(5 3) SIYEDIOOYON K134 M1S 20094 38
=22l A Z20|AHE s S&
TIE -
.M 2 % 9t 229 AYL BRE 3D 29Y 7|5

S AYL B FFoIAES} Mz o] F
ojxtt. 282l A} FefelAEE AR A
Agste Z2aPo e A )2 AY A
AMFEH AMEH fd 7lESe] U2 ASol
ol g ARRE, AFAF, UL A7) v
EYaza gutd oz A s ¥g iy
AR e A tREY 24 Vg0 AEH o
of 3t= Hoto|t}h. 21 AY Mwe 282l A
do] gt Eo] g Fokg tgo] ARgA}
7t AYE 7171 YA Tl AFeor e
71s& MHl28ta, B3 943 doly #AIES
H £ T8¢ 7|58 A3 Anje g &
ZolAES A S A A3 A AF3
o s WA Ry, Feol|dEE B} 52
2o adgst wE 45 AT By B
3 g4 7152 B3 ALY AvE 7Hs)
We weko 2 ubAs) gt

FHOINE ML 71&d B 2d Ay
7Ie 849 ARE Awdte Y IS o) &
HM AP THxE FHse 990z 7Y

od o

# WA AR Corresponding Author) : 4A€, $4: A=
AgAl B3 okgHE 367-1 (463-827), A8 : 031)789-6614,
FAX :031)789-6599, E-mail : kimsungyong@gmail.com

* (F)A | NALHARE AYASTAY

AYdol22 ARNME 3D 2HFL &7 9
g, 3D Aol sjyo]d, A F ot o] HE
2e 292 71eE AFse Ao] v T3
th FoR AL 7o 2 AY FE|AEE
MEd ele X2 3 AQe] S webA
st 71&0] Y8dy] vpdolt). ojn) Feloldd
E A Has oY V|&E FoA E5F0
a o} e Fo] AIAYE yl&olt}t AAYE
7|gol@ 2HA 2IYE Aog o)A AY
o EHxE 4 Me2A AL F JEE 3=
g T3tk @9, A el Bad AEF
A 7€ ol s By ol AETANA T2
A AAAE Hol AZEH o Y WHEo|t}
AY TZAHEE & 717 AZE 0] Rolo
Hla|A o} AT JdjF oz AAXQ HPERT
T 73 P2 Ado] o]FolxE Aol A
gh agdE Betn 22 AEY AF 7HeA

F0|3 g 23E £0]7] YalA a7AH ¥

of g dar F&3) UFHIL Yok FH2d
A QANA AL L2ZEG S Agolgte
HE g Yol AXL Qi) EadAe &
ZgolAE 7lg T YA, 1FA 53] A
3 A79] 3D Y2 7E T A FH
Aoz Mustint. aeln FEo|AE s ¥

_24_



20 AY SY0IAE Jig 5

SIHEIMO 02K H138 H18 20094 38

23 23YE 7)en 2 o] FUHT Q=
WAL L= ES o] Awe] M T 7)&stuAt
gt

2. HY 3D JdHA J|l& S8

1992'd Id Softwareol M Hz¢] £74 3D FPS
AL Quake 7} EA1H o), AYS 3D 1Y
Z1EE 7o g A1) 4RE AY
7HE AFE AL AYstne A 24
el AYEo] 3DE ALdEcty s I
o] obltt. §3) A2z agY2 =9 7}
15S 283 GLQuake 7} Y& olgf &, 1)
st=dole] e Fhol wrAgtd wehA
AX9l 3D 71€3 1 FAE Yo] §AE

I A3 7leS AA-sA #88 Unreal
Engine 3 ¢} & A ARAXE o] g
7l FEdAE & B4 B AL Ao w
M e FAY 94& HAFE vk Y2 AY
Mool e =& A 94e 97 YsiNE
g 24 7ol HedAW, drie 1 2
A H4 2}o| 8 (Per-Pixel Lighting)® HDR @
oy, z2la AN #HY) LA E(Real-time
Radiosity)9} 22 HAl 3D AY 71& dis)A
AR kAt w5 P4 glo]goh} ] A

XoE B e orr o
o 2

uies

3% 1. Unreal Engine 3 2 7i2t= Gears Of
War 2 &9

B9 /dg 83 Aoz AYdA 2EA w)A
AE Yo Fo] F&=e HYLAE =T ujgY
(Radiosity Normal Mapping) 7|3 Z2}9 &}

=do] &S st du3y H5S Eol7)
AaA AHEH= A Hlo)9 (Deferred Shading)
718l oA 2Aska T

2.1 HA 2lo|8l(Per-Pixel Lighting)

AX Bk AbdA o3 Hojd F29 31
< 271 HEME 2 g2 dtudole =2y
Vet vho] Z <l (Programmable Pipeline) &
Z 88T F oot g} T2 W53 o)
zZalole yj&E9 1A 7% ﬁ+°]iﬂ‘r°1(Fixed—
Function Pipeline)® @& T2 17158 4ol
O o], & HE A 4ojd(Vertex Shader)st I
A 4o (Pixel Shader)E o]-&3}e] 1 I~ 3}
=909 715 oj&ste AL LI,

AL AAzte g B w27 sdag 18
71 91814 3D Bl o] &g Aofo] @z )
o)), oju) Z2aYrteF olZele
o]&3lo oA lo] ¥ (Per-Pixel Lighting)& &
34 HYE AL ZYLo 2 ul$ Al F o)
PA e A6y dRE A4S 5 I )
Y AYAA F2 ALEEE g8 e w
g2 @92 golH g 3t Wl & A
AX F2 &3l o]’ o] (A)olelx 3}
A, HE X G2 olef g gol8 At 33}
31, Gouraud Shading ° 2J3iA Eg2¢ 7 o
A9 g& R BdS e Waolg u
YA o]’ =2 (Normal Map)S o] &
o] A G2 2o’ AS oz vE
Zho|Ho HIs|A Hop AAEAHQ ALKy ARE
2E & Atk ==Yol# 3D B 74 R
Aol JAHMEE AEYA "HaH o]n| x|

._25_



249 HY SY0IAE Jg Y

HIYEDD0SSX 133 18 20094 38

RGB#H 2.2 A A AL @), A A&
e 29EZEE 2dEY OH Yol B 3o
92 2l 9N =TS ANty o
A o’ g o] B3H HL ZYTLEL 3o
F2 2dXYE YU doy Ans o
F AT Y 28 K AL ZZ 2o
TS AEFo2H solEPTAHY Uy yst
H¥o| 7teds B U
I=1,+k,(N-Ly+k(N-H)

H o

Al 1. Blinn-Phong Lighting 4!

a8 3. =4 2told oflx|

Edo] 7 REX S HaWE By o
¥ Fe ol AT g g9z AE &
F Utk o] 2 FE gE AR WA E 2
£ (Gloss Map)ol2tal 3w, 229U E ALE
3 54 FEW dRALE G 2 ARFHo|
I AHEAQ Fold ARE 2L 4 Yo 19
3¢ Y g@ed ALY Ee2e =2y 22
2% (Gloss Map)& A &3to wfg- AHIHQ 2
oY AFAE L AL FIF + Utk

2.2 HDR &

HDR 2 High Dynamic Range ¢ 2kxlg duk
HoZ LE7t v o2 BAY BT F e =
29 HYET HR He HYE R8T 5 sl
oju|A] A e 1 PG AR ddH Wy
TG o] VYL HAFEHZ AYFE o|n|A
FAE NAAE7] ek LA, ALlA
£% ¥YE(Bloom Filter) Y} Ev4(Tone
Mapping)# Z3E o] AbgHo|A 2 gt A<l
A 7]Ee] daX ofm|x|9f T wino] &4
& Z717} Agts o] o}F HL grolu} ol o] F
& &S TEY 5 AAAY, 22 S99
ol X §-F 2523 (floating point) 4] ) &% 9}
z2H ¢ N E A F3A Foll mebA, ofF wre
ol ofF o7 F7tA 13875 s HDR ©]
U AE AQAME AHEE = A =81t HDR
Ao 2 duyd 4L BF UEHE AXEA
e RS AFFoEN tS WA Role Az
< E9Yezt. 19 4% Unreal Engine 32 ©]
&3 drlE) FHoE BE UE) 93 9=
Hg3fo] Bre FHel] Wo] Moz S YA
EAAE AE FUE = gloh =3 ALl B
B 7IME HLFgo 2N A Aokt 4 )
o @etd HAS e 4FS He A Hl5E

rr o o

_26_



20 Y SA0|E Jg 5

B EIOOOY X H137 H13 20094 38

32 4. Unreal Engine 3 Bloom |
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2.5 X 4lo|=(Deferred Shading)
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A & goly:
For each object
Render mesh, applying all lights in one
shader
HE & Folg:
For each light
For each object affected by the light
Framebuffer += object * light
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Ad Holg:
For each object
Render to render targets ( Position (or
Depth), Normal, Color )
For each light
Apply light as 2D post-process
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