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2. g#E4gF
3349 AY 998 AR g4dE= g3 2o

2.1 999 24
2.1.1 3957 (Lighting & Shading)

Lighting < 3D A AdA A NP4 2o &
& wgdsle FHolrk. BolE A  FHEY
(ambient), d¥rA}Z(diffuse), HvrA}F(specular),
WAl G (emissive)olgte W] 2HE EFdT. A3
2tol ¥ (Static Lighting)2 1A Fdo] 1A Ao
Fv AF EF4E Adse Aotk o] AMEL 2
zaleldlA F3E F o HHgAELS dhHs)
AREE FHEF3AQ ML e AR & 5 dg. BF
21019 (Dynamic Lighting)e A#A|zte] Fdo}] ¥X
Ao F= AF ZFHE AMSE Aot vHa
M{normals) S Wakal A == AXE go]EE H|ZE
T AlxtolA "asty] W) ¥ AAo] Hojo ),
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g0 AFS FEx a3 AYE 2istd JoA 9
Aol A& ALA= otk F  Aold(Phong
shading) & Z HAoAMe we2x PX(normals)S
Hzietn HAdvlc) gloly wAAlS AL Hyol
. o] Yy Hlgo] o] E7] wEd fA HAz
Al 2go A= AFEE R ger. HAIZE 3D dME B
E Ao ] lighting & L= AL o7 mE
o HglE AET Aolgd HAYo] FAsHA AHE
HoH1]1[2](3].

2.1.2 &2 % (Texturing)

H2HEe Z2E Yol &A= 2 A4 ovjxEn
Teic), g2 A ojv A ©Ed 2 2493 F
Hol gk, o]Ao] 3 X4 Mesh o YA £A4FA W
of A2 HEE] AHE AFEHA AP &
d st dE g2y FYT Mesh o) s
o8 A H24E FAd HELEF F Jde 7150l
Z+zbe) "= AHolAER EHo £AUE A}
259, olg A o]zt th¥g blending EHE
Adgdozy glolE vjsg, 7403 agx aPA
e Ag " g wWaA Hasts Ao s
s}, g2xyg Adgo] oA de oA BY
AL Mol “ E&HGR” 34 REHE= Aliasing FA
7} 2As =], o] Aliasing & £°17] 3 Wies
7ty WMAENRE HESE WoFPo] ARgHEU
[11121(31.

2.1.3 ol E d|jg

71&9 #olE whale o AFo=z o|FojR
Mesh o 8% w HgA o] oA 1 RIF2ee &
FES A& F g dHol Ut YolE uwige 7
B e MR 923 Y4 wrlE Jehde = 3
1] "ax(gtolE §)E Fuls) o|F Wy H2AH
Hale AR 2t oluf AlEHE olE P2 i
718 d2xjdcie olF g e YPo] ojFoF
2o dA Bao1](2](3].

2.1.4 8743

FAF L FHY FHE G2 FA& E4l5)
3, o]AL ANz ANEFH vlHE G2 Ko
== "d23 HBE HAH FH9 EAJ HA B2d
AA WA E AAYE Role AFAE Ut HIAH
. o] EHE Uy &3 T A 2olE &2V}
Ao £A3A &L B Oy golE A2 a3
E A3 o HF&sicie].

2.2 Culling System
o}

culling & AlAdA Holx] = A REES
AAsE Aoz AA AANE AAE = .
o] AL oz I ddyo] @ AAEF
ANA A Holx = HE HolEEL Zous}
dAcigk e Hxe FAND £ Ao
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2.2.1 AP Az Py

3D Ade] 5L AEFRez AF F sde}
9} o]lF A o] A Aotk Ao 7FFIL
e a&3d  FIAHE  Wyol dgsir}.
BSP(Binary Space Partitioning): o2& FE
g oz HdAtez FAl sy B3
A3 dHolHE o]JEY Pz BMF == HRE
FAstn olE =& ud EAE EAd g
Octree & 8 /9] A& 717 EgldAq dle xz
& YeldE dHolH FREA Y FHETY AL
"o}, Octree &= BSP Egle] E4% H{ol}, Xy
A BHA F=2 HALHE Aoz, Hog UyHA
W e FROA ddEHE Bolu I3 g BE
02 Edu HE BHyS 3. AEAAE F2Y
o] g AAES 7] Yo F2E B3 Hol:
Avke B 4 9}, PVS(Potentially Visible Set):
2o Jte4de] dE J2EE s T o
2 BSP ZE FHEYYAH T (Portal)olels H
Y& o] AHEsto FHFG(4]([5].

2.2.2 LOD

LOD(Level Of Detail)@ AY AF&te] A|AdA
A Agd s EAE He 59 EYIor EH3)
I Fi7teld e BAE EE2Y FE FVANA R
e 7ol olddE B gAY 2dg Azl
2 AR A Ao AR 22 A2 Ay
Age AAztezs Zezd AF4ES 24T 5 o
715& 7FA 3 JQoH4](5].
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2.3 Dynamic Effect
2.3.1 Particle System

za5t9 AASY) Bgoz, ¥AY vAe B
Fol Aabe] ARHE WA 2ol Aol Az
waol ARAT, A7 b, Bae e tag
s5astge Agdoldel 481 & U, Hg2
£9 ¢5& BT 9P weoh

2.3.2 29}

2YAE HE S0l WA H857] Asded,
o= AAzde YA AYE AF o A of
of & CPU AolEwo] B ulgo] ol dels] u
2oty HA% a9Yx ENe A 287 2 2
279 E¥L ®o AdHoR UsleFol A9
87¢ vt BYAA FHE ¢ A= FHol Ao
[11(2](3].

2.3.3 Bones-Animation

At Bone & Frtgoz A o] Za v} 2
Ztgel X ARE 2o Aol ohvz}, @A Bone 9

AAZ HAg=E Rl AA FAYLE & F
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2.4 Shader
2.4.1 Vertex Shader

DirectX 8.0 %8 A=Z AYHE 7|52, =49
ole] XAE& ol 344 vHzo g SHFES
23 YER Ao Yoz AHygozy vy
o] A& AT, o] WS AE3H BHA
o)X 7+ A™, Motion Blur, Morping &
& e F ).

2.4.2 Pixel Shader

Geforce 3[8] ¥-H A {LYFHE 7|5ez, A6y H
F9 ¥g29l 2 Ade] HAE Ao WyezR,
o] W& AME3IH AEAQ 3AY Ay 22
o2 A3} =3 FEEL wE XL W FF ¢
Art.

3. ANz 3L FA AY AR wmEY
3.1 3/ AY dAA] A &7

B =RiAE AAZ 3 39 34 AY dRe=
#Hol= 2, Genesis 3D, Crystal Space, Fly 3D,
Nebula Device & A7/ % v uEML a3},

3.1.1 #fol= 2

ID AFEOA HE Holxa 2[7] A2 S &
Qe dArige) Yok, FRETL BP S AL
ool e glojMe wEA ool 7
AFEEIITE. Hxe] Y QAIE golE §E& A}
43 AAFA golE Pl o] m¢ Hojyr},
AAzZE 4 598 7] Y3 B olE PL ALE
& "weo $£AYL FHFAN, 87 oixe A A
gol AHRst= § Hojd AL AT BE &F
Al=7F Ik, s A2 Geforce 2[81%E A
Ay AFFE g2 Mojrrt Hola ddAs
ol JPHI Joie AHojul., 2y tE F&dA
of sl Al&sl717} @t wHo] g}, o2 F
BEE A Hld s v dadd A4 w8
Hola AdAL AgE AYL A5 Bisic},
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3.1.2 Genesis 3D

Eclipse Entertainment oAl 7N¥8 Genesis3DI9]
= IRl 5] FHE A= dul 48 AY
AAs} 2L 8|3 J)TES AFI}. FoEYS
o]-gg AT "HAA ufsg, FAolE EH it €
23 A, Y3 923 F AEEA EEE H
g dax 7Y Eo] AFEEHAT. FAU YA 53
o} Wel A, gt Mo Ue TEE + ok, 4
Ao 2 Eof Uigt B HAEHE XIE &
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Ak, 2 4= A g A (rigid body)E
23 AlEdoldE ATPT. LD 7ol AHEH I,
APYAYPYPogE XY AHEHET.

3.1.3 Crystal Space

Crystal Space[10]& AA 7 <v]] 6DOF(degree's
of freedom){12]1E F&3l ALEA7} Hlelg doz,
Hz, g2oz, 2&8Zo=z 9=z, oz Y
F . g BES 44 F718 F A E35agl
A 28E Ab23la gor.  "HAAE A7} Fuisl
Holx Atgto] ¢lu # Ay "Hart gluh. =3t
JIF, TGA, BMP, JPG,PNG & oi8] #7F<9 I¥9dES
gazo] HALAZA 5 Aok, HAAIAY A7) FH
$-E vRA g2 942H4E 942 £ Jdeov $9
oluf fE s o] EFHHAY u FEasE HAH
g 9 £ . 49hEq ZolEvEE YA Ed
A AEE BHEs=d ALY 4GP ES AHE
@ & ok d2F AN g dreE A2E @k
A7, Beldol da o9& W "HAHEo o FA

277 87 98 Wshgol Argsh A WA
E58 AYsa 03} 29At v AL 8 ¥ B

et ALET 49 BAYGE o|&35td AldAo
2 gduyr A BEPEES EIF F Aot
bezier o} L IFAL UE £ Jdut. APAH 9y
oz2x ¥Yi} (Octree, BSP E& 9 c-8 3 (coverage
buffer)& A A&},

3.1.4 Fly3d

Fly3d[111= & HUE 4 747tAl2] 2 E u)
3 AR 3, AR g924E ZEYE ¢ Ao
AF¢ AFE FHs=d go]lEgo]l ARHUL,
FHQ Wz ZHolE Y o]&% I1YANE HESH &
F A, A AAMES FHs] 9 2AHFI=
AA AL ditrlel AwAlG S AR 5 Ut
ZE A BEE A2d"o] FEHY 3, JEH
Qo Bal@dAdo] FEEHY dojA EF B AlEdH
olAdo] shsdtth. wAEdA 24Y9E & & U3,
AQa wEs 49 33D EHE FE= FFEAGFH)
AR HEAT. 9242 AH8E £ e HYe A 9
JPG & N9 Hdgt sbesick, AN 9
Jo A2 AAMNE WE "o F
Aoz wrEd "ok XA 9
E FAld AH&3id).
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3.1.5 Nebula Device

Radon Labs{13]olA 7W&E Nebula Device = C++
289 E5 AAFEH FRE /2 AU,
AREo] JHA D Y& Vi e FRE] DD 9}
OpenGL °lA] FAldl AlE8E £ UAEF AFo] HY
RojA A5z WSt AciHY o ofFy A<k
€ ¥4 gt F=9HojdA XYHE Transform

and Lighting(T&L) 715 & AME3l7] o wegx
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o A= P2 ¥R NG HEd Hd2A =9
7t Ao =2t JA 29 9 e g4 g
€ HADAI e, F FEHAI Foid H2H
o ETRE /AL E 23 AHE EFHE Feo=
# o] EAE AT AT WY HE AP
Ay odMEe f23edM HFRE HojEof H7)
g =gA g,

3.2 ANz 339 A AY AR ¥z B4
E =EqA 24T 4A3 3 A9 34 AY A

% [E1]8425¢8 EdZ v uEN 3.
Genesis | Crystal Nebula
Quake2 3D Space Fly3D Device
FAETL | yes yes yes yes
tholute
ol e yes yes yes
o yes yes yes
BSP
culling Octree | BSP
system BSP BSP Portal | PVS
c-buffer
LOD yes yes yes yes
particle €s es es es
system y 4 y y
shader yes
Bones es es
animation Y y
23YE | CH+ C++ Ct+ | Tel/Tk

(B1] AAZ 344 370 AY 43 vz BAME

4 FE Y BT MY

£ =RolNE AT 3 A 3 AY AL o
A4 Bed 2o0sh P AY AWo2H FF 4
L8 7120z vnEY S A A1 A%
A dvshe du % 78 dF4 Fe AAEN

Z gAA 42 BN AR i e AFFe
EH F o 82 AEAEY AY A A7 g2
Ego] Hed do. 34 AY AL o8 o
Fe Yoz o] AxEL Aol o] d
ot 53] e i@ AMdAI B wFE F
ojyro]ld A HAE PFhAd & ¥ F

Aola AAZ AY Ay S T AY HE A2¥
d= 9L & Ao dddd.

o|Fde N AY AAF} G845t AP g v
AENUSE FO AEdstd 2A5E YT AR
o
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