B 13.1: a4 R K ©Unreal Engine 5

FERTT R PR, RATC A% 2] T el =M. JRm, BUACH KA S iRk 7 5%
HEREM =AM, A TR, R 2/0FREEEG 30 ikl B, 18
CPU FAHZHATHATIXFERU o 8 L2 — A T Re St . R T 80 58 s it P
B, MNMTE G AT TR R e s dE, &2k 7 BIEE 4 (Graphics
Pipeline) HIft&. HTEIREL PR ZEAE 0T DT =710, L HEREF—GPU
NBTAE, FEZ MR E R SR GPU #H TR APL, 3% OpenGL. DirectX. Metals
Vulkan 5. ARZTERATE M IEMHGIE G RBIF 46, MRS LNERM, RENHE
B APL B4Ry, GPU MIEARZN. &, AN BB E LR G RN — 555
k.

13.1 MMLERELS

BAVERTH P RFE R & T T e L& H— AR = /A G AWE R
R BT =ZMAEHN) . WATER BEIGIR N4 =M% f (Bling-Phong & AL, anf4b
= AIERERSFGERE R S (z-buffer, super-sampling). FFiXEEE ZH 55—, #nlLL
S — AN EEARRRAE R OGN T GPU BEHE G .
L I AFRE AR CFT =M i RO E ) . &RlEE 1.
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https://unrealengine.com/marketplace/en-US/learn/city-sample

H+=% BAHEFX 135

XA =M, TR R AR ARAR USRS, AEd A M E S (S R
WA=/, WA AR R S SR G = AT N L.
MM AN G ER AL BIDITAGE, KE OSSR R S P,
WH =ML IR, WRAXS T z-buffer IR, FH z-buffer, FEKILALEL
5 N framebuffer.
XA ZMIGHEAT 3-5 BHRAE.
7. 4 framebuffer [FF R RIR3, EYLE R R RER S L.

bE&E T ENLEE SR R, e GPU LIgAT IE G 5 flix — e o =4 7 A0 41
W ERZESR, HERRERIFRARZ2MN. EIREL ARG B Frs.

. Geometry —'\ . Pixel
Application |:> Processing 4 R e Processing

| 1 i / |
| L} T HETH-H- /

K 13.2: FEE 4/~ E K OReal Time Rendering 4

ANl

o

MR N 37 S M R TR 46, JE S b e R N AT JLAT AR ] . Rtk ) JLAAT 4
FRAFEHGY . TFHE DSBS, WK T&L (Transform and Lighting). U] 4b ¥4 H ) —
RANZ AR TR IRP Y aML, B34 T = AR NIIE RS, R)E, XEE
FAURIE IR B . DGRRABIRY DL K S I FRATE SR B S B 5 (1, B iE IS z-buffer,
alpha-blending 55 52 i fa B A, B B4 E.

13.2 BEFELS@EH API

T R BB A LA — A KRR, T & AN AR AR 0 b F) 5 AR S 3 S
EA—FER. BL OpenGL A, 3 APT tp ) EBURAE &SIl an N B s, Bl T a R R4
FEAE GPU LTI,

7E OpenGL ", JUTACIBMY BLwgh it — 44k N TS & 6 (Vertex Shading). HHH4H 4>
(Tessellation) JUA#& & (Geometry Shading). Tl 55402 (Vertex Post-Processing)-
JCA%E (Primitive Assembly) 558U/ B, XLep Berb, Wt #imgn s JUAHE e
AR (fEH OpenGL & (815 S GLSL %i'5), 1M HR RIS S, A e
ek U S KM T RETHRENINERRERE (Vertex Shader)
— U, X T AL PRI A B BO A A R AR BR AR e, IR EDCE A REMAEE. Fritbz
b, TR At s it /] DMEEOVOR AL B, AT — R T DASEI NI e . SR sl . Bk
FARARTE . AKIHIRS0. B EREE— RIVZARMR L. TR G 3 A B SOl R A B AN e
/MR A, At OpenGL M EIEE LG LN 1’4 4 F L& BB, KM N
T U AR EREY B B B A 2 18], P LG SC Mesh Shader 414.

TR R AR AT A A ) GLSL AR
#version 450
layout (location = 0) in vec3 inPosition;
layout (location = 1) in vec3 inNormal;

layout (binding = 0) uniform GlobalUniformData {
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Vertex Specification

!

Vertex Shader

_______ U

N 1
: Tessellation 1

Vertex Post-Processing

!

Primitive Assembly

!

Rasterization

Per-Sample Operations

K] 13.3: OpenGL EIEE L&~ K ©OpenGL Wiki

matd proj;
matd view;
} global_data;
layout (location = 0) out vec3 fragColor;

void main() {

gl_Position = global_data.proj % global data.view % vecd4(inPosition ,

fragColor = inNormal;

}

HH, #version 45075 BIX & OpenGL 4.5 A 48X, in. out 7 MBI L% FIH A
R, uniform fRE A FEHE, layout FREIELENAFHAAERIT . BT LB IE
1T AL T main bk 30H, gl PositionNI 2 OpenGL & X4 R4 &, RorfnH s &,
S TR S g b — 0 i . fragColorfE A%, J5 SRR L4 T IR B 1 B s
%, HANARTTLLE B Em. B, X BN = AR RE R R i AP L 4 5 827 B
Hdy. LX—BRISSTE GPU Fil Ji i E SN TS 4T84, 15381 FTE TS 5
JE B OpenGL HEAT YOI .

St R R YO TE G A% O3 s XS AR E GPU H, JRERRH L T
KEMA, XEEELESEGE. JeliMb 2 )G, GPU FATAER X St R & T A, i A2 BF
MG, S MEERNE O ER T LMEREE® (Fragment Shading) FrE. X
—MBOR A REEN, FTAREIR. HOEEIX B, S MREF RN R E GRS
(Fragment Shader) (& & &8 (Pixel Shader). FEEML KRG, OpenGL &41E
A 4 BRI VR B . B WIS AT 8B SR A, RN HRAE 8 @ M SGE R A BT IR
FERFHEEAE. 76 OpenGL 1, IXECEAEHZIMALGTE GPU Hf), JovkH e LS.

1.0);


https://www.khronos.org/opengl/wiki/Rendering_Pipeline_Overview
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N R AN BB (ds 1 GLSL AU

#version 450
in vec3 fragColor;
out vecd outColor;
void main() {

outColor = vec4d (fragColor, 1.);

}

Hrdr, Hversion 45075 BiX /& OpenGL 4.5 & g5, in. out 43 HMEM F BUE (A48
NG, BEAEEOPRIETIEEA Tmaini . EE5—#210%, X HfragColor 5 I
e BT S s 4 AR B & . 7 OpenGL H1, WIH A BUE (A28 1 AR A5
AR5 B AR BLERAH R, A4 OpenGL Hies H 3l — 3 B K.

EFAVRR ARG, TiASE Bds FE R s A 2R A Avec3 I fragColor [ 244,
X BRSBTS 2R I e 1. BS TE  SBR A
A, Tl o dedi 2 B T AU, R R ORI MASE R RZNmA. X aT
() i T 2 AL I — AT B4 . ZEBRAE LR, OpenGL 2T A5 € 25 (1) % tH 18
AT E— AN ARBEMBIEEMERE T EEERSMER L, RS GE RGBT,
IR FRATIE B 2 s A AT T AR E B4, B R AR 2Rt 5
PIgE R, 2K HARM RS i B FRAT 2 BTN 4R 1) Gouraud 15 Phong 4 2 [A] 1
Z5l. Gouraud # /& 7E T AUE (A28 1H 5 Blinn-Phong YEHERAY, 4t 15 2B .2 J5 18
MR 1 Phong & BUE/ET AUE BRI N TS E ., EREEE, 8%
&g Blinn-Phong YeJEAAL. F52 |, OpenGL 24 | =FE{EEI, hiRERE
#F (Interpolation Qualifier) #E. flat in vec3 fragColor $8IX N8 & 1EEHHMLIT BEA
SHHTHE, BREBHSHEE =MEE AT ERME. noperspective in vec3 fragColor
FRIXANAR 5 2 7F o e 28 (AR PE4@{E . smooth in vec3 fragColor $8IXANAE &2 il il i ML
IER T EARE, BRG] PL & fsismooth A 5

OpenGL Z4h, BB WZmATHIEIE API, HAHE 4 IZMEH DirectX. OpenGL
1 DirectX JUF-72& [FIBHEZER), F5l27E OpenGL 3.3 5| A core profile Z &, —3# ZI[8{E
Dige BJLTP—3%. BEE BE T RS2, @t 7 i m 3% % 1) OpenGL ES #
FE W 50 8% BB 4T ) WebGL 2% API. KZ7E 2016 4, 4i9" OpenGL [FFEZHZ Khronos
Group #EH 51 Vulkan API /E4 OpenGL BG4k, ER. B T H A
1 APT Metal Al DirectX 12. ¥ APT & 17— SSEIRAE L LRHERE, XN FRAER
I fE A .

OpenGL OpenGL  OpenGL ES 2.0 OpenGL Vulkan
1.1 ES 1.0 . ES 3.0

1996 2018

GeForce256  DX9.0 DX 10.0
“GPU”  SM20  SM4o0 WebGL DX 12.0

M 13.4: FEEIEEAEFNERE API B H B 55 ORTR4
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13.3 THEEEHE—CGPU

FRXH, RIBvRESA SN . KBS BRI CPU HHRIX 42, DLET K
FEEEMEE LN GPU RIBMARAE CPU FiEHEY GPU? &% GPU K4
. L NVIDIA (1] Maxwell 288 941, FHEARIE a1 B s,

PCI Express 3.0 Host Interface

GPC
GM204 - Maxwell GPU: 4 GPCs with each 4 SMs

13.5: NVIDIA Maxwell GM204 228 ©Life of a triangle

PL GM204 B2t %1, GPU & — DS EESSH Giga Thread Engine Al LANANFE] Y
GPC (Graphics Processing Cluster), &4~ GPC X &% T SM (Streaming Multiprocessor)
Al—/> Raster Engine. &> SM HEE IR Z ML L, IR ELAZ LR AT LI R PAT VHE. AExT
bb, —HUl 3% CPU ATREELE 8~24 MLy, H— Bl 97 92 3 5 AT BLIX F) 3000~10000
MZD, XS GPU nf AR ACE R EE . 498, GPU O E2ARM: GPU L
FIRAZCIEFE T E R AR, JFH GPU ZORVIFE R E T CPU O, XHEK
#H GPU FEVEREEREMEEEEE. GME2, GPU MFFS2: i, M. Xf
THEIIEY, GPU BXLHkfEHA S A, (HHE SRR AR GG T 5/ KE
s EH AR BB E LAT 5

wmE, MR E S EIE APL B drawcall, EE CPU {£i#— R 5184 fEHE 4
GPU. Tl s 47 BLINEHR L 70 45 % MZ O IF R IAT, X BEPAT I ar S BIET AU B, L
&GS RS, /£ GPU i, BEIERar 3T 2 n] LLRIN AT 1Y), IXFEOE —
HEE GPU $irl S 51HHE. G, X AR Work Distribution Crossbar #75
fie A 2/ M-S = MIETH A ) GPC. Raster Engine #2180 5, $#UTHEMMETTE, FE5e it
PEAEE SRS, 10205 B EARIE 4 v BOE (s . A I BUE (ds 2 IR T AT Y.
FBEORSEHEE)E, £k ROP (Render Output Unit) Ab¥E— RS, WA, HiT LA
BAWIZEr (Frame Buffer) SEfjwoon 1. EEREELS, HEER KT EE RN
B =M T S A T S (s B8, AT AR R T =M IES R B s . {E
GPU L, iXW/MEF AT LRI BIA R AL O E3EA TR, IR KR & 1 iR RC%.


https://developer.nvidia.com/content/life-triangle-nvidias-logical-pipeline
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Graphics API
Pushbuffer

Host Interface
Front End
Primitive Distributor
Crossbar

|vs||vs
[Gs GS

Viewport Viewport Viewport Viewport
Transform Transform Transform Transform

Work Distribution Crossbar

Raster Raster
Engine Engine

Attribute Attribute Attribute Attribute
Setup Setup Setup Setup

|F‘S|

K] 13.6: NVIDIA GPU EJE# 4 OLife of a triangle

GPU MHEIEA LTI E. BB E LRI, V52 NEFFIEHT 72 1 n) LR
F GPU & FEF-AT B4 s I A 1 — Lo F A A A5, R e+ 55 B A i A A &
177 At 205 A A AT, REIRIU EHAT IR, T4 RBl. CUDA. OpenCL.
ROCm %715 APT fJEH ORBEAR T A GPU AT A TH T IME, Hil, GPU &4
BONEAERAL. MR, BURALER ., WAEY 4. B4l 0t mizn SEaus 4R E 20
IR, EEIEE LY, R R — 50 LA AL S e D B GPU [y F it
HIRekszEl, BUREE AP B S #5 A Compute Shader, 1 LJ5 3 Compute
Shader HI/44.

13.4 BEREZLBFHE

OpenGL 4T 1992 4, B THEHLEITESIEAE 2D LB, 3D EREAR A
B, E#| 2010 4F OpenGL 3.3 KA, A WP L4 OpenGL EIJEE L (TR
ZHi, OpenGL ERNFTAE W FE#R AR OR BN SR B, AP IEEIr240 . 5 OpenGL 524t
) DirectX API 7E R HAAZESUIG M. 2] 7 2016 Ep0 )5 XHIL T Vulkan, Metal %5
FETE APL, X426 API 5 408 KA DirectX 12 #7E R L5 T — LAy,
P Vulkan Ml HEEELR2EELT

BAVX BA A0 BB E L LR, A2 — 2 7 fE 22 0] DU B AH 563
Bk (Real Time Rendering).


https://developer.nvidia.com/content/life-triangle-nvidias-logical-pipeline
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| Draw |

¥

| Input Assembler |
¥

| Vertex Shader |

| Tessellation Control Shader |

| Tessellation Primitive Generator |

| Tessellation Evaluation Shader |

| Geometry Shader |

Vertex Post-Processing
[
Rasterization

¥
Late Per-Fragment Tests

|
| ¥

Early Per-Fragment Tests
| y g

[

|
| ¥
| Blending

|
|
|
Fragment Shader |
|
|

K] 13.7: Vulkan EIJEE Zr 5 E OVulkan Registry

13.4.1 Deferred Rendering

MOREHEROASERS T, BRI EAARERELE, §—N=AEfad
FH, AAHETEEMENEE, KoM EOASEREEERT. ARAINETL “%HE
7, REGEIFESX REERERARAN =ML HAN? ZEEAN, X—HIERK
9 Deferred Rendering, 52X 1% 5 BT E 86 (A H5FR N Forward Rendering. — %
HIX )&, Forward Rendering HREMRIEE B2 f5, 1M Deferred Rendering 75 84
IR, St ERENNAAE AR ENE, F5E s il 2. X T Forward Rendering,
Deferred Rendering KAV T SEhRPAT A CurhBa, T R i 2 o) 328 B ) 1 1 Ak 38 bL A
BRI, R REFR AT — A e, TRE A ERUIR; HH Deferred Rendering 7 Z 7%
BAME G-buffer £¥E, XA RS S BT, J5— @] LUl —M 4~ Deferred
Texturing PFIARLEE, RT3 08 I K A A TR VR4 e 7T

GBUFFER LAYOUT
4 Render Targets (RGBT0A2 + 3 * RGBAB) + Depth sStencil (D32 - S8)
e/ ¢ [ s [ |

World Normal (RGB10) Gl Normal Bias (A2)
BaseColor (sRGBB) Config (A8)
Metalness (R8) Glossiness (G8) Cavity(sB8) Aliased Value (AB)
Velocity.xy (RGBB) Velocity.z (AB)

L ows ALSED ALLE

Default SelfAD(sAB)
Skin Skin S Mask (sA8)

Translucent Translucence (A7) + Back Face (AT)

13.8: Ubisoft CEHL/S5: B F1 G-buffer 1M 17-HEAT ORendering Rainbow Six | Siege

{£ Forward Rendering AR, THEE O IR G = 4EAAR . VA& 18 i
. MR A H T AE 88 AR F BoE (s AT b B, MY TR =ML T
— AU P BOE s, bR b, REEE R EEE GG RS ENEA AR, KT
— S ERS ) =AY, R T UG RSS X AR . iR E IR, B


https://registry.khronos.org/vulkan/specs/1.3-khr-extensions/html/vkspec.html
https://www.gdcvault.com/play/1022990/Rendering-Rainbow-Six-Siege
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o ds A TR EAITE B O NSRS B OE R, A RS OE BAE U R
— A ZAERECH OGN YR BE AR R 0 AT D, XA R OR > 1 7R B SR AR A T B
I E LA G-buffer. G-buffer "FITE Bt/ H K, EIE 70 DARYE B
B HRERE G-buffer FRIEIEHEA. £ Vulkan API H, f#7E Early Per-Fragment Tests fll
Late Per-Fragment Tests PI/ M B, 1X—Xl53 43 Deferred Rendering SEHEE K S H 4.

13.4.2 Compute Shader

AR 7T DARIH GPU fius v, reE Jud v, o B 2 ShA I
TR B, FERE 50 BRI Bt I, 7 0 e R AT B A I i
2AE CPU LogiX —idfe, BAEB GPU BE —ri@ A AR, 5k ol AL ER
CPU-GPU ##ls &4 4y, &R T LAER MG, N 7 fgskix 288, Compute
Shader MizTfj4. Compute Shader A] A7E GPU _LE#AT@EHTFEAT S, (HFTH S E B,
FBEOEREEIE APLVGHIN, HEAMRAE B2, XESAE IR GPU
AT IEH T H ARSI NF7#. Compute Shader Fx KR & & T KigY & T 1E B E Lrh itk
1T HE LRI AT Rett, MEAERTEE L FAER SR, REZMINERZ5I N Compute Shader.

N R — A Compute Shader ) GLSL fLAL:

#version 450 core
layout (local size_x = 1, local _size_y = 1, local_size_z = 1) in;

layout (rgha32f, binding = 0) uniform image2D imgOutput;

void main() {
vecd value = vec4 (0.0, 0.0, 0.0, 1.0);
ivec2 coord = gl WorkGrouplD.xy;
float width = 1000;

value.x = mod(float (coord.x), width) / (gl NumWorkGroups.x);
value.y = float (coord.y) / (gl NumWorkGroups.y);
imageStore (imgOutput, coord, value);

}

X Hel NumWorkGroups# i Ji s & FE 5 &, gl WorkGroupIDF 7R X4 Hif 26 A2 24H 1) 4w
Ty BANREANMEREL HEEInD layout 152, HlUxX g ELREHN NRLTRE. L
TS A FH A2 RS 2R 2 2 5 o0t — MR I R IR AR R A7 B b (5.

A 7 Compute Shader 2 J5, HERTUGHEREILELE GPU LSuilE L. Filul,
Unreal Engine 5 H[#) Nanite $ZAR{#H Compute Shader it | [ & ML mAE, XTIk
WP =M E SRR, RO 7N = AR R, 5T A s
SERYE QLN T RE. AN ISk SRR AT B R A A Nanite BORER IR, A RIIE
gL, oM AR AT RE R AT g B A — & 07

13.4.3 Mesh Shader

TERBE, st A HEERE R P TER. T m Ao gnsiny,
FATFEEF S 8 =ILFK LOD (Level Of Detail ) 254 A T A Ab 3 5 iy N\ 34 25 .
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IS T AR A RIRERE T, BATT AR AR 75 BRI R 2 (5 U7 00 =M IR T AT hn s 1
BNBUE L. IR A EE RO T (R n /B, 3 A A T A 3 B 2 0 TE i SR L.
2 M T2 73 AN LT3 (3 I 2 2 1, X ee3 A A BEfE CPU _LittAT, ARtk R] GPU,
RN TR GRE P TE SRR . THLE, B ETRE 4P R LT AL HAR 7y, IX e R HE
FLAE GPU LSERL, A>T CPU-GPU WS A, $m 1 iEGERE.

TRADITIONAL PIPELINE

veriex | ! TESS, TESS.
srmeure [ SETS B cowmot W vesseamon [ Evatuamon W SERESTRC N paster sﬂiﬁfu
FETCH SHADER SHADER
! A)
v

Pipelined memory, keeping interstage data on chip

TASK/MESH PIPELINE

SHADER MESH STER PIXEL
[ >
S i

Pipelined memory

Optional Expansion

Kl 13.9: JETEITEE 25 Mesh Shader XJ I ©OIntroduction to Turing Mesh Shaders

RN T B2 U ERE A, IAMEIRE L X 5 7 s tadt. i
SHEEI TUTEAIRFEZ MR, T EER, X5 TR R TAE. 2018
fF, NVIDIA #5432 T Mesh Shader FIMES, K UG — HEIEE L —A 7]
PRI RR, JUAT AL ER () RGE A REACHE KR 42 5. 7E Mesh Shader 1, GPU ZFEAF
5T A s0E = MARgE, HF HUT 148 S A B BR A B, —AN2RFE 0] LR R 3R15
ZATUAE = ATENE R TS AR Mg s JUAT b3 R et 5 R %, ] AR IO A5
Ab PR TRAE B S AR B AE K J7. A T Mesh Shader, 54% JUMRRIHIFR . FEFEAL UK A B
SEALFRHCAT LU N H AR HUE GPU _EiEAT, AL S ) Compute Shader R SZHL.

13.4.4 £}

M E Gt R T, SRR — N RPER AR AR ) R i B 42 21 (1) 4 b i 5
JERERERL, LA R B T OGURI B G, BA B RSN O =k L B R
JUH A8 S & 1) S 1 SO IR 24 JR O HE R X DASICB. o SRS FH S T e A8 D 4B R
5, W] DU FA e 4 Jey e RE )8, EDR 2B BRI A = &, I HIFERT A 1 B T A A
Hor A SR GBI SCREEOGIE, X IR$| 7 OCLZBERESRE R IR . A T EYERE
5RUR R B T A, —Fh I g G0 M 8 28 5 2008 ir AR AT T e

S 2R A T B AR B G SCRE, AR — PRI 45 48 mT DL S 3 B T H ) 0
2eRAT: TN 2w B BRI 7R Signed Distance Field. K, HEX 75
HI AN UARE . —AMERE Y Signed Distance Field /E UL, i nl PLE L Y 2ki8 i 5
%, 1E B b B DUBUIR AR S AR T AERf I 42 )R 6 HE SR . BT Signed Distance Field
FEfEAE M AE AR R ER s R b, s i (A R S B2 e iy, Bkmr DA F—
Mt 14) 2% 11 D' RS S B s 42 R G R T L. IORS RS D ZRIB A Hosk i, 2B 5 5=
A R (HAER) Compute Shader, EJGIBSE R FabAT I Mg, B AT V8 BRI — in] #5520
Unreal Engine 5 H AR 4 FEIEHT Lumen FARBUZH 7iXx— B4, Kk, Sk 5k
BERIES G IRA A RE O T —ARETEE 2 —H8 7


https://developer.nvidia.com/blog/introduction-turing-mesh-shaders/
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