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VERTEX DATA[]

TESTS AND BLENDING FRAGMENT SHADER RASTERIZATION

JUIE@EEHELR (Introduction)

JLAEEES(Geometry Shader)2HENRE-RE®BSSEH Shader Model 4 TEF5 IR
FE=NERRE, BT EREEN—IEMER, [ THEHS (Tessellation)FOXEHHL
(Rasterization)Z 8], TRREGESUTREUEEABALE, M/ TEEENLTENE
To(Primitive)/EMINEIR. B0, LA=AFHN=ANTRSEABAN, AEHHIINE
Tt. SMREESEIEHEEHERNRAR, JMIEGEHENTFESAMETLAIERHEIR
JUEIE T, tIhgEtGPURTLASCE— LA @MAYRIER., flan, RIESABTEEY BA—
HEZHEMERNET, SE L EIER. SEEENE, JUTEesESfEmEETA
— NS NETTER. JUIEESEN— N EFFRHEE— = BA— ML EDFED
=/&H).

JVEEREHAETHIRFIREXTN, MERRPAEREIFETE, Bk,
ZETUTEERNIERE, BRNRE—RIINTFHIREETARIIN-ATARAIETT. XETR
REEREERIHE. EURRENYMMM RIGRIH—S A,

ATERAEERENTIEN, EMNERKE—FF:



150 core

(points) in;
(line_strip, max vertices = 2)

void main()

gl Position = gl in[@].gl Position vecd(-0.1,
EmitVertex();

gl Position = gl in[@].gl Position vec4(0.1,
EmitVertex();

EndPrimitive();

o AZE (Input Types)

layout (points) in;

HANEIERRIMANZETT, BPARRALAIEIBLET? AT BRIETRET
(RS EENSFE R ENIREE):

* points-GL _POINTS (1)

* lines-GL _LINES, GL_LINE_STRIP, GL LINE_LIST (2)

* lines_adjacency-GL LINES ADJACENCY, GL LINE STRIP_ADJACENCY (4)

e triangles-GL_TRIANGLES, GL_TRIANGLE_STRIP, GL_TRIANGLE_FAN(3)

* triangles adjacency-GL TRIANGLES ADJACENCY,
GL_TRIANGLE_STRIP_ADJACENCY (6)

WREAER  DravArrays (GL POINTS, 0, 4) tpSRLHImETT, BPARKINIEEEAN
points&#§,

o 38 (Output Types)
layout (line strip, max vertices = 2) out;

T—TBRTHR/VTEesSiEmE. JUTEeRsEa=ERsET: BtETEE
IRMAETRE 2 AR, MEHEHETANNERBABTHEDRAXR. FSEEN
SHHHFR: BEETTRENETTREATREL. B ETThIE T LR N E/ LM
* points
* line strip
* triangle_strip
AT AR =B nm i BT LB ETE I sERIEITRE, tean, FHATTLAA3H
TmAYtriangle_stripsiH— N EE@AJtriangle,

J'Lﬁ%@%%ﬁ’ﬂiﬁtljgz‘?ﬁ{ I‘]?jtiﬁﬁ'djbfiﬁiﬁlﬁ HinitVertex () RIEEBHIZER,

o TREAEEA (Vertex Input)

HAEmmEEEEs] Position TEHEIYF ¢! in FEF, 1ZEUENEEEMRRIIT
Fi:



gl PerVertex
I
L

vecd gl Position;

float gl _PointSize;

float gl ClipDistance|];
} gl in[];

FLIENRE, BT/ IEERNBARETHIAMERR, MLIXERE EN L.
o TRsataH (Vertex Output)

A IfER il PN RECEFEETT. S3FTER—KR
FEES, SRIMRIIAZIZRIRETT, SFEIRREIIAZIETE, i1
LAsis RERFEETT. BNFEIR, SNESHA

RS, AILAEREZANEFRIETT.
void main()

gl _Position = gl_in[@].gl_Position + vec4(-0.1, 0.0, 0.0, 0.0);
EmitVertex();

gl Position = gl _in[@].gl Position + vec4(8.1, 0.0, 0.0, 0.0);
EmitVertex();

EndPrimitive();

B TIZ/AERSE, BIVSEITEREE, BIIKIGPURIEHE—RER, MAR

AL ERRE BT RARE s X IEeRTE N NRIRE. BAILKIE
L/ IEERNABHGENRRERSRERS, IFSXENRNERNEEAE, RhE



NETTHE N RREYN— B CRIERE R .

float points[] {
0.45f, 0.45f,
0.45f, ©.45F,
0.45f, -0.45f,
0.45f, -0.45F,

T

150 core

vecZ pos;
vec3 color;

vec3 vColor;

void main()
1
gl Position
vColor

vec4(pos, 0.0, 1.
color;

150 core

(points) in;
(line_strip, max_vertices

2)
vec3 vColor[];

vec3 fColor;

void main()

{
¥
REBAVSEIN TSR, B MLREEE ChRIEE,

MmESHANRRAIEEAER.




NUE5&E3RA (Application)

s ke

IAEESNE— N NARETFRY AL, XY T RBRIELAFEEER. 15
FEAER/AIEERNBER FESER—ITR, AR/ TEESEBE IRERT
=, FA/VIECHENE=ATER, RMNAEBMNIRER—NEELRE.

XEFEIENE, /IIEGSRTERANIRYITRETTNRE BT REIEE=EAA
tr, ATLMEAZ VIS BRIALth TERREHEITE. HIXEFENE AL EN
TR ST AR RAEME R A ERY, RSN ERTIRERE, X
TZAEMNEFESHTUSEX N HIE, MREBRU TR, FEREXREIRES
I,

330 core
(location = @) vec3 aPos;
(location = 1) vec3 aNormal;

VS _OUT {
vec3 normal;
} vs out;

mat4 projection;
mat4d view;
mat4 model;

void main()

I

L
gl Position projection view * model vec4(aPos, 1.0);
mat3 normalMatrix - mat3(transpose(inverse(view * model)));

vs_out.normal = normalize(vec3(projection * vec4(normalMatrix * aNormal, 0.0)));

1
J

E U gEasEd, BiESmAETEtriangle, BMHEITEline strip, FHALXEH
HAYTRREIEmax_vertices 6, EAFE(IFTEAtrianglefIBNTIRGmH RS, =1NELE
MES=AFANLELHEEFRT. NTEN/UITEESEPHIIER], XEtriangleBN IR
BHTRNIR, DEEEIRRNER, BXRENEAL.


http://www.songho.ca/opengl/gl_normaltransform.html

330 core
(triangles) B
(1ine_strip, max vertices - 6)

VS OUT {
vec3 normal;
} gs_in[];

float MAGNITUDE 0.4;

void Generateline(int index)
{
gl _Position = gl _in[index].gl Position;
EmitVertex();
gl _Position = gl _in[index].gl Position + vec4(gs_in[index].normal, ©.0 MAGNITUDE;
EmitVertex();
EndPrimitive();
3

void main()

I

L
GeneratelLine(0);
GeneratelLine(1);
Generateline(2);

REFHAITLUSEAITRIRERE, BB/ AIEGERIMUCRTIRANES, T
IR, XERBERFUTEYMEIN T BA(Fur), FILUVAEGSRLXERARIINE



S AFAZEE (Dynamically generating geometry)

ETRENIET/VIEESNS— MR s U R. BRI IE®EEILST
IIARILODEIA (Level of Detail), tbil, BEAIFETIFLFLEH—NMNERE, BBAFKA]
AILARIEIEEEENNOmRERERERNTRE, 7oFAER0ee. EIIE5ks
H—"N 218 (10-sided polygon), XBEEFERZEI=—HZA—LMIR, WTFEMR.


https://zh.wikipedia.org/wiki/%E4%B8%89%E8%A7%92%E5%AD%A6

150 core

(points) in;
(line_strip, max vertices = 11)

vec3 vColor[];
vec3 fColor;

float PI
void main()
IS
L fColor vColor[@];
(int 1 0; i

float ang = PI

vecd offset = vec4(cos(: @.3, -sin(ang) * 0.4, 0.0, 0.
gl Position = gl in[@].gl Positio offset;

EmitVertex();
}

EndPrimitive();

TEOFATITR, XEREH TR, EABRNFEESORAAER, i
DIE— N TIRBREAHRR, BT TENSR:



BT RETBE TR S0 ANLE, Bl BIEEE AR — N E(E:

FIRTRAYSidesEUBERIEHZDIRNDEM AR FEHRIEE0, HAITTLUEEI FEAIHER
B, [UNZias \%J,Eﬁ4 8 168032551, BAME I LR E S IS B S AT
VSRENSRB SR NEIXNEMHE, SCILODRIRER.



~ERE (BillBoards)

NEEFARFHEL3 DIMAE R AL E S DIRIERIR A, HITTUBLSEEZ
HFHEET, XENTRESE, AEEAEZELRE, N LEEFTR.

RiRyHHERIELYS, FExzZFbE, WRARRIA S Tz FEYSyMHTE RS
M. TEZNHBEREZIR A SHAISIRR, BIMSEASHAIROEC FEATTLUR
B AERZINRYT RGO RERASH), BENAIMEE, BRI
BRI S BRI R AR H R AMRRAITI N KR :



+X

(E.~C0E, -C,)

I(E, ~Co0.E. = C )l
=(0,1,0)

U=VXW

B A SR BERARR N AT RZBRNRRAR A SEASAIAN, FATTLUSE
NERE FRERINAF AN TR AR T -

float4(gin[@].CenterW + halfWidth*right  halfHeight
float4(gin[@].CenterW + halfWidth*right : halfHeight

float4(gin[@].Centerl - halfWidth*right - halfHeight

float4(gin[@].CenterW - halfWidth*right + halfHeight

BATAN TEGSENERASHENPORCenter, BT/ AIEEESKY EAMLFHT
&7,



Alpha-to-Coveragef iR

RGB Channel Alpha Channel

A 1EBilIBoardsi R LRIERIARRalphalEift Talphalllif, LFMFEIMERL SR
B, SRMAEIAE TRBASIEE, EHEEFHRANERTR. XNMIREEZZHT

B BRETRAY, BIIRRSEEAFTENASCENGRR, SERNARIA%
TEARBA.

RRZI R E—Fh7T 226 Aalpha-blendingii Rk & alpha test, BiTLMLIRT
8, BAITLUEBASBASITEENER. HAERGERRNIERHEREGER, Tk
—FhiASAISER. (B2, izMalpha-blendingiAREEE 7R FHMIAMZIB MW EERTRIIR
F#HTHEFRIER, MFER—ARISFMEER, HIFHRITEFEBIEEX. MR
alpha-blendingiE ASTEREFETRAZMOverDrawialil, SRAFINFERFIIMERE.



Alpha Test

Alpha Blend

FEMEERERSERETEESRR (Multisampling Antialiasing, MSAA), BILARSk
BRSIDFIDERIESEE, (FZENFE. ZHRABLER, FMdthk—SEE, 7

EMSAAKARE, BHREMRSIMEA (Samples), HRIEHFANA W4 FIBERRRERF

AHFBER. XEET, BEEREEZUFER (Polygon Level) ERETRE, FrLA

MSAARSAF ARSI EalphalBE, FrLULST EASENEHEIFHSEHRITERR. MR
BEEBEXRITEIESE FalphaBENER, BBFHWRER Alpha-to-Coverage A9
. Alpha-to-CoveragexfEsIERJalphalERRERFNEEE,

HEFETMSAAfalpha-to-coveragefs, B IEMIGEERSREINalphalE, HEBETF
HEBSEN, LLAAEFEAMSAABZIcoverageR1, (BEGEEGEIRERalphaly
0.5, BBAcoverageZEpk 70.5, iXFHF&fETEresolvefiEs, X MERIEAB IR T, 1E
BETXMRIL, BHEHAEBEN, K27 RIEELAIER. XTFalpha-to-coveraged]LL
SEXEIE,



https://medium.com/@bgolus/anti-aliased-alpha-test-the-esoteric-alpha-to-coverage-8b177335ae4f

Alpha to Coverage

LA EAal phailllif e EI R H e B BF=IX 038R, ZiERAMSAAFIalpha-to-
coveragefARFHITINGILELNIE, FTAFR(ITAIIELalpha-to-coverageth @ F iR
FARRI—Fh,
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