= M HEuHM Ol
// Perform texture sampling and displace vertex accordingly

// Vertex belongs to visible triangle,
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AN

float3 b0 = abs (ClipPos.xyz) < (ClipPos.www * CO + C1);

float4 ClipPos = mul (ModelViewProj, INP);

if (all (b0)) {
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