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Gg 1 BSHU o

22 go] ZER1E thrglete] EASIGITE S
TR g R dAYe 471850 3x4d
A7 dlolE= vertex processord] HH w3
O (per—vertex) <dab HHelA F4 W3
(projective transformation)& A 24
FLE (viewport) HEAZ AFAT) FA)0)
AF 533 9% 2 44 2 F (phong) £
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1. Vertex shader

Vertex shadert <I1§ 1> TA|gH v} 7+
o] g A wolZejele] 7p ekl 9%
alo] 44 9ol Aabe 783k shader B9
& om)sit}. Vertex shadero) A& 7|24 0=
32 AAE ol 4x4 B Fato]
A9 Weg skl vertexs] £HE AL
alo] Wgky s} I FHdrt s} Zol
vertex shader UF-elxE ot 7|8k Wkt
g dato] o]FolBE GPGPUS 3-8+
ofel we} 43| ARgstAL ol Ak 6HA
As Fr Utk oF =9 FAHT A
vertex shader?] &85 fragment shadere]]

Hjaf ol
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2. Fragment shader (pixel shader)

Fragment shader= <71# 1> REnket
o] A o] Efelof| A rasterize A
o] o) Y= B4 el A A S 9]
3l pixel shader#tr® E¥Hv} Fragment
shaders= F407 o] TAYE 39
AS- AR GH= ol R R ZElo] £AJo] Ut
Aol gakaiel ] 83 fAkskA Hvk =5k 4
AHAQl GPGPU -§-&wofelM e Aefet volel S
12

A
el 2] A0 7 HAE L fragment shadere]]



GPGPUE %t Shading 919]

A olof] A3k data—parallel3t WAl o2 T
£ tolEE el A & 0 A%E =
#9) 8] 24 (Frame Buffer Object, FBO) 2
I = w2y it 2gshs WS #Hs
t}. o]9} & A]E W2l off—screen WY
olgta st} o]¢} o] GPGPUE Sl3l 7H¢ &
o] &45):= §2o] vlZ fragment shadere|th.

3. Geometry shader

Geometry shader+ shader model 4.0°4
A E81E 0™ vertex shader$ rasterize
4 Atolol| 9|8t draw primitive ¥H9E
Aito] o]F0iX| = shader BE-S u]sit}. &,
geometry shader® 983 232 2239
gro] B3I geometry shader WHtoljAl= Akztad
o] A} A AAA HARES HASAL )
& A9AY = AEE AEE Fole &
9lt}l. Geometry shader: Cg 2.0 #jAlls
DirectX 10.0 ¥ 2] HLSL (high—level shading
language) V' o]-g3}o] 7ket 4 QiTk. GLSL
(OpenGL shading language) ©' oA o}a 3
Ao g 3R] kAT NVIDIAS] OpenGL
extensiong £k NLe 5= vk Geometry
shaderE ©]&3}A = progressive mesh®}
2& 3k 29 LOD(Level-Of—Detail) 2] &
&4 Fdo] 7Fs3b, bump wWiE Y & Ak
& GPUAIA 438 4= 9131, stencil shadow
volumes ©]&3te] 3xd PO J-kAS W
EA ARV 5 Qe T a5E 289 Al

GPU -Fdo] Rt} golsltt.

llIl. Shading Language

Shader L2 725 A3 F T2

:

/* CG vertex shader */
struct VS_INPUT {
floatd pos : POSITION;
float4 color : COLORO;

struct VS_OUTPUT {
float4d pos : POSITION;
float4 color : COLORO;
}

void VS_main ( VS_INPUT In,
out VS_OUTPUT Out,
uniform floatdx4 mvp : state matrix.mvp )
{
Out.pos = mul { mvp, In.pos );
QOut.color = In.color;

}

/* GLSL vertex shader */
void main ( void )
{
gl_Position = gl_ModelViewProjectionMatrix
* gl_Vertex;
gl_FrontColor = gl_Color;
}

/* HLSL vertex shader */
floatdx4 WorldViewProj : WORLDVIEWPROJ;

struct VS_INPUT {
float4 pos : POSITION;
float4 color : COLOR;
I3

struct VS_OUTPUT {
float4 pos : POSITION;
float4 color : COLOR;
h

VS_OUTPUT VS_main ( const VS_INPUT In )

VS_OUTPUT Out;

Out.pos = mul { In,pos, WorldViewProj );
Out.color = In.color;

return Out;

}

(a8l 2) Cg, GLSL, HLSL oflx|

o]Z NVIDIAY Cg, DirectX2] HLSL, OpenGL
9] GLSLso] &A%t & Relx= olzg
shading 910152 4 djste] 7]edith o
2 CEHH fAKSE 1E AojEA, <O¥
2> Cg9} GLSL, HLSL®] 7hekst oA &5

EASE
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1. Cg

Cgw C for Graphics® ok}2 20024
NVIDIA®IA] 7134 shading $1¢o|ch NVIDIA
= 220l 7hse g vpo|Zeele
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sHAl 20t} 20099 42 AA DirectX103}
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2. GLSL

GLSL< OpenGL Shading Language®) ¢z}
24 I olgelM & 4 §i%o] OpenGLAA
shader& AME317] 913t shading ¢1ojo]t} 2004
¥ OpenGL 2.0 #of] A4oz ¥ 7
Cego} PRV E C o9} fAKeE BHS Zh=
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gy WiE g8dte] a840% shaderg
AREE = let A 9l Qe st B
& A7|F Z2EE frame bufferg A% ¥ 244}
9] 3}47} fragment shaderolA xgld 4 3l
5 s A 2719 AFEE A g oW
4 G4 gAA HolHE AYH] Hlre
22| A% 3 vertex shaderdldE 7]
Aol A;HAHIS 433t} Z1 T fragment
shaderdllA| 7}7+2] s}ief disto] 129 |4
A8 B4-& AR F 1 Avk= PBO(pixel buffer
object) Y FBO(frame buffer object) &21¢]
HTQ W& 33l A= HEFHORE A
A8 W2 g BAgEn <18 DL 99 e
GPU 7|4k A ZHdgae] 718 %

HojFa Qlvk B3 GAAE 7Y ofd H]O]Eﬁ]
A GA 22 TPz wiEE 7 Qi

2. DWT(Discrete Wavelet Transform)

JPEG20009] 1793 t]zgef o] &=+
3 #}A4Z9) shel DWTY A$% 9¢ 2
ZYJA2E 01%6}04 shader® 7% &
o oAl E=24 7uke] DWTO! A
T ¥ AYys Fato 7}?“&4 A=
o] DWT 235 o
+ FBOE &sto] Hlt]e #lxeo XWHD} o]
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.

fo ot 4o 32

3xXI S| XMl F=Z(pose estimation)
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(32! 2

A 2 R B4 F9) shelx go] G4 7]
Rke) 3xbg BA AA 4] A5 GPUg BE
ANE AR AFET 5 = L oot
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(3% 7) ShaderE 0|28t EWA splatting
B Zof

Aste] A el AR Bikehs
7ol ope} A Yiel ARl oA wg
vertex shaderoA] W7ste] wj11e]e wde
9)#AM-& ARSI} Fragment shaderollA= 2z}
skl APEE A AR HAPE 9 A
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