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2 RealTime Computer Graphic 3D Rendering
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7t 7t0| 2 3D A®
(1) &%
7tolE 3D AX 9 g FEHA 532 9 3D F
FA Qo] -3tk o)t AR 3DAEF <
9 YA Quaked) HEE s|H 9 Linear Ay
HAs ey dE Quaked el vl
Multipath—shading #11¥ %4}& A3t DAL
Aol Aol $5i
83 7|&] BSPHA & ARt A Quakeel
Z & 18R] o]Fo] oH
T EE BEE 5O TP ofge Aleke] e Uk
d = A8k
A& Bestn ok 3D Modeling =71l
2] Datad& WAME €58 A5 BoiF1 9
t}. 3D MAX®] A€ Eol2d H29 datat= F
st WA Fgel e Al ARl Fests
) &-of light, meterial T A7 T& oA AH wE &
EE At w2 g, 3 2L
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9)o] X & wrapping, class hierarchy 5 C++ ARE7]
¥ o] Quakel o] B] &) 943 E4& 7k gtk

2 =827s

7ol & 3D ol A& modeling, animating,
rendering, special effects, bitmap®oF= UFo)A
A stz gt

@D Modeling
- Polygon modeling : vertexE°] & A28
%22 2t= g4 & Fo A (face) Bh 1 sk ©]

face7t 2oy o] t23E polygono] 2k &t



n,0 94y & FHoR
modling : 3} {patch) 2h= 27+ Fo] AL /1A &

BAE sz, e dhe 9y 58 UE ¥,

- In—out mesh modeling : mesh¥& face, edge,
vertexs F7I8IAY, olF v faceE A3}

o] extrude 3lo] ¥4

- Subdivision Surface modeling : 8= 249
£ 3 F 928 FAAY F=HA T Fe
sR= 1

- Terrain modeling : 2219 4jo]Z 2L BIAES
Aste 3AH A S U

- Character modeling : AFgelu & & ojd
=4 AYEHE P2 (nurbs), Z8E(polygon),
A (patch) &} 22 223 Waoz wEof

=<

- Lo§v polygon modeling : Z2]&2¢ & A A}
$3to] R gtn wpa V| EA O R Abghn &
2 A E = 6007 ~ 8007 A= EF)T&

A 593

rir

st

- Mesh optimization : Realtime3Del|A] 2*o]+=
meshi Z2| 2 £& A A2 2284 mesh
g 7dyed v BFL2 low polygon medelingS
g ndg A3ty Yo gle T2 ¢l

ZFojof 8 o]8 A ® ¥ r}x]utel= mesh?] &
P

@ Animating
- Nor—Linear animation : 7| Z#| U3} 7] Z g 9A}
o]2] A (Scene) 5& Aniamation & o 7] X

o] (Key Frame)# 7]1Z# <Y (Key Frame)A}]

o ZHde] iy AP Ao M7= Ao
Linear Animation®] L 22| 3xHA - 2] o] =
A (Bezier Spline)olt} TCBZA 02 W3Al7]
=

T AN
- Motion tracking : scened] EAsl= ZE 2H
AE] Yol 7] gt& 4 I + s

s

- forward kinematics: #2372 & (Articulated

Structure) & Z& &4 (oint) ZH(angle) ©] 59
A Aeged #d F2EY €5 (end

effector) 2} YA & AAFshe AxH(Process)

- Inverse kinematics : #4 F+2 &9 #4329 4

A7} ol Aol ZE B 7 A

- Facial espression : 92%7% oo, /&

B8] ¥ 43 (Lip Sync)ofuo]d, 4 o]
o] o] Eo]7} 3dsmax °lA+E morpherE o] &

st 43 B ] A ool = A%

-Motion capture : B4 A= 7HdslEE

(Virtual Character, =2 Virtual Actor , Virtual
talent) 9} A4 7127t Qs A A7\
9] & oy B AME F&etn 1 248
oJelgtste] 7 APH (D )7L 22 %
o2 ofmjo]d

- IK single chain handle : % (bones)+ AFgE3}

Zol HE 2= QEAES s withE A=
715 0% o7 FHolE QHAES W} )
cfuso] A3}7] 3l A H = 715 ol & Bt
HA ool d Al717] A3 ARgE = Aol K

single chain handle controller

- Animation interpolation : ojtirjo]A ] 7] gk=
=
=]

< B REYA QPN AFE L

- Keyframe animation : o8 £3:& £0]7] ¢

3z oyuo| el e 7] gk 84
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af zt efuwlolde) F ¥ 7] # 44

- Time—based animation : Al7+& %7]8}3}o]
mp34t 24 2E el g ool

- Transform animation : Trnaslate, Roatate,
Scale oiUdlo]d-& B2 & 0] 8314 ofjuu]
o]

- Deformation bones : 3DS MAXelA Fd=
bone, Scale oy o] & BIHE o] &3t
o)A

- Skinning : Bone¥ bipedE A& SHAEE #
Ao g9l F=yA ool

- Face morping : 9429 €34, /4%, E
ol AAAHA Aol 5 A 7He

- Real shadow : THALE AMIA o2 B8

- Dynamics : AMIZHS #o317] 3 &F o8

&hy

=

® Rendering

- Flat shading : 3D “¢el] &3l Object?] 9]
871 (Intensity) & Folshsd QolA, & H o
iy ZE FEd &8 2 wolE FE Vs
Object H2] Normal Vector®) Light Source%}
Object @8] F o2 o]Fo|7)= HE|Ato] <] 1
AL o] &EA 7 AL R e 4R, &
zero® 7H¢ Y- 2, 7 WEAlo] 8] Zo] Az}

o] 7} o] T2 FE. 9714 Flatol& o] &

o7 olfrt B Wel Y AE AL B
Az Wr|7h Folslo} P 29

- Gourand shading : Object® 7/ 3hH= | 52|
R2E ZEe g A2 b E A71Y wiE 7o
3t o} APUES HolA sh= . 2 ¥
TX3l= VertexE 2] Normal Vectorg

730 doldll & Flat Shadingoll A &} 2

of, N‘O

H
2
= "

]

rlo rl i?i i
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- Toon shader : 22

- Dynamic lighting : 395 A4

L2 Y AZIE Fofste] W A7) o B
Z+(Interpolation) S|A 24zt T & A718) 8718 &

- Phong shading : Normal Vector@ag 7FA 1 &

)3t o] Ao ths Normal Vectorgts dojyl
Metal rendering g T 23¢9 vl &
A MR BAF

- Texture mapping : 2D ©|u]A| & 3D E4°] ¥

ol 9

- Bump mapping : &3 A4S AFE3e] A4S

AHFoz 59

- Alpha transparency : BlA%] Wo] <u JEdz

EAE FY EENEYEOR HAE
9] Y& AFd opgEle
ZAnYse= 7N 3D RES Ao g 1)

- Face Material : LB AEA EAHA o)

zkol} HAA o) $4S 247 th2A) 2%

- UV texture mapping : 3DS MAX2] UV texture

FE HBE 9o dAXE ndd Q= T|e

- Light mapping : 342 X2} F-dol Jgl=

DAY W) ke Astel HaX POz A
2afo] malo] 13

0

+

1 74 w2
AN AR 7 BAE RS &

Ol

- Vertex smoothing : 3¢ vertex? normaldt

& Auslel TR PEYAL BFH mg

- Level of detail : ZH 27 HE = EAl=

Zol He 9nAER Je BAE WA S

714

o]

- Mipmap : level of detal 7| 2.2 &2 X 9] jitter

2 geiFE 2

- Volume Fog : AM3 A1 28 & Heh7] s A

E 08 279 wo|2E Ze ol 2 28



@ Special Effects

- Particle system : &, ¥], £33} 5& B&3V] ¢
3 22 3719 §ia 2B
o A2}

- Deformation : "5 dnosfo?] 9 B.4A E 4
scale, twist, teeter, bevel 52 98 & 7}

- Image processing : 3Pdd| 289 FAto] tha)
A & (color representation), ¥ E (point

processing), 9% (area processing), 7)8}8

(Topology processing) 52 &

® Bit Map

- Anti-aliasing : B3} QU EOE 1 FEY
A Ed

- Dithering : |28 A& F7] 8 Zet JAd9
g e

- Alpha brending : 7] ZA2] M-S 2
o ZlEgel Al 9ot Ade wrbske @

Yoz Egs 7Y

® #AMNTF 7E

- BSP/PVS render management : &3t ¥
T A e AE T AdE FE7F =8
7] wiZol el ol AT Aatste] HolFE

-Light Maps for static geometry(pre—
computed lighting with soft shadow) : % &k
&5 A AA gl EE AMGShE Zlo] o
2} 2o E folghs HAX R AFg-ste] 2

- Vomuletric fog with fog maps : $t7) &3}, 34
AA ol 2ol THA A FH e A

- Collision detection : 43 42 23|+
AL 49 g 59, AL/ AE 2ok v

Foh bl Q= A9 $HIIA Rl FES AR

2

- Dynamic shadows : lightmap or stencil

shadow volumes, Z3o] JHAE F1 o

- Mathematic Engine : =3t 13, 944, =7}
S5, @A T 29EY s AsE FEH e
Z AAkste] Az
AFAFAD : shte] AHE £2Y of thE
AEZ} w2t s A B 2 Fohr] 5
NE Y T YL AFATLE M2 =E e

cOuiolA AEZHYFAEE §0) : vhgA, )8
T, Zol A8 F Y wiA Ao g hd

gk MEYA AR 28), ATHE
of, A} -5 /(3D A2 E)

Lt My AIE
799E B0 MEEt] Ad 5 25U NE AA

Hj&of] Foi7h FaEil # DAY oA 7R v
AE9] EH 28 457 285 3D

¥ A AL 3D A
& A3 gl Alwiﬂl* 32 T 2ol A ¢t
=0l 209 ol @A FHAel 7Rt FAHE A=
19H00078 2 & & Ml @A7E 7 2} 3ls AE=
EFFoIth HUAY A9 AEAr7E 7403 e
100/14 59E 1A% o 72 g A $A F&42)
FE s ol o] AldelA %, F71, 8o
o &o] 10%ke] 7jut U2tk o] & 23t

AARke] 553 A ANYHE FY 5 Qo) =3
Z LolA 715 & & glol 4
ol sy, 7122) A E ol vjs) 27)7}F 3~ 44 3
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AR ARE (), QA Shgel], HetuE
oo @ $EHE FAT AL} 1A
ol wie} Al 9418 HES Hok
gEekt 2249l A4 Qe Y1 Tk B 10
2 7HA19) ololdl 2802 thake A 2ol
s,
& ABSol 29 0% ol w2t AU
19 27 wshact
EoAololg 3 1% Ads SA4E A9

T

2]

ox
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o,
HEAA AF3ATE FAs] 47 vl &
&2l "PTFAL FEl A4, 3D%e] A
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@ Graphic

- #3DE Aty CDET Y YAHol L AU
QA A SAA w7kt

2D 9] S BRo|u ofol’l gAY B
ze|7t go| AREXT 3D Aol 1%
2|7} gkek.

- ohitEle THE wlx 2DS A4 o8 JhA| Al
o] QoA AHFEA A7) o Ht dkA % 3D
o] A dAZ dATE 9% B FolA 2D

® System
- g7 4S9 AL g E spAsbEA w1

A¢ eI AR The A AE
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Lol BE Y A% AY Lol A7) oluersh

VAL 9% BEA) 9 FHoE NS &

573U (@AM Delo] A4, BE o|FEE,
B 0] ohd A 27198 AA77 v
e 27 RE A9

@) B
ORERSE)
oR BEESEEFS %

2. =X

7+ GENESIS3D 2l

ZA Y 13® J}= (Transform and Lighting,
TnL)7} W7l A74A] QoL 5438 AHS A&7
A8l Do) AMEHAUA BSP/1H S 7|HeE 3k Al
¢ QRE #HolH (Quake) & HIFE3 & JVNE &
ojghtt. a#jut TnLa#Y 7129 £¥ 22 BSPY)
Hrte 2+ o] o) HAHE 7o g {7t olH
A Al @A o)) 3kA5E o] Genesis3DgIZ S| £ 9
vE AY AWE AFdeed ofF F2 HER
(Template) 98¢ & % Itk Zolek.

bR o 2 Ay, A, 27 =etoy, FH 4
= AA 1231 B2 Ad@e 55 3D d7g A
skt oA £2 1 A7 € etk a8u
Genesis3D9 AA AAE &83 o8 714 EL £
Mgogn oz AYAE Badt B #2)3
o & of7h " Ao i

r_{

et

ORE 4
- 2ht] @ AJE] B¢ (Radiosity lighting)
-HEAA 2EE JT EYE Ad

-3 oydolde A% FE AW AR At



R SR
- 4E AYYY Y HAES 9% WE o]

==

7+ 28 7| A2 (Binary Space Partition,

- ¥4 RGBHY a3}
-5 aYAa

- FY A Es
-EA Agad

a3 23)

@ Character Animation
- AFH EE ) ASH 2 Bone) oivHo]A A

4

N2 e AEE R ol HolE B4
Cojueold el By wE A B 7]

L

©

-8 & a8 - A3k ol o] 4 dlo]E
- FA ofuulol d BMlAH AT (FA, B3, F)
-grxdsYy 2EAdog x99 (Portal ® Driver X| &
area) A ¥ - Glide
-Tgoz vig @ s TBA AT - Direct3D

- 3D ARRE AlF
AR 8375 o E E A4 (Particle
system) A &

- Software driver(3t=910] 7147] gl= Al AES

A4

- AMD optimized software driver

@ MAP Editor (2) TOOL 74
AR B el A 3kd A8 B @ Editor
cofyold €= AA AL A% 7] ZHY A 3D AY #Y

2® (Keyframe system) £ g - "2 sy
- YO AojH e AAE Y dEAee 4 A
g 5] A B4 - @i wjolE 2
-HAH B

@ Character
BRI A7) A
- HA3} e HE AE VI HAE
- 3D Studio MAXIAM Ag38h= e g ofvin
o]dE A4

@ A A%t]2 (Actor studio)
3D Studio MAX 2] 39-& Genesis3D 32 H g
A7le 9g-E gt

cE2 A9 F94YE A Smoothing group A @ & W (Actor builder)

4 g ofjuuo]d FRES 3Z ST Actord}
- FAE] WA o} MAF A9 A& A7) AT ANE FHES AT
- ohokg A A ofydold (Mz, ofyuiold, TA
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@ <] H-o] (Actor viewer)
Actor BuilderolA ©HEo17 Actor#dS HF
= xR0 Actordtell EollE RAEE E S

A s E .

£

® Bl AX (Texture packer)
Aol AHgE = gAAES R B &
0, F7Y/2HA1 71 FAE

N F2I715LEH

@ Editing Tools

UNREAL<- oh-$ 732 3t A A7} level design B9
7122 334 wiA-E dAART, o] UnrealEd
¥ UNREAL 710l 8] i =o]A o] FellA o
B IUE, AdelA Bole 847 HARl
£o] 93}, Texture, 18|32, A

UnrealEdel| M = "H‘r A ALE E3A e
2 4 9t} 3 Texture
browerst texture® AL, A =1 AHE-E
1, Surface properties, surface? 1%}, 371, 18
1 EFEHNE £A8 4 9l 0w Actor propertiest

actorZ Visual Basic toolx &, 24 & 3= it}

h—_O gﬂuﬂo Eﬂ)\E 3“

@ Mesh Animation
UNREAL9%| AH4-5& 25 Mesh Animation 3D
STUDIO MAX, Soft Image, Power Animator®+

2001712/ SE7143

BA AMZHE 4L ofyuo]dS DXFE import
3to] Alg-3+ch Mesh Animation®. 2 & T8 1]
%2 Fluid Animation®] A4t} 15fps™ Al§lol
7hedtAl Hl1 40fps7t HE, REHE AYE & 5
Ak E3t tweening 7158 AAdte], Felolol &
AE Y AA Aol EES FEYHA AFATIE of
Ywjolde] 7hs3it.

@ Artificial Intelligence

ml$- BAY FF9 creaturel} bots?] Artificial

b4 QA ATHE Aojrt A
AR, 77, 28 A E
] €3 A% & A-LifeZA

intelligence® A1 g
o)tk botsE BE

& A9A ol 8t

AIZ B4 4+ 9A Holsdt) UnrealEdE 2Hy
a, AR AU ATYES ¢lojF o] g3to], AIE
weh B4 g0, 283 wEN AFATT 49 B

(6]
4 QA HYth =% Path nodeE
navigation A|A~EL ®Bo} Bas 7]

ARHE FAsteto] 2 g A Eh[7-12, 14]

@ Digital Sound System

3D Sxs} AR, AHAL, =EHadE 1

25 AQEA Hogt) EH] Mkt AAEE #|
Ashy 78/ dobd, 36052 BAR AdelM &
22 £ 4 9 =8 UNREALY ©]#] 3} Digital

Surround System& £%13] UnrealScriptell 2l8] &
Ah = A Hol9do] Sound AAAZ} 4A ARRE
EuEa, 4% 4 9ok

® Digital Music System

o
A DR g 529 $4% S22 AF ¢
[e]

4 = CD 299 §53%0 2947, Qe &3



o) 7ts e FHOE s gAY =i Feobg A
3o, soundirack @ & A& 4 Q1Y) .mod, .s3m,
xm5 3 F2 F8& ERe A ds, SVt ¢u

e e TS A ddnt

tijo
o

® Lighting

el de glo|gE A dstA H, raytraces)
envelop 2to]go] X4t} glo]’ 9A] UnrealEd
A st vkE & 5 Q7] Wil fA £
F Q. ojegt glol] e Sy I A

$& Adsto] Wut B SENE FHSEA £
&2 7o

@ Game Programming

AY 28 782 F7 C++9 UnrealScript L2771
WO L} oA RE T2 7AW AR FH A
2 AYe AA (player, monster, inventory,
triggers) ol 97 &8t UnrealScripte state}
stateFF 2] SFE3H AZbell 7|2 latent 9},
networking& Z]T_?}E]'. o] ATFE dojoAM &
2] Al 437], 281 Navigation SystemE &
23]

Networking

UNREALS AS7H] & ALdE F 7P 4
&S HEYIE ALt w9 A2 529 LAN
AL, & 2449 e 7123 JHH AR A
43t} Ao|mEL UNREAL AHES Eoltiuy
AA A& 5 ek E N2 ddot gaA,
AREE, 2R, 237E $o A2 AYE 82 A
0% ORE T WolbA, UNREAL AAZ E3E9]
Arg-tth, Ak AERD 8] EEto|AE Alo]E AT HE
o=, 4% 288K EHS] 225, AYS Fd

i,

3] 24 ¢ Sith

AZ74A UNREAL el chsjr ekstA]

1ith, UNREAL <l B2 HRo)A & o, AR
H19 A& At Hold T3}, wE Y E
93, 383, 3 £29 IFATE FHE & F e
AFHEAR T "Wyt Brjets, UNREALS EA)|
19 3pAA F shtolth 1o df St=EE S
FHazlela, A4 & dA] A5, FHE =
oln AALEA S £, B} £2 AYE Mdstas
g £2 Euy7L o

e

Ct. Turbine A

(1) e

Turbine JA L vlo] A2 AT E o3 EuE
Asheron’s Callo]2h= MMORPG Al ol AHE-H 4l
A2 2 Turbine Entertainment Abell &) 7=
th(2¥ 1) o}8& Asheron’s Call 01219 & 7
dof ARE-E & gt H2 HAdE 200 NAdst
ek A AH| g Y 2 ekElE MMORPG <l
Fo% 3D 9 7|&d A= AF #HE A
A gt AW BAFault—tolerant A|2EH o2 &
YA AL S HagteteS THsH £ World
AR2E 7d37] A8 AL"HE AW Yo 23
3t gict.

AR EAL v & regions FAHE] ¢lo] 3t
U2 78319 theE Roltt o & Eof Asheron’s call
of 533H= Deretheghs A& ol AL &5, 718,
08, £¥ 5& 8 500 BYAY 2718 UE
T3 Qi o] 2719 World & 73] $8)
BAl M ARSI} o) Bt 5 2 regionS UE 7
Foll= Mo Mol A He 4 & Hr9 o]
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FARE I8 E 9vh 20 M A BF 1.0WMASg 3

He e RS =g v P Felgn @8 A

@
iy

2tO|HES] T2 7|5

el AELE AR A H A9 AYY =4S
E% g} kA AEUE Ao mE AJZE
& HAIBEE st Ak w3 AP 3D
S R3] AREALS] A4 THEE Folk
t}. DDD (Dynamic Data Downloading) 7]1&% A
3t} 2212l Worldell 37t 9& A¢ o1& A53
0% YJuo|EdE 7|&E AHEETE AR AE T
o)Ay AAHEE M-St 22 7w obd AR}
% 44 Look and Feel& ¥4 & & ALF 8tx 9l
t}. Turbine 2.0 AR1& Direct 3D 8.0& 7|F 2.2 A]
g Fgtgon =90 T&L, multi—texturing,
vertex blending®} 722 Ag9] 714 ARSI A}
44 ZRE AT Aot B2 A AAdst BE
oy mjo] o]} multi-resolution mesh®} 22 3D
componentE scalable 3t=F A5t} ofjywo]
A A2®E A skeletal animationg A8 AlX
g o] e A5 trlstsith RPG Al olA
£ avatar®] 9|E7F AY A& o FoF oJulE
Zt7] W&o chaFst Zetsl BEE B 4 LS 3t

Svh[13, 14]

N
2 N

|
]

oy
[

oo

(4) Dynamic Data Downloading

MMORPG®|4] DDD+ w9 238 X & A=A %
t}, A2 creaturett NPC7} worldell 712 3¢
dax, 24 ojyuold, ARRE, AY TEE AHE
Zelo|AEo| Mgstojo} gt gl 2kl 3
A& B A&AZbel patchE Wobr A Eth
patch® AHE3HE S W U7 Fof Fojst

yrQ 2001 / 12/ SE7I1&3

T AHAAl = Mbyte o]4e] BHEEEE Q73
A Ho AHgAE EHEA @t Turbine A7
DDD 71'%& &% patching ¥ &2 AHE-3htt.

Asheron’s call Al X oIHIEE THE0] world
o thitEe] $4& 7heteh6]. ol2f g worldd] 214
A A o2 3 W FoAd AR AlS 28 Al
dell FJstA Dt ol et oHEE T3] AYY
ZAYE APA 7| SFHOZ AY BAAZ 7R3}
7% gttt

T 2L AFE FUte] AER HEE R E
3ttt DDDE AHS-317] W&ol v obd S CDE At
43t AYE FEAN HAEY FEE EE
B Al CDY HEZFE AYS A2
DDDellA & & F Q8 vlolg g A AHY v+
oA -2 EFEE Bt}

o
“

(6) Al OLE M

3D B9, oyide)A, dxH s} 2 AlY olEx=
Maya, Photoshop¥ 22 =18 AFE3ke] #|2t3te},
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