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OO0 geometry SAHIMAE Transformation, lighting, J2i1
perspective projectionS1l ZE2 operation2 +HESZMW
input modelsE 22 H polygon datag X 2|8t = Ct §3| light
& = blending ambient, specular, diffuse, emissionS 0l 2l
Hek S0 geometry SHHIOIAM HatE CIOIEE MM
rendering A0 A= screen bufferdll E&g J2ICH HXH 3D
geometry dataZ 2 E{ 2D screen LHS! triangle2 AG3IH &1
2} triangle® HE IO E HASII| RAdH interpolations 4=8iot
A €Ch 1 CS texture mappingd shadings Soif 2 H40)
gii® EICH rendering SHHIIA = hidden surface removal@
& Translucent objects 2t z-comparison2 #8584 & CH9J.

3. 2HIY 30 WA S 24
3.1 Wap/VM 3DaI &
3.1.1 Mascot Capsule Engine

22 0ISEAN AFZXIQ J-PhonelitA BT AEMUIAE M3
St U= A2E 1~50042 polygong 2= K HEEHES
4~20fps2 BIHNEE & £ UL E SIQULH Sl M3 MBEIE=
processore 452 PDARCH %I MR =2 4= JIU8tI|
Ol 2Lt Al 2 E2 3D graphicsE &0 HF20AM 4238
= HOAM 25 E 4 QAUCHS].

3.1.2273D

20018 22 OIMHIAMAOIA ZHES AZXCZ EEWA 3D
Game, Walk—through, &ZAMSE &6l7 96 LAHLUUSH
160+120 EH& 3 LCOMA 5.2Mpixels/s2 ZI T pixel file rate
£ #1 U2 bilinear texture mapping® #2 1.3Mpixels/sS
ds8 LIEHC SUX30 MNBsls8 54mWe &3 A0
g oll, HMAR=E=Z ESUE0M Texture Mapping %
Antialiasing0l Jts 8 3D Jt&20|8 FEIIACHS8].

3.2 PDA 3D oI
3.2.1 PocketGL

PocketPC EHENA MZE 24t 3DAUZISZ Gouraud
shading, point sampled texture mapping, Transparent
texturing, FOG Effect§2l Jls€ XI& &0, 30 pipelined 24
TE S™AXC Ol0f THE 45 M2 frame ratex= =X YLt

(31.

3.2.2 X-Forge 3D Game Engine

PocketPC platformOlA P& E 024 3D pipeline S0AM J+H&
SUEOI2 & 4 oD 202 3DE XA E8E Game
Engine2 & particle system, light map animationS8 XI&5tH
Game I &0 2HSIE AIH EA20 Demonstration Game &
N HMEBotH Sfps OlAY £ 8 LIEHHCH4].

3.3 Mobile 3D API 2 3D Graphics Accelerator
3.3.1 OpenGL ES

OpenGL ES= 2003 98 &I khronos groupOfiA g E0I
mobile 3D APIOI{ #&X{ 3D APIOf CHEt AmE 2T
OpenGL ES= OpenGLE I8t dl= AZEH 02 SI=H
OlALOISl JIHE CIEHIOIAE HIBdts H+=F APIOIN JI=
HOZ OpenGL 1.3 pipeline features& AME838t= OpenGL
ES pipeline2 Ct28 E&dtD UCHT7I.

®Geometry Processing: Vertex Arrays, Points, Lines,
Triangles, Matrix Stack, Viewport, DepthRange, Vertex

Lighting, ShadeModel

®Rasterization: Multisampling(optional), Points &
anti—aliased points, Lines & anti~aliased lines

Polygons, Face Culling, PolygonOffset - fill mode
@Texture Mapping: 2D Textures, Wrap repeat, edge_clamp,
Compressed Texture, TexSublmage, CopyTeximage,
Multitexture, RGBA pixel and packed pixel formats, L, LA,
All Filters

@Fragment Processing: Fog. Scissor Test, Alpha Test,
Stencil Test (optional), Depth Test (optional). Blending,
Logic Op, Dither

®Framebuffer Operations/Miscellaneous: Ciear, ReadPixels
/ Alpha Test / Dither, Flush/Finish, Hint, Get-static state
{constants)

3.3.2 KAIST RAMP-IV
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