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2. Low-level Rendering
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Milestone graphics cards Features
1996 3dfx Voadoo I Triangle setup & clipping
. Competing with Yoodoo |
1997 NVIDIA ¥val 25 {rejatively high performance and low cost)
NVIDIA RivaTNT 3dfx Voodoo Il Hot year for gaming hardware,
1998 ATi Racel28 and also for game development
8 (Quake2, Starcraft, Unreul, ctc.)
1999 NVIDIA GeForce 256 Hardware transtormation & lighting
_— : Compctition of the two major companies,
2000 ATi Radeon NVIDIA GeForce2 GTS NVIDIA and ATj
NVIDIA GeForce3 o .
2001 (NVIDIA GeForce2 MX) ATi Radeon 8500 Vertex and pixel shader support of DirectX 8.1
Radeon 9700 . s .
2002 (Radeon 9000 NVIDIA GeForced Ti, MX) DirectX HLSL, occlusion query, elc.
2003 NVIDIA GeForce FX 5950U DirectX 9.0
‘ ATi Radeon 9800 XT OpenGl. Shading Language
DirectX Shader 3.0
2004 NVDIA GeForce 6800
~ (NVIDIA Geforce 6800 only)
ATi Radeon X800 XT OpenGL 2.0
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HcO~c3: view_proj_matrix
Hed~c6: texture_matrix()
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dp4 oPos.w, v0, c3
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dp4 oTO.y, v0, ¢5
dp4 oT0.z, v0, c6
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float4x4 vicw_proj_matrix;
float4x4 texture_matrixQ;

struct VS_OUTPUT |

floatd Pos : POSITION;

float3 Pshade : TEXCOORDO;
b

VS_QUTPUT main (float4 vPosition : POSITION) {
VS_OUTPUT OQut = (VS_OUTPUT) 0,
Out,Pos = mul (view_proj_matnx, vPosition);
Out.Pshadt = mul {(texture_matrix0, vPosition);
return Out;
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3. Realtime Rendering Issues:
An Example
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38 4. Height field
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4. High-tevel Rendering
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Scene *scene = new Scene; /f **
Camcra ¥camera = new Camcm;
camera->SetMatrix{ ... );
scene->SetCamcra(camera);

Group *whole_group = new Group; // **
whole_group->SetMatrix( ... );
scene->AddChild(wholc_group); // **

Mesh* cai_mesh = new Mesh({ ... ); // **
whole_group->AddChild(cat_mesh); /7 **
Mesh* fly_mesh = new Mesh( ... ); // **
whole_group->AddChild(fly_mesh); /7 **
AnimCurl* ctrl_1 = new AnimCtrl;

ctrl_l->AddAnimData{ ... , whole_group);
ctrl_l->AddAnimData( ... , cat_mesh);

AnimCut* ctrl_2 = new AnimCtrl;
ctrl_2->AddAnimData( ... , fly_mesh),
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main_loop}{
ctrl_1->Update(current_time);
ctrl_2->Update(current_time);
scenc->Render();
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S. Conclusion
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