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A (Introduction)

T _

B ERELELIERIZOEN. ERELNINEERBISAEREMEN. 3DZSEMAK
LR CREDRER R L E ER—EI2DIER. 1 EEFR, HEFH3DHRELE
ST HRERELR2DEG. SERELELAMERNEETE, LHERAEAFATEREL.
B ERrELTECER I — 28RS DARET AFERTER2DAR, “2AFE
FMERERHTER. ERELHN—RAEUNTER. 232 MRFEEmA. IR
E0R. thE@ADIE. JUUEGERE. BycHL%E. #3500, Soit. REREGSBLINE
BR. HBNSEREXIESZNZ MM EHTFANNA.
ERELN—MFRMEES N BESICE— M N RIS B EZMM BRI, Fln, H
BEERSEUIMUERI R ER (AR A ERIVESUER)ERAM NI TERITR. (R T ETEs=m
HMMET LN R ERE BRIk I, BRI R E LA R o RiE/mI B ERY. HF
MmEGR. HEASEXERRS. VIEREIIFEBRECSRERENME, mESN
HET=ERENMNER. E4NTHRE/MRERERAEENS— MR, BARIER
EERANEZAERER (Immediate mode, tHFEREIEBREL), ARATFHEAR

BGPUBFAYALIN, MLEZRENIA(Core-profile mode) AR AREFINCGPURTE
AT



Tessellation _ Tessellation

- Geometr
Control Evaluation y

Shader

Shader Shader

Fragment
Shader

HANE T RBERENBELSZ M ERAIIIRE:

TRREiE: TMREUEAR A EENTIIRECEEEN ERIRMIRAIEEE. BERELHAIEIRE
FERR, EANEERELNOLHUIBRLIETN AR, SEBMR. TSRS A
B, A7T1LOpenGLEARTRAEURMARIIZETAETT, FITEERLTIESHEEER
NAETTER. ERAIETTELE: A(GL_POINTS), £(GL LINES),
(GL_LINE_STRIP). =f3i(GL TRIANGLES),

RRE6E: RERRTERERHTATRER, BRARNBERL IR H AR,
IMERATHIREI AR, ERFMNESERRERSRHTIRITEFMESBRER), REE
IIMMIRESEIS N FERAVERE, BRTXMTESERCRIERAEAR, FLA—RE
REREGSRITIRTTE, XRTARRRUANRECLSRIET, BISEREFENAE.

HmAS: HEmas 2F B ER IR AN =AmEETAS, LA IAERm=
AENNE, BEREE—NENMNER. CHINSEGER(Hull Shader), #EERES
(Tessellator)fizEEES(Domain Shader)fgpk, EHAp/MTEBSENIGEGEE I HE
8y, MiEmSEEFEHEEN. HITLMEBHREESBASTIET EIR (Level-of-
Detail)f9#N%l, FEEBENSINMAEEENFEENET, MoERENNRES
BRI,




NEEeER: /UIEEREREREL— I IZAIMNER, HIME MREaRIEmAR
BATIRAREN), BHNRETERENRR. STRERSRAR, TSGR

REE2NETEi, <), BHAUE— P EE M EtRE T, =/Am), SERE
HIEARETT. IEERNEFFUHMEREBANREEY RAZUOF. TERRRTL
HEBRIMISRY RSO,

1 2

BlE%E: EnEREmANRRERMIEENETT. EnExmM RSt THEMEE S
PRABRRIMAL, LURBDHNSHMMERIEITTROSE, INEERTRE. mtr, Ea#
1TRRIRETAIRIE: EMPREFNIIO R,

KT BEMBREFNM O LR RE TR ERIBM N BRFRE— MBS, FLERE
XA MEREANZIETERNER, RETFBERAZDMHITRE, BN EREENE
RELFREAKRAING, HMNREENEC MR RR TR RIRGIMATLLT, ALl
FAIXERFRRGNE T BT ARSRE. X MMEFEERESGLI, AR BaER
RERYRIt.

Fetit: STETERUNFEREIMNERRE, AN BIRERE TEOMR. SOt
BN BEECRINTIIE, B3DESRMIMEN ABFRGEERNTRE. SR=AERN=
BBHRAIMER. St ERERTTRBSNRR, FIRRRBIHEESEIRRIEMGT
B8, REXIFRERSRITHEHE, RIXEFEIRIHRREGHNREE, R
BREYEZANN, FRASHAREETIEER.

. m\- - - - - -




REEGR: FEREBSREDirectXh B NG EEES(Pixel Shader), FEREEESAX
REFR LGENREGE. mXMMNMEBSHITERITEUNBEAIE, BERELSHK
RIS,

MHREMER: ELMIRE—MMREVLNESHR, WSERDMN. Alphalllid, &
WRTATRENLN. RELTUHNRBRERER, FREHTESHER, SN~
BRESHNEEGHER. AlphaBEaILURIERERRJalphalEBHITIES, AR EFEPIIN
R. AlphaZmHIRMAIIRNERE, Eittalpha=1R7EE2AER, alpha=0RR"L2E
. MUESHREBATEVRENER, BRHATTLUBIE OpenGLELDirectXiRHtHIZO
HTEE, ERRSHIAAIS.

BEEIRNE, FEEMRISHIEEBEEEZRE A (painter Algorithm)HIRRILH TS
i, EAFERRE RIS SRR AR, W\ TNEMSKERIIETLEER, T
RHILT R RTEHRENREFENEXRRRIFNE. LA, SHEEENRZE,
R ERRIEE LTS PR TR, AMXE— N EERFE-,
., BEANIETHEF FEILN=/AFR? FRLASHITHERYRNERN, —ReFERIIELT
FHEIFRE R AR (Order-independent transparency, OIT),

Red on top Green on top



https://en.wikipedia.org/wiki/Painter%27s_algorithm
https://en.wikipedia.org/wiki/Order-independent_transparency

ERELHIFRXEN D, AENBMESEARARNISTE.  (Real Time
Rendering) —HiGERELLD AUATIUNNER: RFFERFMER(Application), JL{Egk
12} E&(Geometry Processing). &4 (Rasterization) &AM ER (Pixel
Processing). RFEMNERBHEEECPUIRHITAIE, BIRRHEGN. shEHIEEIARIE
HAPREES, XTMRSBEIEEIEREST, JUTGEMBREENTIIRERSS.
SR/ HE, RESTIFRIRGIRITNEE; YEMMUM BRI LEIHeNERS, HEKETE
BUCRERROETE, GRUEMREEGRERIIREHIINEE. RITUTLIRI, BRELN
D RELRA—F, EEEMNNBNEAISREELEEARAZH, REHE—H, HEX
ANER.

—N\|  Geometry |\ Rasterization ——~ Pixel
—l/ Processing _‘/ ¢ o _l/ Processing

O—— CHEHEHE: | Sy | e

TR ZiiE (Vertex Data)

Application

TRREUEEDIrectX PR B NIRECHER (Input Assembler State), RERELEIENIEE
KR, BMAREUERTLABETINRAR. TIREE. TNRES. SORMMTELUE, FIFRXL
BALZUERNTLERBRERSRITERRIVERER, RRRLIEEE P, NREEE
FERKEHLUEIRNARHTRHIE, EINERE: &, Sf=/AHE. EOpenGIHFaILAE
FHglGenVertexArrays () . glGenBuffers() . glBindBuffer ) . glBindVertexArray() .
glVertexAttribPointer () ZEAPIMNRFEREFENEUR, FRETNRNNAEMREEMNARE
mE. MR ETRIN AR, AT TRRAR. TRREEMINRAISERA TR, 1XE
BNEFNgE 7T HLFEINTIRNEMEE, HE—T, F— P EE/ LA 1 =AEnE
ZAER, HNNTREXLELER? KEEIIMEEERREETR Y, BEIR3DEE
TEA: Maya, Blender, 3Ds Max%&, IFIRJLATERRRFHINEGEE T E=4axXLE]
1B, REFRNE.



float vertices|]

0.5f, 0.5f

BNB=AFMIERITUERTIR, FIEEHBINRRREN =AF. ATES=AFaF
HEIRRHEARER, TEEMRNBIEESERIIBER T, TREERIFESZ. EIITLUE
HERARS IRERHEZINAEEIENZR, M EERIIREES(Vertex Buffer
Object, VBO),

REE®sE(Vertex Shader)

15T (Coordinate Transform)

RREESARMEMANRRENE, TERARS TR RRREE. I
B, NEANT AR AR RN FRAIRR BRI —RIIAIRTIR, FTREREER
FFEELE. TENERER 7 TRRATRII—RY TR, BIINEETESZINEYIR
BI/EERFR(Local Coordinate), EEBAIREISIREIEFEModel TR tH FRAMR(World
Coordinate), tHFATREIERAEREViewISHEETNERAAR(View Coordinate), TNERMAR
213G E/5EMEProjectionZo A ZIEBIALR(Clip Coordinate), FHEIAMREZIHBESIIRIE
(Perspective Division){§2IFrEiRE=Bl(Normalized Device Coordinates, NDC),
NDCAREIT I 2 #E(Viewport Transformation) BB O ARHITRER. BEIXA
23, BAR— N FERET! BINETRE T8N TIREM T 4.


https://en.wikipedia.org/wiki/Vertex_buffer_object
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< ] MODEL MATRIX u VIEW MATRIX
|
1. LOCAL SPACE 2. WORLD SPACE
i 5 ~ I N
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| H
| H
X X i X
. - VIEWPORT TRANSFORM -
PROJECTION MATRIX I
|
. e 3
4. CLIP SPACE 5. SCREEN SPACE

3. VIEW SPACE

HARNE, FRRHTE—IREREHRTERTH, AR RERE eLAER
AR AR RESE], ANRMIARIREARYSDAEN, IBAEREELIME TR T . (]
ﬁmsﬁ%E’Ju;faTLﬁ%i%ﬁﬁﬂﬂ—n#ﬂ%*?ﬁéﬁﬂﬂﬁi|Eﬂ TEIRR T iR AT s
A, ANRARFEFZLIR(Translation)BA I THEI AL TR, NRRAFEFHH
E’EE?*T%(Rotatlon)?ﬂdl]ﬁ'%‘%%iba FURERE; WNRFEIRYIgEREE R (Scaling) 317
B(EFAREM AR BRI R, R TZITRERHES AT LIZ% OpenGL Normal Vector

Transformationi X W&,

y incorrect N correct

triangle

normal

- X - =
scaled by 0.5 along the x dimension

EHIREINEN TERNPNERTE, HRATEFMRTEHXEN TR, BRGNS
UERMFNERR, WERARIGEZMGRAR. FITLABTRENE
EyePosition, WzZRHE#rmFocusPositionfa_LAYAMAEEZEUpDirectionAaiENIERE
B%. OpenGLFIDIrectX&EEXIMAIAPI, 1ZFENLHLLREE, REZBEIRXEEN
X et ] LAV ZRE P,

XA Camera direction
/ View transform ® ‘\Viejfrustum
>
y Xec
Camera Ze

position world space view space


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

NBHE=EZE, BIIFESKRE—EEORE: WHEARFrustum), FHEARRTLUED
I TFEATARNFEREN.. HiITESHEE RS IAMNN R BT IR =, #
BEEE—MNARRAFORNEE, AMEZHEET N E TS ERE. $E$E$ﬁ%§75‘t
BA—HE, EATRTLAEN AR ENE, ERNREEAE: [EXRTABIIRE.
AR EHE X AR FEFR. BT B RIERIS AR R TSI, ﬁ'ﬁﬁyﬂb
IREAERZEW. BIITLUBSIEFEE(Near), mFHE(Far). EEMWIZMA(Vertical
Field of View, FOV)MFEEHMEL(Aspect Ratio, tHI/ERERE L) INSEERE XN
HEE(R,

S,

2

Perspective projection (P)

Ca’m"'r Orthographic projection (O)

IE3ZH%

&

IERIGH N FITIRE,. IREAMMERRE— MBI, MEREFERNX/NSIEREIRILS
BXZHR. EO0penGLAFEAIRTLAEL g ln:ortho () LAuéﬁSE@JL—AIEse?ﬁ%%EBR F3Z
R HSL 2RI FRTLARIGL PROJECTIONS B #1TEN R, Hep, Z8r, |, t. b, nf0f
BUHEAN E T A FEIIRTE., BIIERERFETTE, ?kﬂ]?%éﬂ?ﬁﬁﬁf?l‘ﬂe

ERIEELHI T EV IR R EERRERRS,, RAXETWEKRGEEIER
IRBEENBEART, LUERLSFIERIRECEIR/NER. ERETAEEN_EE
AEfx.

\0o o o0 1 /

OpenGL Orthographic Projection Matrix
1EE=#e8GL PROJECTIONYEEE

EHRIRR



RIEERMNNEFERHINSAIXENISR, BIRETIAREERE/), EEIEENE
K, RESHEIENEF, BRAKR. A7 ZIXFE AT NIER, HIIEES|INEW
1’85, EOpenGLARAIATLUBIT g ln:perspective () XAPRECREIFE— NEMIRE M.
1R TIMERNETTRALR, BAATEENREN ERFREEXYZRHERRIAW S EXFREUNDC
AtrzsE, EBRIAR LASCIUA R/ MR, IR B T. XIERER
TIRNENSIRRTENXE, FIIEEESHTEARNIS. TERIIEERIENRE
EPE, FIIERIGE — AR TR A M. B nmEW B E R,

*

%

' 3

ANR(RXNXLABPFAHES G, BBV TNRE BRI S BRI AN RIEAR R
RiBER, HEARE TR ZAENENXENE: OpenGLIZE/0ME,
HFEIES IS R B TIRZ5EM: Model, View, Projection, ¥ATrTLAE
BRI LG IR REESR, BSRINEHTAEIFHE T aRIRAT N, XBEFET
BRI zEIRFENGEIL.

Vdip = Mprojectim : Mview - Mmodel - -"rifamf

Flat Gouraud Phong

EHEEE (Flat Shading)

IR EIAR, JLBEenAo A TFEER. SEREENERER. HF, &
BERNERLIMETEER. FTEEBRRER— N IIRAERAREN=AENHE,
AR ERRS PE—NNREEE, flN, F—PMRELE, BABRN=HEHIRL


https://zhuanlan.zhihu.com/p/74726302

e, tTERrOfNEGHEFAFRERERMEEN, BITLUERITFEE.R/\FLE
FREIER.

=ig&EEa (Gouraud Shading)

BSEECMEAINRERRTIHEINSIERER, MUBIEERRER. B8EE
BEVTEEBMBEREBIITTLR, ZhiRERERHETIT RIS ERE
B, REEMH RIGESEI=AFERESS T R RIEREE. LEPENEGHZER
AEREEREMEEN, BIITUEIES S SR REaRINAARRROAR
B, FEETEHIFREMESRN, BT HEESEIRIRRIRE.

BEE® (Phong Shading)

BEEEMEEHRERSRTIHES N RIRER, FUEIMERRRER. BEE
BEMERSNTHREFN, hEMEHERANERLI. BRERSERERA
AIMRIEE&EREMCNERIGESEIS TN R RIVELER, ARERRERSTRIREE
g, sORMMR. NEFERUESNMHRIVIRER. FFEEX, RIRRERRTHY,
HATTLUN EEGONEGEZIBRERERMEEN, BIMEREEaNREEEN
BYEERD, BNBERKBERERLEEENEREL,

M EERHEHAIAI: X=MELETTFEEEMREE((TEER)), SBRREEH
RUEERX), BREBRFUIEERS). BIFERELAIREREEYNAYERTT
i, FEEEESERIIEET R A TEE.

Mo EEEE(Tessellation Shader)

HEA S 24 BRI R A = AEH TEY,  LALSRIE I AR ER = A EAIE

2, BEREL— P UERIMER. BlINTE®SR(Hull Shader), ##ixas(Tessellator)Fl
EE®ER(Domain Shadentapk. (I AEIESE(high-poly) RFEMEEERETEREE
FIATIANERR: $—, ETGPURTLSEIEISHILODECR, AILRIEMAIERSEEAY
WRER SO MSHAETS, tLanii, EYMRERREIIRE, WERSKEAMERS
EHTERSIEMIRE, EABRIIRAERNEMSHEEERAT. BEDFERENZ
[ERERSAIALSR, BATHLASIIESHERICANIE, IR, B2, DEREF. i)
HJLESMEESRPREFEENESES, BRIEFRAGPURSHIE M ARERIET.



Vertex Shader(V5) Stage
[il=E=g==E

( Hull Shader(HS) Stage )< GPUHIR
’?f‘%%ﬁ“

Buffer,

Tessellator Stage )< Texture
AT iR T i
=7

Domain Shader(D5) Stage
HE s
Geometry Shader(GS)
Stage
IRE =Rt

N{AE&8(Geometry Shader)

JUEIE S (Geometry Shaden) 8 FiERELII— N EIEMER, (M THEMAD
(Tessellation)F05¢Hi{L (Rasterization) Z &, TRREEELATRSETEENBNEGRE, /L
IS ERNLASTENETT(Primitive) fEAMANEGE. Fla0, LA=BEN="NT=IE R
A, REBHXINET. STREGRIEEHENRAR, TEaEENEES
ARSI SR LAETT, tINEELGPURTLASCII—LeEHAIRAER. Hitn, 1RIEH
ANETTREW BA— B S HMRENE R, SE R ETET. FEETENE, /1
IEESNEEETTA—EIMmAETTER. JUIEREN— I EFFRHREE— =T
EBA— NS EIRAN=AF). T aEE5EE AR S51=(BillBoards)iy
MR, JMIEGERIN—LR BN TEMRR. XTI IEESENERET I ASERZ
BIEHN—mYE: [LaEEES.



https://zhuanlan.zhihu.com/p/76775024

ElrcéH% (Primitive Assembly)

#B3 (Clipping)

REZETHOHEBUTIERRE, KT EEZIRKEN TR,
AR ER. ML TIERIMBRETTSMEEE, A iTER. MTEbo
TAMERRIETT, FIFEXMISHITAMBRIBIRIERE, Fla, LRAIE N IRR—MIT
MR B—MITAMERSIN, BPARITIMNEBRITR ARG #B0i, MEEMIERSEER
RURZFRALF=EFRITR. BYZRINREBRRTRRE, WEEAR— 5K, X8
FITRAIHATRERE, EE%RFREENEZN—.

unit-cube
new vertices

EL c1iESng

o
47— /=

/ v new vertex —/
z

M EEHRTABRLIEN=AHER 7, MEEHN=BIAFEETIMENE, F
BB ENRER ARSI T, M IHERIMITISHEE T, FEERFE
FETRNFNIRRBEROENSR. HEMERFERNE4L-DERSTRAR, BT
BEHBREFATT LABRNT— 418 F 44 4R(Normalized Device Coordinates, NDC), %A/
B OGN DCAMREREIFRANR, HISE TEIFRMRET BEATTISIXFER

7. BIIFERISEHREEREREZ EHT, JLURIBEESIRET w = 0, BEAIEE
HjxEHCohen-Sutherland&%. Liang-Barsky&i%£Ff1Sutherland-HodgmanZihfZ &5

XEFANE R FIEFPRIRE, BHMERENTLUSESEREEREFREA R
17, (ER—FPIUEEI (Scissoring) B ARTEMERFFHITREIR(E. i, JFJUTLIR
—RREMEF BRI TREEIF %, MEFTPIIRE—RRAEG TSR, IGR
B,

BSmzlk& (Back-Face Culling)


https://en.wikipedia.org/wiki/Cohen%E2%80%93Sutherland_algorithm
https://en.wikipedia.org/wiki/Liang%E2%80%93Barsky_algorithm
https://en.wikipedia.org/wiki/Sutherland%E2%80%93Hodgman_algorithm

'I.hl : ' .
back face 1¢ A2y

v "Jl ) -
3‘1“ Y ¥ V3g"Tv

o front face

EEZRIENEAFRIPL ST RETINET, WTEFRLL, Bxt1SHERGH, SEH
B, MEITREEHRE. HIIFB= %ﬁ, TRRRIIAREENEF(Winding Order)kfERMBHY
IEE (front-face)fI& i (back-face), BEIBR T, =B NRRZERTEIRF
(couter-clockwise, ccw)#{THEFIRY, FAISINARIEE, mlRETEH(clockwise, cw)HE
RS, BIISARESE. FINt2H=/NI=IRF %IV, v2, v3), FrLARIE
H, TEREB. BURKREEXYFER, FiITAEENERICIITR=AIRSEIF.

V2, ) o2
back-face front-face A
- CW-ordered — CCW-ordered
(0,2) (0,2)
t t2
Y . Y

—d
v (20) v w20 v
02 02
. =4 | =4
T 20 z 20

(x2 — 1) (¥y2 — 1)
(3 —x1) (3 — 1)

MEERILER, XEHRTTLAERTFIZ (determinant) kiBER S ERI2D=/AF 2K
BCWIEECCWIIRRR, 1752 —THITmVIFOIvAMFIRE, M _1THINmVIFIv3AL
IRERE. WRITHIAMERTE, IPAZ=AEEEER,; WMRAIEL, NEIEE:H
M,

HEASHIARZCAZRRTTEN. BANTLUEIT 1 Fnable (GL CULL FACE) REERIFEE
RO, TR, BADETLUE S 1CullFace () BRECRECE IR RIEEARS
SEI6L FRONT | GL BACK (BATAME)FACL FRONT AND BACK EQK“EE%JB,%TLU(TE%W\
50%HYERETT, BREERFIFEPHAEEIARET, FEEERZEA, BUSHNEE
iR, EAFERSAERAR AR RS SRR,

REMET (Screen Mapping)

o EBRE (Perspective Division)



.| ModelView Projection Divide by Viewport
Vertex ™ Matrix Matrix w Normalized| Transform
Data Object Eye Clip Device Window
i Coordinates

Coordinates Coordinates Coordinates Coordinates

OpenGL vertex transformation

TENREERR T MRSUENTHTTE., MmO I8 SidE8E

BEModel, WZFEFEViewF 125 B EProjectionHifs, fHEPIEIMATILE] T HEI=E)(-

Wc <= XYZ <= Wc), JUTEFREGEERUWSE), BITTLERRERESTE, %5

[B—Rz AR EIRERLAR(Canonical View Volume, CVV), HUTEMRIRIEEN T LILEST

"R HPIE R/ NIRRT/ MProjectionfYHfg, WHERE TUET

BFPIRZARRNER, FTLABEBR A7 BEB I RIEIE B IR G I IEFASCILEIR.
ITFRRESRERHEG BT, ERERENR AR AIENIE T P E S

WHIT, RS IERE e Sl SENEWL EBRIEWLERNERET), LU EH
IRBLFRIER. BIINXBHIER THERZAAMITNEY, HEIMENTIERICR S

FERI(RZE) PIRSRERES, EHMEZARE.

WIRISAFRT R, IR, SRR BRI ZARRERAE, TTSERZaE
FHIXFRENE: OpenGLAFEFI0penGLIGE AR,

(-1,1.1)
Z i (1,1, 1)
/ - = —/:,-7 la“-,__hh‘ £y

L t-n)/ J."’ III' I".I . I.-'I
( ) :':Lh“‘m, > |
s x40

(L, b, -0y ® |(r, £, -n)
<_|

+Y . i \ | /
~L— (-1.-1.-1) s
; (. b,) \“\ |'|
4
+x \\.“\ IIJ.Ir
¥

+Z
(1.-1.-1}
Perspective Frustum and Normalized Device Coordinates (NDC)
EEFR AR LA NDCAAR
-.1.1)
il A
LS S 7:\-“"'““-\.._ +Y .l
Ut -MNee—"" = < " —
JOSR .- il
\ I I|I b --I |
‘j\i . / //' Il". ; ,"ll
= fax 7(1,-1,1)
- > [/
+Z +X \H.H‘H“-. / (-1' . -1] \\.\ I|I '._.r'r
h /f) \"\H | ‘_rj
(r, b, -n) \“\ ||_;'
~
{1,-1,-1)

Orthographic Volume and Mormalized Device Coordinates (NDC)

o O (Viewport Transform)


https://zh.wikipedia.org/wiki/%E9%BD%90%E6%AC%A1%E5%9D%90%E6%A0%87
https://zhuanlan.zhihu.com/p/75686462
https://zhuanlan.zhihu.com/p/74726302

(Xll Y1)
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BEMRET, FAMEE TNDCAR, FKENDCATREN T L R irAYaE i SHEE
FTok. EIMAOEEE, BNTLERIEOLIR(Window Coordinates), BT BEOMER,
B R&EAR(Screen Coordinates), —f&Skii, FRATREDRIMNS, RATERRER
XY&tR, MEOLIRE2.5DIES, BEFERERER, EHMEETTIRENZHMANE
B. EAITLARz Viewport O $HTIAEH, ZARHIEEEOpenGIFIDirectXREEHEA
@, ZAMFEOpenGLASHBREIRI[-1, 1], #DirectXdPAKBREIRI0, 1], FAIfEER
glDepthRange () SEHITIREMRES, NDCARIRETEIE A RE BT FRBFN4ER 1N AT
e, MOZHRMEREN A, Erhwidth, height, farValfnearVal BRSO ES
i, XFROEMEIESAIIASE Y ouTube XX AT,

N EER AR EERA TS FREZEMViewport HSERA—HAY. FeflJATLUEE
glViewport O REMARABIFIES. MRAD/NTRETE, BASERSRIGR
BEEH. HIEN, ¢lClear O SABNFERTEIRERERE(E, HAITLABSRIINN
(Scissor Test)RiEEERAIXE, B CEHNATENRENITE. HIISEREENRS
BRTIeEIRNIXFHRA,

1]

width _ width
T 2 Tnde + T ‘+— 2
. height height
Yw - 2 Ynde + Y + 2
Z farVal—nearVal farVal+nearVal
w 2 Znde + 2

* ¥'R: 18EY (Picking)

S AT AR A—MERE . 1aE(Picking). HERIEFFALIRRERRY
RIRI3DIISR. BAIBEME TIREAN AR, B YIRTIREI3DATR, IR
ESJOEES NN

o BUMOZREMSRRERES FR AR BN DCAA R

o RREITRIAWS B (IRE5IRRIEATEZRR) G N D CAMR AR R # BT AR

* BT IRFERFE RN R ET A R IR B ER AR

o KRHATRAOLUAK mATREETZ

o BELUTMERSTE, BTSSR IREBEpa R T TN (XERRE
TRFIBHTAENTHOEER, BYFRREA BT RE H FRAMRREERRE)

Yéti{L (Rasterization)


https://www.youtube.com/watch?v=puSWkVXLoQA

=

FEMMEERR IR (scan conversion), ZMBREERZFGLIREFRTRNEITERL
ARTHIEE. BRCIERN B=RE BRI R BRRETZE . XEEMESE
BRNTER, HRUMAIENETTEZE(Overlap)— M RER, SRR AEE B RFKE
(Point Sampling) MIERE R T HERAIPRE, SRERQMTETTAIAERE, BADA
HNETBETZRER, XEREPFREST, RUEEEBRREMSERFERA, i)
SENRERENESDRIANEA. S EESERMNIRE: AR ERN=ARER.

=fafz4a%E (Triangle Setup)

SRPAZESNTRRAVMANSIR(EN, Be, iF. sORMRRITRE, BRI TRRY
NEIERE, NEENARECRHAREE. TEHERERREARIREENE
HHTIREBIINS T RRIAEMES, BTREMNTE. XEXNELEERTTY
LI, AEIB(IXERZH T MEBRIRE, —REXT, FMRDEHEHE
B8, BEHENRRBRERSMARHEITER.



(188,11,13) (9,165,255) pﬁ 255.255)

(244.9.22) (236,255 "8] (0,0,0)
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6 . 5
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2

| .
y 0

0123456789
T

=ffciEMA (Triangle Traversal)

HEL=ARERRRERNEREEARTRE T, BlESTERMRER=AFE, &
MNBHXE=RAETER S PLERRIIRER, BEEEZETTFAIRAIATT. BT
MBI SIERERN A RIVEUER, BIEMe. £5%. SaR R REEHE
B. MTEFRE, BIIFEMRRIETRIER(EPerspetive-Correct-Interpolation)3k1E
WEERRIEG. SEREER. XTESRIEBRENS ETUSEXEIL,

i

Flat Affine Correct

LEFRIEEIR

XED N NTICERRAHISRIGE. LRERERENETT, REtRMERETHNE
ﬁﬁe HAN B RV BLE EDDAFHAIT IS ImEIRaTTE. AENBEEINE
itz AIBresenhamyEMALIRIE, THETTERAIVAHITIERE, HIITERENEZLIER
8%, XEFENRREPREENNAHAEREE!


http://citeseerx.ist.psu.edu/viewdoc/download;jsessionid=3C84D4AF5B16D5356C60D622B62095E3?doi=10.1.1.48.7886&rep=rep1&type=pdf

* HFRoEZEEEDDA (Digital Differential Analyzer)

X9+ Yzl‘

/ ANEEEEE
/ ay i S
/
_('?‘1'.”1]

i Ax

EE—FRERIANRROFIREXT, yDAK2, y2), MREMEE: 0<=m <=1, HZLX
BREMEMRBATAHENE, Hi1SEBresenham&EiEHF TSI —ZER FHIM
FHTAE, SxMX1ZZCEIXES, yMy 12Ut Ely2, i RiRXYiHE FREEXRR:

Ay = mAx
BREXINEENT, BBAYRUEE M, BAEENEY, EERTHREMRZRE, LS

BYyRIEREEY, NTHIGENGRME, FIFEGYIHEHITIER(F. DDARX
SIS IReEL I

(x = X1; x<=x2; X++)

y m;
write pixel(x, round(y), line_color);

FANERZREAIRG A 1RIRET LN TEDLNEEER]. DDARZNERREENTE
ME, BH—MREUEYE. WTREATINER, BTHMRERZERERIT
K, EREURNEGRETRARE. STREATIAZLER, HTTLUBII A EF Y,
BizEiEZ: MTFEANYE, HE—IRENE, FHITUNTEGEREEZIRIN

=+
gl:l o

e Bresenhamy¢HiHLEsx

DDAELZEARER, WISLIEERZLI, EERATFEBER—MERAHTEIRNFRE
MIMEEE, MR, BINETRNBEIBresenhamES LKA LB ZSINiEE, RS
EEIEBHRINE. AR AIRIE, SRS, FLIEBE/ BEF RS
FtREEL. BresenhanEiXSDDAEENFEXFITETFIE T — N FIET EdNREE
BZREREE, B



d=(x,—x))(b—a)=Ax(b - a)

gnfEIRgBresenham B EARRAEHNE, AILASERAINE L EBresenham ittt &7k
IANIRBresenham & 2UNAF AL B AR TR MERA.

ZIBRIEREE

NBEFGRIMBEER, BIMETRESOERE X, BXNEEERE, thil: 5

BIER. MAERMEREEREE. HIXENBERARSEENNAHEGEREZE.
o PiE&IEFRE X (Scanline Filling)

AREEARERRE S SO /RN SR THRIER. FELIENE, A5d
FRTRRSIEEAE, FENRZRTEERMMILERRIEY. BiITLESRES
TP mRYERBEIRRNEE, WTB(OR, 3%y = e S=ATARR
P1HE3Z. FIIAIMP1EIBAINRPOFIP2RIYEEATPIRYE, FLFEESHFIRIERH
TR, R BESE AT IERRY I PIECRT !

EEEEEEEEEEEEEEEEmm not scanned
0 edge intersected
1 edge intersected
2 edges intersected

3 edges intersected

SENENEEEEEEEEEEE ; 4 edges intersected
EEEEEEEEEEE RN

(a) (b) (c) ()

EAMEEET, BIIRIERMEHEIRSREENFERR, FUABRIIELLERENERE
EHATRZBNTE., B EREEIAZR(Active Edge Table, AET)IXMEHREIIRTLAYZ
BiRATI. T TENSBIRULN, FATLMERZAET#ERE TRR, ETE
FIOEdgeRIEIRSHIENINT:


https://zhuanlan.zhihu.com/p/74990578

typedef struct {
float x,
int ymax;

float deltax;
Edge *nextEdge;

}Edge;
iy
11
10 P3{9,10)
: /\
2 P1(28)
7} LY
6 \\ .
T8
ol PE(T6) ) "
4 FA(134)
PX1,3)
2 P51
1
! A A A i i L 1 L 1 1 d A i !}_‘-
01 2 3 4 5 6 7 8 % 1011 12 13 14
P3P4 PIP3
1 4){5.0 ] 20 | 5 I—){su ‘-:.u 3
2 PIP2
3 10 |02 |8
4 P4PS
5 —>|13.u 08| 10
6 > [ae]s oo [w]
7 P6PL PsPs
8
9
10

FExE®BEE(Fragment Shader)

Ambient Diffuse Specular = Phong Reflection

PhongjGERIEE




TTECIRRERNERREAR BRI phongRE T, ZIERHESLRAWER, SHIER
HELWEEIR, FRETFAMWIEREXY, FTLARIAPhongtE B S HINEESYIEMNIAYRT
f&. PhongtREUSHIASNEIRD A=A HHTIHE, PR BREDE. REEHER
53¢, B, RO ERAFEUSRIRNRN, HIHEEMITREEEM 2
ME—MBNHRRER, RS TEMIAREIRIEZ TR,

BRI A NA NS R TEGT L RAVEBER D 0 tLe, BERENHNSANE
FAGTHRAONERIIT DR, W LEER. Eit, FTieWMEE MBI TIER,

EREIERELRE— R, FTUABA DA SRRV ERTRAY. EREDEEEF
FARARIZE=E (Lambert Consine Law)itH, BHRiRERIIAIA/NRRTREE4:
MICERIKA. JKMAARS, BRIEoEM), JRBTA0ER, HAIANERSIL

Cosine Law: E,=E * cos (6)

(]
0] ¢
- (]
- X H
Py Y !
Y ]
pr- Y :
L4 \
-: \ |
Y
3 b 100%
LY \
\ \ s o
\ \
\ (Y []
. v
(]
U

-
--------------------

Lambert’s Cosine Law

RZIBHARIZER, FAAERRTHEEERE (Half Lambert), iZ¢RRIEELEBValver
EHERIEFFRambERT A& BBRY, BTSRRI XA IRER. W TER7Z, BT



ERERFIEREERIRENER. HNTLBENERIAMHRIRRT! AR
REREFHRABINLE —TREMALLTY, B
SLIZIBHERS ZRIRNEREIFRE0, 11ZEZ[0.5,1], FRLURR TERFIIHNISERER.

float dlleght dot (s.Normal, lightDir);
float hLambert = diflLight * ©.5 + 0.5;
floatd col;
col.rgb - s.Albedo * LightColor@.rgb * (hLambert * atten * 2);
col.a s.Alpha;
col;

RERFRTCGRSEMAREERENRGNISR, RERSERRIIER. i1E
EPRAERFESESNISR, HERTEEEARESNRGE, SA—TER
B, BYRERSEITLUE B2 BRI RN GTERE. BiIMERREEET
HLthalLARHL, SrURIIIMENSREEXERN, HiEHEs R FENEN
RENEER.



Blinn-Phong
Phong Y L 5 L
Eye Eye VR
R=2N(L-N)-L H =L+ Eye
Spec=(R-Eye)’ *L * M, Spec=(N-H)' *L *M,

Blinn-Phongy¢E8{=EY

-
=
\@f
” ~ ; ;
I

TEHKAINBRE—FEEEIER: Blinn-Phongy¢BBH&ERY, Blinn-Phongt&BI2 3331 L@
HZIHIPhongtEEIRIEGH, PhongtEBIEAMES TS H I B NGRS R, Bl IFE
EIRMERAEEYIER, SMEARFRIIERAAXRTIOER N EEFRTR), Phong
BERSHIRERS D ERERIER, ARSI ANESENES, INTENE—FE
Ff. BATRTLABIE Blinn-PhongtE BRI T TR0, TEMKERXILL 7 X FiRETE
WIESFHRTEIER.



Blinn-Phongt&EMEAMERE R GRS A EAMER S MRS CErIRAEIE, MESIA

TANENEE: FMAmEHalfway vector), FAAEHLRER, MEXEHEELFIN
S RVAIREE. Blinn-Phongf&REH HRIFE A REHTE ELAIS A (SLA
RESREXITTRS, BRAREERS), XELICMREERILHEEITRE, FHREEN
IRERABEASEIT0E, Aot EERANECNESRA™, KRR EEESL.

—
— ©

N @x
-(-

<l

Il

SUIENLE] (Textures)

SEENME R ASEERET, REEGERMEEI=AZMIE ERIRR, LUCSRIEIYIAR
HAVHET, SMAEEEESR. SEERABEREZ, ELNEMOEE (bump
mapping). iZZMEE (normal mapping). =ELSEE(height mapping). METLE
(parallax mapping). zFNLE (displacement mapping). 3Z/5AN5E (cubemap). BA%S
N&E(shadowmap), MMAMGE]. JEALEMGESER AR EF B IRE R RYBEREIILLR =M
IR, SCEMERREBREGERNTERE, BUMERATLASLIRSZ SRR, il
BNEE _ LB MERER IS E (texel, B3R {&RKtexture pixelVER, FAFHGRHITX
), SORMGTHSICH R HI T EMG R NANIIE,




BA—RRER— N "HRIMR(U, Vv)RRRSEEETR, HepuRErtR, vENLER, Al
BOBMR—AREARFRIUVASTR, UVARIR—RZ#HI3—{LE[0,11Z[8), {EEMRUVEBHXA
el BIMEEiEest2 S iriSuta=, ifEFEL. ERNSUSHE: EE
Flt(repeat). B HFIF UL (clamp)FIFE & (mirror). ARSI TIREE T UVIEEH
[0, 1]BEN{EsIaS3REUER., TEIEXR 7 Unity3dhsdBpES SUHFNHEIS IS .

O inspector | LR Grid Import Settings e
Grid Import Settings (VN Open
Gpen
exture Type Texture Type Texture 3
Alpha fram Grayscale
ipha from Grayscabe | p ayscale ]
Wrap Mode T E— Wrap Mode Clamg
Eilter Made Blinear [ Filver Mode Balineds
““““““““ e |1 Aniso Level L 1
TexturePropertieshat Qe TexturePropertiesMat [FE.N
v Shader | Unity Shades Bosh/ Chagie 7=Texr v Shager | Unity Shades Bosi Chagter?-Tex
Main Tex Main Tex
Tiling A Y3 Tiling X3 L
Offset xo Yo Selecsl Offset X0 Yo | Salocy

BTSRRI, SEENREFEAREESEERENE IR, HTFUENGRBERE—
—XIRAY, FRLARAISEREGRINAINEEEN, SERFISEEREES. R
SR A A REIE(point), ZitidiE(linear). HIARITLIE(nearest neighbor point)
IRt rE(bilinear), UnityFRid B TrilinearEika9R, ZiEikFBilinearEr%, R
AESEZHMAsEE(mipmapping) ZBIHTRES. SEENSZRIMARARREN T R
BN EFMBNERSONS, AT AMIARHAEERSHISE, AR 1ET
QHIARITRERS, SEROPERERNSEENE, XHEmipmappingfdEiE,



Filter Mode: Point Filter Mode: Bilinear Filter Mode: Trilinear

o EZ&NSE (Normal Mapping)

SERE N —F N AR M RES (bumping mapping), 1ZEAREBlinnS I AR, [MCyBRES
—REFWIAT: —FhEEAEESIRE(height map), FIASEEREEERELE, X
MBI ASEMRSS (height mapping); 8B —MITVEERIEZME (normal
map), XFE—ARFRAIELIRET (normal mapping), Z#/AREPeercy5|I \RY, iELZENL
EEEFENRENAERENZZ, MeEWERETEMARENEEIEES, kL
ERAEMERILFRAEENEEESRIMEE. RERII—MIAS M CBRET R ALY
EEREA, ERERFEENEE(1ZERXE,




RENEE—RREYIRZE]) (object space)FItJ&ZS El(tangent space)Ff, BIINXEBITE
TEEFENA RS EAR. YR=ER AL E EEXS TR AR R U TAERY;

Mt&= BRI AL NEE R AEXS F IR AR TR E T RS, FATTLURIL: Wikt ThE
R ERY, AT BRI EEMESERERIERER, RN EZEMNE RS
—fgtE, ARARTEZESFRR—HUWELE, Fr—RANETIGEFE TEELT
H. ®RiIRIA=aRiEEREOTREV G, EARIUHENFIARRIEERZMEY,

M= AR ALEEERXIEER, FAZHMSERAM0, 0, 1), FiIMEESEIAIRGBA

T
~£m\-
1IX%mEBe

&= E_ EBFR. FAIISRBIRAASHNELN), 14N FRITIZB) = MEEKE
Ei%=E. B, ZERCRERETAAERAER L, BEEMEERATTLERER
IERIER. BTl —RREAIESERSOEERESARRDSEENAREE, EIASEE
[E455RA: DXT1, DXT5#13Dc, FMARISERELER AT LIS ZENVIDIATIId Software
RERNXEYE,

LS, BATEFEZ SRR DGR ST B CRRATARESE. B JBERT LAt R e B it
TR R, BRAILIEIZSRTFHITIORITE, BBARN—RERRTZEHER? 1R
HA VLA BN R, BRI RS OISR AEREII&=SE),; I5REA]
EHASETHTURITE, BNFEBREFRNELD REREIHRTSE T, NEEE
Fin, B—MTELEMLEES, RATRIERRECRHMA TSRO CRRS A
HRREER, MBS ERERNSRERRGELD ZRREIHRTE, FEREARE


https://developer.download.nvidia.cn/whitepapers/2008/real-time-normal-map-dxt-compression.pdf

B TR L, MBAMSRR, S_MAEERNTE AL RARINIEGIHEEE
AHRTETHIT LIS, HINEFERMNENLERGTR, RIEEFERHRTE TR
5175 5% Cubemapi#H{TSREE,

EA5FINEELS (Aliasing and Anti-aliasing)

3DIZETFRMIARIELRRY, MDFRTERNGERRERNY, SBAIERABRIGERX
RNESARRS, EXRTHMRESRER, SEIREFE. FNMNE MM ERE
ZRET— MR BRENITTERN, CRESRANERY, BT REENRERRFNS
BRI,

o BEHEFHMIEL (Super-Sampling Anti-aliasing)

SEERIFITIRE A EMESSAA, E4xSSAASKH, BIGFES PR H800x600, HPA
AXSSAASIEFREIERE1600x12000948 0 X |, FASTE FRIEEIB00x600, SSAATILIE
FHAEREFROMBEER, NISSAAZENITEERIFEAN, MR EREGRSEHER
RE9AE, BREFNR/IMBREFRAYARE,

o ZEFRHEMEES (Multi-Sampling Anti-aliasing)

FERIEAEMEINER, BIFIEBNRBREE— I RER, RE— " RFRESH="AEE
ENS AR ERR B 7%, EMSAARRIISERES NI AL EB SN
[B)ffi(Coverage), MSAARIFIEESLANSSAAERSZ, NITE ML BT E=AEEEE
B RBNS I RER, BERERBEERNNE, B RERBREESSITEXMNRERN
HEERITE—R), AERENAESREXNEER. ULEESEZMER4XMSAAK
B, HNEN=FARES T4 NFERPIRY, TREZRBREINREETERIURE
REEXR05, BRI, ERREE (sampling schemes) I FEFT
. MSAARNEZERRET BIRIEIRIEZ(Deferred Rendering) FAFRES, ESIEREHR
=ZEGeometryfLightingFi{~pass, FESERRINERTCIAIBIE GBuferfIREN A BRIVBEEE
2.


https://zh.wikipedia.org/wiki/%E5%BB%B6%E8%BF%9F%E7%9D%80%E8%89%B2

—=o
Quincunx @
—

2 x 2 grid

2x2RGSS Prie

4 x 4 checker [g[ el

8 rooks

)
i

FEHEINMSAATT BT FEXMER T, BAIXEERRZ4XMSAA,
BEFIERERERSTABINR RV OMUEE PP REOE R FARERERER
ZpgE, EERNANUN=AEEREEEINZKER, FURELHEHIEGIER

T =FAmEsMEBRRIIERE,

BR T EA_LEHREIRSSAARIMSAAZ S, IRBRESEMAMNIEETRR, thil: BE=XEN

5(CSAA). TI4RFRITEHHES(CFAA). BURIE SRS (FXAA). BEREATES
(TXAA), ZITREFSRLE(MFAA), FESHURL(MLAA), BESREMASRIG(EQAA), TR
FASMEEE(SMAA),

BB%Z (Shadows)



PR ERX MR —ARE, BXAM AR F. PR TERESTRRRAE
FEE, SRHTYREIDEAPRIVERSS. ITESHMIR, HIITLUER
LightmapitEaI7 i ZSEREMIARIR, £, MRS TaSHIMDIR, —RRRARIZEShadowmap
AU, IZIARESTR—FNEREISCERIRAR, HA SRR KNS E—ARAR FRRSI AL,
ShadowmapRIFIEIFHEER, BAREMTRNINEER—BZR, BEANRERERS
ANEIWEZ, AEHFRIEBRESRAR, FARKI1EEIRIshadowmapsRFIRTIRL H B
BE TR,

Light Position Light Position

Line of sight top

d(p) > s(p)

d(p) d(p) = s(p)

ELENEEF, BOMCFRRRES, GRprFEENd(Pp), BEMBREESEIIA
NENFRIAGRREBEELES(p), MEd(p) > s(p). FLARAITLMEEIGRpZRIE
WIREETE, ElbpSE TR ST, AEF, BAIRKIEREPISREE(P)=s(p),
HERpIREEERR T,



———- Sample Pos
— Shadow Func

“y
7Y VG (

eometry (plane)

——— Sample Pos
— Shadow Func

ometry (plane)

Bias
offset
HFshadowmapBERIA, [EF/=EIBEE/M%I(shadow acen), XFFFESZMRIFAIAT
PAB T mBEX PR IEE I REERTEE, RIIANEAZIFESERLEGRREL
REMELX, RLGRFELREWEN, FRSE T Htt 5B Rs EL BRI RIT
%, RITRBE, IEGRERNREESIUREMEX, &8 T7THRIBISR. 31N
R AXINE, SHIBREMARNEAENS. FEENX/NIFERRRESX,
FESISHENE, SENRBEREA.

‘800:(600 shadow map

1600x1200 shadow map




BRTRESMRIZAN, BBIRR ER(aliasing)lafE, W EER7R. SEAFATTLABITIEF
shadowmapHI o #EERZMEERAIEN, (EEREEXT BFR0HEE. FLABEFER
Baothidtidig(Percentage Closer Filter, PCF)E7ZiERSCIIKAR R, SN TNEFRT
e BRNERHBINERETRE, NEXENERENRINITCHNSERERHEBRA
@, EAIFHEENRFEEIRREEHTHRE, MmEXBEIRIEEEF(shadow factor,
FEBEHRT, ERFHA0)HITHRE, MMESHEFANLZEBHTRIINTE, =
P4 BB/ EIAERBR/AY5REE., 4-tap PCRAOE IS AN TEFRR, FAIAN N REERKITE
I RIAORBR B, SRIRIBR/RT90.25, BRINRT BB .

H3L, shadowmapBIFEZHIZM, B LENBIRARRERN—F, BRT7 XM E
ARZHk, BEPSSM(Parallel-Split Shadow Maps). CSM(Cascaded Shadow Maps).
VSM(Variance Shadow Maps). BSM(Bitmap Shadow Maps). TSM(Trapezoidal
Shadow Maps)&%4,

TR FiR & (Tests & Blending)



DMzt (Scissor Test)

FERIEM AP IS EREIFIMH XA T . FDUHT LSRR SO FREES
A/NBHERRAERIRZE AR, BEBER T, KiIISUMONXKINIFEE=E—X, Lt
BILAAFREFERZIETIE. BSMERNNA—EFERN, BIFERRIEIINRRER G
glClear O HIAYERR, FDMHBIARAFERY, FITLUES
glEnable (GL SCISSOR TEST) SRFFEBFHIIMi, @BidslScissor () KISEHTIXKE,., TEE
g StackExchangefS—AERERIRBHEIIMKNRE: (GEMEFEME Clear () IRERN
HE)

B THM.

MOTREMORERETEN, FHANBARIIMSEEREN AN AO—EXNEA,
IRBERIEE, (BERFEARE.

MOBOMNFREO—HX, ER2HT7RN, IHEOLLRO/)N, REATHY]
BRI AERHT TiESR.



BUBEOFIREETE—FX, MBRAZEX, FUENFEESEER#M Clear O REAR
&, WNEERMMIRE, MOMIRERBHERT.

M EESHSEANIFIERTOXIE AT LACMIO KR, (BEEAEATREBIVESRB R(Render
Rarget), WIRXFHIMHIEAREBER, ®JLAS%E StackExchange FEIAYX/NA)RE :
What is the purpose of glScissor?

Alphaillliz{ (Alpha Test)

e —RRFARGBAN S =R 7R T, EFEENAlphaBRRETIIASHAEEE
(alpha=1FRR7TEAER, alpha=0FKR7TL2&EHR). Alphalllil e LUREE R EREEH
AlphafEk#5I R Et. OpenGLANDIrectX&#PERERIREHITHET, HPHLSLHER
Clip(), GLSLH{#ERdiscard()., WRFKAVEEREREESRFEFalphalB/NF0.1HRER,
BN LAER TERREHTEBENalphailli. AR TFalphallilASiBFERA, e
BIK, ATLARBEVERIER T4 =EAalphalllifl. FAi1TFEIYIE TalphaillifziEZ=edK
HRE.


https://gamedev.stackexchange.com/questions/40704/what-is-the-purpose-of-glscissor

void main()

4 texColor
(texColor.a
H
FragColor = texColor;

[ LearnOpenGL - 8 n




* Early-Z Culling

BEBRT, RIIRERBRECSENTEERTRE/AEIRIY, RAEEIREL 5
(Fragments)YEREERH, BLHRFEEWEF(Discard), REMLED 7 RE/E
WURA R A R AR L BRAE R (Pixels), XEMERBRIGRARNIXE, B
A REREZERE RS LERIREE!

BT RE/MERUKETEREREGSEZEHTHN, AUSKEESITERRIVREE, EAX
LB A BB IR LN EEE A AUREN, MRS T AEERENEA]
T T EZINEBE—ZRFITE, Early-Z CullingEREXFIER FHIE, NIHMIE
EFEMREEarly-Z CullingA AR EL NG, RERE BmARINESRN—FMILF
%, FRLAEARRRE S ESBEARERIEI, mAEarly-Z CullingHRMABE—EB. RE
WHEHBLMIERT, GPUZAEFFEEarly-ZA9{iL!


https://en.wikipedia.org/wiki/Fragment_%28computer_graphics%29

IRFEHEILEGT2TFER? FHATTLUMNVIDIAFIAMDEIE /5 XS EE—LEi
B: RAFEHERMUEESEREE, tHMERE(IFEERREREEREMR
EEY, BNGPUBTERBINTEIIMEMI, RAZENREEEEHENT 7! XtER
Lk&{&alphailliftFatexkil (HLSLEAClip, GLSLERydiscard) iXLEiR/ES EI5Early-Z
CullingZ3! ixXth2alphaillitZEE THEERE!

B* T Early-Z Cullingz4h, AMDINE A XAHARE T B—FEXAMLK: BIR
Z(Hierarchical Z, HiZ), Early-Z CullingfOHiZP9EEXFITETFLIE HERAORIEAR—FE,
HIZ2LAR(Tiles) ARADFH THEXFERERSRE N (rough depth test)fy, LMETETERY
BiE. —REREHIZEEER TEarly-Z CullingAYi.

&R (Stencil Test)

ENRRBIARAFIER, BTLAEIE g1 Enable (GL STENCIL TEST) ; FHEtEMRMAR, Bz
HILRER, HITLUREEERS—MEFmask, @EmaskfYERIEHIFRL 5 ERRIET I

t, TRBSERUENFEREREER, TESE TERUKE—MIF. SERliET

TKEFESEAERENMER, BTLUBStenci Nask SRIRE— MBS, 1ZBIESBEEBA
EFXIEHITANDIRE, FABR NMERER1, AmiEd. tot, FIHETLAFIFE

glStencilFunc FglStenci 10p TEANRERIZERIRREYL, =HIEERNK LM a5 IHRTHY

1778, BATTLAR BRI RSCIFE SR, FHEBS AR R EIIEE.

FEME (Depth Test)

RIBRAINBEERR, IHCAASEEEERIRA, HIITLABERES PRECIXE
FRR. RENXNRERER: WRIEpABRIRAEBERESIRER PHPFUZAIEINE
NS ), MREFEHREEZPNAEEY, SUEFFBRAEHETXAE, HELHK
iTAIEBEarly-Z Cullingtb 2FFZ-BufferfISAREHTRENRA, RARTIZRE
ERREGSRZAHTH, MRENXEEREEESZERITH. RENRIARE
FBHY, FATTLAEIE g1 Enable (GL DEPTH TEST) SEFFEREMR, FENRKE BB
ER, FATATLABILREREL: Depthiune () SRIFEREHRIZER, HABER FRSRELLE
BREUEGL_LESS, tIFiRaimfAa=FEmEaA. BT GL LESSAEHEMRELR
BREL, tban: GL ALWAYS, GL GREATER, GL NEVERZ, HITEEFFIERRYIART,
EEABEREUXMXARES NI,



Z-Fighting

Z-fightingRHTFRERPBEAETHRNEE. JR—MIENAFREGRIURIREE
i, BTFREERMEEABITERENZETBMN AR, SEARZERORENES
R, B TIRLEARSR, WTEFR. FEOpenGLIE S B X E Y EBENEL T
z-fightingh9iE@, BAIAMSTENF LGz EEE TIRLHIIXR, ITFELER
FRORERE, MELTFELRERERE.

negar=l, far=50

09
08

07 o~

. 06

305 'd
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014/
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fRiRz-fightingB—MNEIEILAZ B —YRE, AEBMARERIRRL, B—FH;
LEEASHEEINGTESY, AEA32bitshREE Y, AMXHESLHEEZNEFE
B, KT u{AEFESz-fightinge] LAS&% StackExchange_EERYIX/Na)RE :

Avoiding z-fighting with coincident surfaces,

S mE;Eb® (Hidden Surface Removal, HSR)


https://en.wikipedia.org/wiki/Z-fighting
https://zhuanlan.zhihu.com/p/74726302
https://computergraphics.stackexchange.com/questions/95/avoiding-z-fighting-with-coincident-surfaces

Pt E HRR BT WERE. HSLRREHRIUSAT IRRAEE, RIEITIERIE
TCR%AIFEE (Clipping). EEZIBRFIZ-Bufferf RELSLHEFSRIEIHRAI—F, RIS
PREVRIEEFIAR, HPREiR Pt aI2ET, mZ-BufferiXIGER. AR
RN EEXFIET AR ELARARRZIRER, BEREBEIEIER:
BORERERERSRNARIVEE, REERMIMEE. RTREZI, BITITEEENE
JUMPEECEE IOAIHSRIZA!

view frustum

backface

o MHEEZIER (Viewing-Frustum Culling)

THERZIBR RS E RN —FZRRA, NFRZRERIMER AT e8NS MIAREHTT
B, MIRIFEIIEEREZ SR EVESERIR, RN TIERREYD
K, BRI FAUERIMNUIIMBEARATEER, BITTLUBEBTIR, FENERE
%, EARNERMER., —Mkin, MERZIIREENFEZEFMERTHRY, B2
CPUImiF T RIBR TIE. WEARZIFRFIBNRRNZQNEYGE, RIS ERIG
AR, ibﬂ]—ﬁﬁU}ﬂ%{zls@,lA(Boundlng Box)RfMEz &=, ENNEEEEHTT
S ES(OBB)/, HTFHETYMATIREEES, LA—REEE
E?&E’ESHE *’J%fmﬂ‘ﬁﬁﬁ alRgtERE, ERRIRT3IDESHERNNEEEEE: /\X
M (OcTree). —3=iEXI5 (Binary Space Partitioning). POX##(Quad Tree), 1HEE
(Scene Graphs), kd##(K-Dimensional Tree)f1EXEE(Bounding Volume
Hierarchies), XY E¥IRERTBREFEREZIREE. KNEEIREZNEF,



http://www.pbr-book.org/3ed-2018/Geometry_and_Transformations/Bounding_Boxes.html
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b =180

e AOZER (Portal Culling)

LFNMLT =R, FAIMATLUERACBBREAHTHEINMNT . BATTLUSERAI)
B E B EHIMEARR TR, FMIRNELERIAOZRERARNERME, —MRREE
EERAMETMER, TEBEIMISERZEA, WTEIMIABER—RFEERT
EMBRNEEBIRRAN.



o B (Occlusion Culling)

M EFMXMAIGES, RIBEEIZRINRZBERSIEEXR, BIIFEE
PSR RIS BRLARIS AR, RIBFHERMER, TEMR, OB
BIHEARRE, AENERHTEEIREREE SRR, ATLORAKRD T R 8w
ERNMAEE. BEZIRNTIGEERS, BEETCPURN, BBEETGPURN, ]
PURSFEFCPURNIGPUR TR, — iR TR, BIFEEEEEMERICIER
FRSEIH B ETERT &S (Potentially Visible Set, PVS), PVSIERT &M/ (Tiles)a]
BERINMRNES, BT ETHERITE. ErEPVSHEIISEHEND /R

B, EEMRERIERNNRER, MIXLRERAERR HEEIREE R H1ERH

IR, IERTARID, KB MANMAIDIES. EafTiRIBRENAVSEIREE
ANRE] AR TIE R,

REMISHIBEEEEMMLE. —BETR/IMEIZRIA/)N, “RIGIIREREE. X
HRILIVERS, WTER. BIRRERIVEENLERGEINBRNESR, BORE
R [ IR RN SAIER. AT SRR RS ARG INE SR E,
PR EARIESCIR B TR R E, B AIESTE TSRS AR 2R
BRY: HUEREK, FEFIMNISHRLIR TR SRR,
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AlphaiR& (Alpha Blending)

WIeTEHEAME. Alphafllif, EIRMEANRENLE, EIBETREBEAIphaREiAR. M
BIEKIIBEMNE, ME—RRXARGBANSEXRiH TR, HPERERIAlphalBRXRER
MRABHARERE. SIANAlIphaii AR AT SCIHIERRIME, W EEF7=. EOpenGL
A LA g1 Enable (GL BLEND) %FE%@?E’JI}J . AlphaiBSth 2R ERIMER, FIMERE
-FEIE 73_ *EEX—.I-II:[GIZI &%L

Cresuft - Csclurc& * Fsource + Cdesﬁﬂaﬁan * Fdesﬁmﬁm

Hrp, IMEEDIIFRNERE. REFHE. BirenefEinEHE,
glBlendFuncSeparate () . glBlendFunc () #dgl1BlendEquation () ﬂ%lx§§ﬁl,wm§‘ﬂ% =
HBOMETIASCL ZER0 . GL ONE . GL SRC ALPHA . GL FINC ADD 25, FR{TATIUMN FEIBZIFEHA
FERYR SRR,



another
blend

SRTPEEENERIR, XEFERDIRR, HNFTECSERTERIE, ERINFH
MEIER(Front-to-Back); AEHEIRFERYIR, ERINFHIMNEERI(Back-to-

Front), BABENNERIHERIADTHERRREN: HTTLAETFHERIIAEE]
FERMIAEIERIARR, LS ERMRH T ERNREEERENER, FHEBIER

HITIRE.

first , then green

first green, then

TERBA IR ERYIARIR L ENEH TIEREN T M REEBE RIS NEE, B
e, MFERMNFERERERE ZRTRIH TEREN TERMIERE. N LEEM
SKEIRTIAER, FEPRAHIERARNIFE ZZRIXAR. NBIEANTICR(IAE, i)
FHA—ERBEX TR FRMINZRRIEEITImH T8 HF, FILUE A SR ERYIR
UE? ETRININBINFLARFEREE.

IFiREFe%4i#EIPE % (Order-independent transparency, OIT)

HAFIEFBRYMARERRMRN, FEERERNINF, BHMEREEXTFERYIA
BHTHER, XENECBEFEMRERTERE, MBRSIHERIF I A8 E AR THE
. FiLA, BT —HMiRFLXx3EHEE(Order-independent transparency, OIT), B
BILABHCER IR B AARDERTRE, 1IZRA IR ERERIE (Depth Peeling), 1Z#%
ARNBEMEREDAIEERENNmOH T REEENZEERE, BRicREEl&E
N—E, ARCRIEEETIENE, LUESEE, EREHE, B Fi1T—RSTE
BSAEREHITIRG, RARIIB—ERBEHRE—MpassiH TR, XKZESFME
IEITRIRE, IR AXRBEEIRSIN4E, BBARKIIEELA M passtIBIXMNMIE., XTF



OITEARAAZENVIDIAFIXEVE, EREARL 7TNERBRIEL(Dual Depth
Peeling). HLz&ZMESUAEAINA REIREREE, ZEEZEE M passATLARIER
TERER, BISREM&TZENE. ZEESH 7 OITFrREERpassilE, MNZATN/2
+ 1. RTZEZNEMSEIUSEXELE,

Layer 0 Layer 1

FRta=s[E (Color Spaces)

BB =EE: RGB=E. CMYZ[E, HSV(B)=EFIHSL()=E, HFRGBFICMY=
EEZZRTIRER, MHSVAIHSL=AZERAFRY. RGBZEHLIRed, £RGreenfliz
Blue=fEREBEN, B—MINBHEEZE, HAIFFERKRRE T ERIVHZERGBE


https://my.eng.utah.edu/~cs5610/handouts/order_independent_transparency.pdf
http://citeseerx.ist.psu.edu/viewdoc/download?doi=10.1.1.193.3485&rep=rep1&type=pdf

B=E, FIFERNRERTHEETRGBZEN, —REMDEEET—HEI0.11Z
BT, ST ERYRIEERalphass 8. RCB=HABRAEENELE.

SRGBZEARE, CMYZTREZ—MIBEERS, ATLICMY=MEREXINAIZRGB=FEIEHT
e, S9EIE5FCyan, R MagentaflEYellow, CMYEBZE@EERTHIENESE .
CMYZS[EFIRGBZ AR R, RFEZEI 1-RGBERIEEICMY I AIEE.
CMY=EEREEIINEEE,

FENMBHIRGBIICM Y B ESLEREAIR SN, MAPRRAFFRRER. MmER
ENANHSVEEMRAFN, FERGEEHue, 18F1ESaturationfi=E Valuesy
Brightness="2E1amk. HKATBEFERNAGKREIHEXMHHEER, HyaiEE
ERRFMAEDNAEER, BNENEERRAENEE, mMeEREHREEE,



Saturation

L

R 255 H g0 | °
G 255 S 1100 | %
B o Voo
# FFFFOO |

Value

BETRNEBIEETHEZEHSL, fIHSVEL, HFREHE, SRNENE, LRNSE
(Lightnessgi#&Intensity), XMERIEHRBHEHSTEREEE, BT LENBN/ MBS
B, EE—FEeEHLabiieE, SHERRIPEZERSCIESINGN., BARFE
A—FEREEE LELabTEFFRRHR, BREIBZELRGBEREKX, B, XMAXE
BRI A SRR AR, RIRFISTEXRER, LWRGBMICMYEEGEEM.
CIEBEERIF— i ir=E, FNRFTEFEXYRIMDERER, WRRIZoE0TLIE
H1-X-YRiHEER, BIINBROXLEESEESERE R LIH TR AT,
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[b.ﬂ 01 02 03 04 05 06 07 08

Elzh4bi2 (Dithering)

BRI ARSI BRIEEERE, FIanF( ]I LARS-bitshIERFEN ) FRE C R HEERY
B, MRREARMEREREUSTRER S, BEABHMBRA. A, HaFEER

TRIDPEFRBIRERSERCIEE. TEFBLSHREREURE, ERlFE

EFAREMEREUSHIKER. FIBENEARNEESERGE RESRERERERAT

t, T NMNKERGREFIRE, HLETREPREBERSEXEBRREEGEED

#HIL(E.



TEZE—Mx4891-bitfHEREE, NZLEAFE— T EBRAFENER, ME—
BE—ERIKEENER. MTXMM405EE, REB2MN16MARINERGRAGER
i, BRRBI17HEEIIREER, MNTZEFREETERBERANE 0~161).
OpenGLHENARTTSHIZITIRERY, BAIRTLAEID 1 Enable (GL DITIER) Sef=bli st

ok
(]




HIERNEEERE, THRR 7 TUTERRRERMIE:

Threshold

Random
- _

(Original)
L
il

e -

Halftone
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