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AT TIE, (FHIRTEIFCIZ BT B PR 2 el & L IR AT HAL LT O [ 55 52 S 19 7 1
BHEH ST ES . SEIE, EEL RN E L THED S 75 HREFEEITF
Ja—A L2823 F2— ) 7 (44a > ) —X) OF3aH E LT, FEA
FDYA [FASELE E AN BE SR ISIEH L T2 /5% 5

A[RIE707 532 T7DOER (3)
GPU ZFIA L IcRFAN=ZK) 2 =LL 2 FY 2T DERE

1 1IC®IC

RV a—LT7—=F2RRE LY TIVE A LWH
LFEfTid. Bl AL 0 5o B T EE R F5E
T—XD—D Lo THBY, 4 TIlLGPU (Graphics
Processing Unit) % FIH L 72 & F & F 7 @t #1L T4
PIRESN TV D, $EIZ, B E T 125 P L2
BEND L) RBHETFR) 2 -7 =412V T
3. GPULDAEY (F7 AF %) NEHET— 7 %
THIENTEL720, BRTFHOHHFERLT VT 7
BEIE 7 &% GPU L CHEMICALILS 2 & L ASTITRET
HrW, —J, AREZRBITECHONEZ DS
WIFERIR ) 2 — A F = F 1200V TId, TOhiED
S HEBEGPU LTI T 5 2 L DSIHEECTH 5 72
O, BRILIZPEEWHR) Iy 2EREDETL VY
V7552 ETHELLSGPU LTS 2 k%
EFRAPRESINTVEH, TLV7 7 EREREEZIEL L
119 70121, FERAARY) T3 A2 A5 DR
O EHE (visibility sorting) 23U E % %0 2 DE
HARD) T OIEFDTEE TR, $XTOFRY) T2 %
GPU X E VM L TB2 R uE % 53, JEED
BT CTHIEE 70 %0 FRICRBBEE 7V 05 BEHE RS R
IZDOWTIIHEMNED D DDA EE L 2 AHE ST

FEEN

Sbl BBOS

SERBAE (BR) 7 A - V= - T4 — Atk FRLI94E
TORARF B T 7R 3R T S I204F 5UHR
KRB IR RALIC RIS 5 B 321 fE g,
B4 (L), BEFEmRaESS, THALERY S

#&Ho

ZRFEZ ZIHL

FAT604E RUR K Be T W72k 7o [ 4 H A IBM
Atle R0 A T AL KB 2. P34
HERF B, RS R, Mt (L5, 1
WAL, BEHROE L OWISEIZHES, IEEE CS. H
Ry 32l —a s B S4R,

/AR HAR

JNLEH ##Z

bo FiTFR—ZAE) 2—AL ¥ ¥1) v 7 (PBVR) Tl

COMEFDTEFIELERLS, Dy R 2 — 47—

ZEMUNTE LCEBRT S 2 L0 X o TGPUD B
LB 2 AR L CHAT 5 2 L HETH B,

AKF 22— M) T7NTIE MIIGPUTE T T I VT

DFEHEN R E L 725 & PBVROEHALIZD
WCT v 7NV a— RERLGEPSHHT Do

2 GPUBIE

—#%IZ. GPU R Cld, 3RITT — % & 2IRTCHGIZ 254
T —HDIILAINA T T 4 R TEITEN TS,
WITTIE, FDOGPUNA T4 VR T H L D0
D% T—FPHEILBE A EXEZ 52 LA TE
L7077y — SRS RAE SN TS,

21 L>HEYTINA T4

GPU IZ. 3RICT — ¥ Z2RICMENEI S D(E %
WHIFRIZ L > TRIRMICEFTTE B LI FFENT
W2, GPURFIH L CHMZATH 7T 74 v 7 AT T
Vr—3aryTlid, TO—HOEEILEN, v Dh
DB F— Vg s, e84 754~ (L
YEN Y TIRL T T A ) & LTHEEN LR TIRTEST &
na (K1),

— M. GPU L THEITSNDL L V5 v 75, T
FTATIE. WHRERDIKILT — ¥ ZHER T 2 THM
T = (MR, fo, AT MV EOTEHREY &)
%, OpenGL % Direct3DIZREINL T T 74 v 7 A
API (Application Programming Interface) % ] i L "C GPU
WZHEE Ly PATIZIR RS K E {42 DB 7 — T % 1%
THREEGEE T4 ATV AIZFIRT b,

(1) o7 X b 4LIE

A ANV ZAF — Y TlE, GPUICIERE SN TE
TS T = 2 LTy [\l - SATRE) - fi /IR 7
EERITD . TOMBATF—T T, THEF—F D, F
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WL T 75 2 v oA (3) 2061

Ty NEERE (O — V) 05 T — )b R (
W) AN R, T, A A T A S 7
B, BMEWICAZ ) — VBEICERE NS, FLT,
EET— % %, M, BEIEH (CGEME) cRbans
WHEE () I T4 7) & LTT Lo, i+ 55
IR D CAEREREHEL720L, RORAT— VI
EE D,

(2) 5 X2 —hn3E

FGAY =W F—ITlE, TVITATRT I
AV MEGICEWT D, 57T 7 A MEL A2 1) —
YEOBMBIZHIELTBY, 7R85 —ERIZL - TH
7 374 TONEBIZEHRE NS,

(B) 754 4> MLEB

TSR ML AT — D TIE, BIAT— Y CTHE
ENBETITZAYMIHLT, ) I574 TOKIEL
DIFEMED SHIHFTED T O AL, & 2 R ED 5 &
b, oo T AFYSRICL DMBEE AT
ZELUETH S,

5 [ ]
B —
]ﬁ,.uT~ A . ° WA
(EEAR. B, ERREE) °
CPU
Graphics API
GPU
S A R RE jt>” Jys5e7
L Geometry processing y

v
SRH—mE |

o HHHH 75920+
L Rasterization )

v
PR AN 5

Fragment processing y E#:I

v
DAV VNAS L 21k EseL
Frame buffer operations (] (E3R)

v
A

=

M1 L HZYTINAI T4

n

A
TR DA A U I @ﬁ
vr—4 Geometry processing

"
v
S RA—nE
Rasterization
v
PR AN
Fragment processing

p
757>"J|~>
vi—4
\
v
T L—LsNy T 7 g

. Frame buffer operations

v

Texture

GPUAEY (VRAN)

K2 7973 0TI

(4) 7L — LNy 7 748

TL— ANy 7 727 — I TlE, BEEARE
L7279 7 X2 825, $ili & 479 729 O (7
L=y 77)I2EERENL, 2L E, MIET S
WFEMEIZTTIZTZ I 7 AL M EERATR TV
G, BOEBFTRL ERITH) ZELTRETH 5,

22 7OVIICTETFI

BEk, GPUWR T T 74 v 7 AT — % % LEL 3 5 /-
ODHHAN=FKY 27 Tho7z/zd, Loy v
1754 OFMBA T — Y ORREIZBIELENTHS
D, FIHENRENEZEZWZ L2 LIZHETH > 72,
LH L, EETIE, GPULEDL YY) v 78 754
I L CHHEDS 70 75 ARt (Fu s o<
TNy =) PREENTEBY, FNEFAHATL L
12X o Ty BERBRD A5 & SN TV EEREE
b, GPUDEHALHREERX FIH L CRETRIEM R L~
F) TR EREHTEL L) Ik,

HIEDOL V&) v 78 754 »Cld, THAZHEL
BOEXWZ 2L T ATHN Y = — % (vertex shader)
LTI MUMOFEZRZZHEE T LT T TR
¥ N ¥z — ¥ (fragment shader) 3 FI I T & % (IX12),
I =T ETNAOICKIS L72GPUIZBWTIX, T A
N1 2 = — % (geometry shader) DFIH & TTHETdH 5 43,
KEGTOHINIENET 5,

(MR —4%

THE Y 2 =%k, ANENLTHELET L2, ik
DA AT <A ARLTATEN: (EIEME, ., 7 v
&) OBIEELITH) 2OICFIH S, Tur 7 T %
TR B LI NG,

2)759A b1 —4

TITAY N 2—=FlE, ANENDLTIT 7 A2 b
TE, ST AMEOMRLEITEMEOFED 2D
FIHEN, 7877 508 TETHRYRLAIE SN,

23 T — 2D

vr—FaFHLTEERRL VYY) VT EERTS
72O, WHRETHTF— 8BNS 57200 GPU L
D AT FEHPLEL D IRIEDGPUTHILE, T
JAF v, THE /Ny 7 7% 73 = 27 b (Vertex Buffer
Object, VBO), 7L —2/8%y 77473 =7 b (Frame
Buffer Object, FBO) 7 EASFIHTTRETH % o

N FTI7XF+v
TFIAFXIE, R)IT VTV AF vy~ v ¥ 7%
ITHOBEIC, HET— Y 2L TBLDDOEETH
%o P A FEEAHANIE L <55 2 (1 TR
B)2RIET 7 AF ¥ Oh, 77 AF X BRIZL-T
B A T OO il % 20 T A 1 (bi-linear interpolation)
TAHEZENRETH S, BERAR) 2 -7 =% 12B8nw
TlE. 207 =¥ 2 HHE3KITT 7 A F ¥ I T 5 2
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Fa—hMJY TN

EDTE, KV a—A L) Y TETHIED, BTH

O 4 I 7155 (tri-linear interpolation) 7°GPU L. CT1T 2 4 72
O, VT NE A LTHHALEAT) T THEE 2 b,

(2)JBE/Ny T7H+T¥ 7 b (VBO)

JHENy 7743727 M, THET— YN % £
L O TGPU LIS 270D TH L, THET —
5 % WY GPU LICHEMT 5 2 L I2d o T, AL U4
EYNSLGPUAND T —F ke D {$5ZLHNT
&, WEL AT T EDWEETH S,

B)7ZL—LnNy 77T 7 b+ (FBO)
TL—ANY 77+ 7V 27 ME, oI LOERS
NTWLFIRT 4V FIETO T L— 2Ny 77 LI3H]
12 2RTTECH) T — 7 R T H 2 ENTE D, 77 A
F v LD TR T 254, FBOZFIHT 52 12
LoTTF I AF¥~DL ¥ IR E 5,

3 RFN—ZRY2—-—LL>H)TDERERE

B OF 22— b)) 7IVTHEHLIZEBY) . PBVRT
X, BREBICKTE2AERL, HTEER T7E7 %
WVILBR %479 Z L2 X o TIREREHFEMEZRET 5, Z
DL &, FWTERFEPE RN L -HEme T 7
U—FTHhbOll, EREGEO—EEEROZ L
TEY, Ly¥) v 7oz B A LG L 7 b §E
Wrd BP9, FTEZ LIV LNV EMINESEs 2 &2
I, ZoEEFNSLSTLIENTE, MEEM LS
LI ENTELE, L2L, ¥ 7EZ LD
AR, BEE LD T L =LYy 77D AT
ARXLWRKT D, 2D, AT YV —ADIKHY
INEVGPURB COERZEZ LG5, A€ A X
DOHERIZ, PBVRICE 5Tl L &Y » Z G o
G NI O e R (1 i Y- > W I

COMBERRRT B2, XE)ITA MDD
K TEZ RV LXRXVTL Y v T xRV, ZO8
RS2 B L TWE, REISTFYLLE (7 o307
ARG #4759 L2 X o TEBEEAL S 5 )ik
4B % GPU %23 % (3) 6

AT, ATEFGI L 72PBVR D GPU S L 7 > ¥
VTN 2 A G DR RO FEREICOWT
FHELLAEHT Do RF 22— ) 7 IVHOY Y TV a—
FiZ, 3D 5 7 4 v 7 AAPIIZOpenGL, ¥ = — 7 1
v 77512 GLSL (OpenGL Shading Language) O Fll ] %
MELTWS, 72, B 7 va— Ffolgll,[GL)
TIEE % B GEE) 13, OpenGL O H A A & B £ (52
¥B)THY, Yx—Fa—-FND[gl | THELZ T A
Rlvec3| e & D2 5 ZNEGLSLDMAIAA Y 5 ATH
bho INLDOMARREE R EIZOWTIE, FHiHEA
BE L7z REL <. ZER[6][7] RS iz v,

F—RHEBAD

‘

BR
vr—#%
ITSTAU bk

Tr—4

B

vr—4

¢

HIEY LR TSR

ISTAVE
=47

EH LA RELE |2

Frame buffer

(Accumulation buffer)

i

FUHUILTFEY o)

H3 GPUZFAULARFN—ZAKRY21—LL>Z) 2T

3.1 HFTF—2DE%

PBVRIZ, R 2 — 2 F—FhbhiTE2ERL, %
o xZHEMIZHET 2 FHETHS, PBVRZGPU LT
FEHTDIIHN ., KFERLEEAGPUTIT) 2 &%
METLE, WolZAKRY 2—L4F—% % GPU LD A
£ #Hig (VRAM) RIS 2LENH D, 2 EY
)YV — ZAD WML WGPUERRBEIC B W T, KM
B — & AL DR L 2 WD B, D72
., CPU b CHRLT-A LB % 17\, ARl & 7okl 13
ZGPUICERE L L v ) v 7 %47 ) o R TAEREEE.
MEOF 22— ) TVTHHRE L2TOT T LEZD
FEMPT 5. R SNIR TS, FEEME, f, F
N7 M VOFRERES> TBY ., 215 % GPUNzR %
L. THENY 77+ 7Y 227 b (VBO) IZHMNT 5, &
DEE, 33MTHLT L7 9 T IV % %)
RILCFETT L2012, @k T LRTOENEZ 2 H
HZAT-> CTHBL (M), BT T — FEEDO > T a—
} (DownloadParticles) % DL F 12789

void DownloadParticles (
PointObject& point, // ¥U~FZ ZFHfIIToTVEbDET 5,
VertexBufferObject* vbo )

/] KIS NDI8T A =5 RIS %o

float repetition level = GetRepetitionLevle();

/] VBOE#EY L () ¥— b) FEEESHET 5.

vbo = new VertexBufferObject[ repetition level ];

/] £VBOIZ 1Y) ¥— M oRI T MR T b

for ( int r = 0; r < repetition_level; r++

(24)
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/] c & HOVBOIZEES BRA OGS %0

int n = GetNVerticesPerRpetition( r );

/] RFT =y (BEEE. B3R, @) O M A TEFHT 5.
size t coord size = sizeof (float) * n * 3;
size_t normal_size = sizeof (float) * n * 3;
size_t color_size = sizeof (unsigned char) * n * 3;

// GPU_LIZr 7 H D VBO H A & V) IS % MERT 5o

vbo[r] .create( coord size + normal_size + color_size );

/] VERET =5 RWEET Do

float* coord ptr = point.coords().pointer() + n * 3;
size t coord offset = 0;

vbo[r] .download( coord size, coord ptr, coord offset );

/] BT T, BT — 5 2 mkT b

float* normal_ptr = point.normals().pointer() + n * 3;
size_t normal_offset = coord offset + coord size;

vbo [r] .download ( normal size, normal ptr, normal offset );

/] W, BT =5 2m%kT b

unsigned char* color ptr = point.colors().pointer() + n * 3;
size_t color offset = normal offset + normal size;

vbo[r] .download( color_size, color ptr, color offset );

EEAR{EARS

SRARELS

‘ET|

EEAR MBS

SRARERD

BET]

vbo[0] vbo[1] vbo[2] vbo[3]

K4 fFTF—2OENEZ (JUE— MLAXLADBE

I 2 7V 3 — NN O VertexBufferObject 7 7 A I,
VBO K § 2% Y K— 42527 ATHY. GPU
FIZX®) BHERT D AV 2 K (create) 2. FEfR L 72 A
E)SERICT— 7 ¥R T S AV v K (download) 72 &
MEHLEIN TV D,

3.2 FIFERAIE

VBOIZHM EN TV ER T 7% & v THiEs
HEITH. 20L&, SN TFOBERE M
BODTL—uNy 77+ 7Y 22 b (FBO) &%
FICHEfE L CB L LEND L, RT-HED2HDFBO
it T = 2T A 7200 T 7 AF v L RATE
WEHOL v 5=y 77 (F7T ANy 7 7) % B
F1FTH<L, FBODOt Yy b7 v TWHOY » 73—
K (InitializeFBO) & i T B ¥ >~ 7 ) a— F
(ProjectParticles) % LI FIZ/R T,

void InitializeFBO(
FrameBufferObject* fbo,
Texture2D* texture,
RenderBuffer* buffer )

[ RGN B EN L /8T A =8 2 W %
float Ls = GetSubpixelLevel();

DEFE (3) 2063
int W = GetWindowWidth();
int H = GetWindowHeight () ;

// GPU A E) ZWHLT %,
texture->release();
buffer->release() ;

// FBOZNET %o
fbo->create() ;
fbo->bind () ;

/] BT =Y MADT 7 AF ¥ E2ERT %o

texture->release();

texture->setPixelFormat ( GL_RGB, GL_RGB, GL_UNSIGNED BYTE );
texture->create( W * Ls, H * Ls );

/] BATEWBHOV Y =Ny 77 (FTANY 7 7) ERT 5.
buffer->release() ;

buffer->setInternalFormat ( GL_DEPTH_COMPONENT ) ;
buffer->create( W * Ls, H * Ls );

// FBOIZBH#EDIT 2,

fbo->attachColorTexture ( texture->id() );
fbo->attachDepthRenderBuffer ( buffer->id() );
fbo->bind() ;

/] s
texture->unbind() ;
buffer->unbind() ;
fbo->disable() ;

void ProjectParticles(
VertexBufferObject& vbo,
ProgramObject& shader
)

/] BT DR A ST VBO B HRET %o
vbo.bind() ;

/] V=5 (HEY 2= LTI TR o z—F) 2 AT L7200
/] TRTITEFTY s MEEET A
shader.bind() ;

/] VBOIZHEMN STV BALT- OB A IS 5o
size_t nvertices =GetNVertices( vbo );

/] VBOIZHERI S 7ok F-7 — & (FREE. HEML. ) 132
/] F71y MRS b,

size_t coord_offset = GetCoordOffset( vbo );
size_t normal offset = GetNormalOffset( vbo );
size_t color_offset = GetColorOffset( vbo );

/] RFEEET %o

glEnableClientState( GL_VERTEX_ARRAY ) ;

glvertexPointer( 3, GL_FLOAT, 0, (char*)(coord offset) );
glEnableClientState( GL_NORMAL ARRAY );

glNormalPointer( 3, GL_FLOAT, 0, (char*)(normal offset) );
glEnableClientState( GL_COLOR_ARRAY ) ;

glColorPointer( 3,GL_UNSIGNED BYTE,O, (char*) (color offset) );

glDrawArray ( GL_POINTS, 0, nvertices );
glDisableClientState( GL_VERTEX_ARRAY );
glDisableClientState( GL_NORMAL_ARRAY );

glDisableClientState( GL_COLOR_ARRAY );

/] ¥ = OREEFRT B
shader.unbind() ;

BRI OF 22— 8 ) 7Tl R TIREABAHET L
7RI, YT R VAL AT W OB T Y = —
Fa v TEHERITo T\, SEOGPUEFIH L 72
RGBT, THE Y = — ¥ 2 FH L CiREsE
AT, RF PR ENL T 7 AF IR LTT7 97
AV 2= EMPLTCY 2 —F 1 v 7385217
LT, B TEZRMETE o) 2 EHET
bo Yx—FwMMATLENL, FHIIC, SO T AT
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Fa—hMJY TN

7Y x 7 & (ProgramObject) # FIFH LT, 7107 A
TY2—=FDaA A VETN, ZTNENDY = —F
O 21T ) MED B Do KT O TEAT
¥ = — % (ProjectParticels.vert) & 77 7 A Y M 2 — 4%
(ProjectParticles.frag) DH > 7 I — F&LITFIIR T,

// 77 A4 : ProjectPartices.vert
varying vec3 position;
varying vec3 normal;

void main( void )

{
gl_FrontColor = gl_Color;
gl_Position = ftransform();
normal = gl_Normal.xyz;
position = gl_Position.xyz;
}

// 77 A% : ProjectPartices.frag
varying vec3 position;
varying vec3 normal;

void main( void )

{
// Phong¥ = —74 ¥
vec3 L = normalize( gl _LightSource[0].position.xyz - position );
vec3 N = normalize( gl NormalMatrix * normal );
float dd = max( dot( L, N ), 0.0 );
vec3 ambient = vec3( 0.5, 0.5, 0.5 );
vec3 diffuse = vec3( 0.5, 0.5, 0.5 );
gl_FragColor.xyz = gl_Color.xyz * ( ambient + diffuse * dd );
gl _FragColor.w = 1.0;
}
< LyW >
-~
«— VvV —
LeH ‘ |:| H
Frame buffer
v (Accumulation buffer)
Texture

X5 H$7ETEINE (Y TETRIVLANILIDIGE

3.3 Y 7B MnE

BLAT B 2 A s L Ch T3 AL % AT o 724
BT MbEI N T 2 AF v I, KT
T—=5 (V=74 Y 7B ERE T —F) DM E N
%o GPUZFIH L72H 7 ¢ 7 L)V clt. Wifg s
TEZ 2V LAVIZIE DTS A 2 212 & - THIE
TETIL—Ny 77 (THFanl—arNy7T7)
OWMHBMEFIHT S (K5), LTI, 77 )L s
DO T NVa— KERT,

void SubpixelProcessing(
Texture& texture,
ProgramObject& shader

/] KBIZER S ND /8T A =5 % HET 5,
float Ls = GetSubpixelLevel();

int W = GetWindowWidth();

int H = GetWindowHeight () ;

glMatrixMode ( GL_MODELVIEW ) ;
glPushMatrix() ;

glLoadIdentiry();
glMatrixMode ( GL_PROJECTION ) ;
glPushMatrix () ;
glLoadIdentity();
glortho( 0, 1, 0, 1, -1, 1 );
{
/| TOAF LY =T EREET %o
texture.bind () ;
shaders.bind () ;

/] KEINT BIODINT A =5 EEET D,

float step x = 1.0f / (W * Ls );

float step y = 1.0f / ( H * Ls );

float start_x = -step x * ( (Ls - 1) * 0.5f );
float start_y = -step .y * ( (Ls - 1) * 0.5 );
/] FHLINTG A= %2 =51y T 5o

shader.setUniformvaluei ( “texture”, 0 );
shader.setUniformvaluef ( “start”, start x, start_y );
shader

(
.setUniformvaluef ( “step’, step x, step y );
shader.setUniformvaluef ( “count”, Ls, Ls );
shader.setUniformvaluef ( “scale”, 1.0f / ( Ls * Ls ) );
/] TV=banNy 77 IIEERAG (T AF Yy EL ),
glClear( GL_COLOR BUFFER BIT );

glDisable ( GL DEPTH TEST );

glDisable ( GL_LIGHTING );

glBegin( GL_QUADS );

glColor4f( 1.0, 1.0, 1.0, 1.0 );

glTexCoord2f( 1, 1 ); glvertex2f( 1, 1 );
glTexCoord2f( 0, 1 ); glVertex2f( 0, 1 );
glTexCoord2f( 0, 0 ); glVertex2f( 0, 0 );
glTexCoord2f( 1, 0 ); glvertex2f( 1, 0 );
glEnd() ;

glEnable( GL_LIGHTING );
glEnable( GL_DEPTH_TEST );

/] T AF LY 2= T OMEERRRT %,
shader.unbind() ;
texture.unbind() ;
}
glPopMatrix();
glMatrixMode ( GL_MODELVIEW ) ;
glPopMatrix () ;

Y77 2 VILE TGO/ EAT ) D5 2 DR
2. T EZ 2V L ARVZE L7z LB 247 9 .
o0& EMHT AHTEL Y = — ¥ (SubpixelProcessing.
vert) & 75 7 A~ bz — % (SubpixelProcessing.frag)

DY TN a—FELTIIRT,

/] 774 )% SubpixelProcessing.vert

void main( void )

{
gl_Position = ftransform();
gl_TexCoord[0] = gl _MultiTexCoord0;

// 774 )% SubpixelProcessing.frag
uniform sampler2D texture;

uniform vec2 start;

uniform vec2 step;

uniform ivec2 count;

uniform float scale;

void main( void )
{
int x, y;
vec2 posl, pos2, pos3;
vecd ¢ = vecd( 0.0, 0.0, 0.0 );
posl = gl_TexCoord[0] .st + start;
float weight_xy, weight_ y;
for (y = 0; y < count.t; y++ )
{
pos2 = posl;
if ( x + 1 < count.s )
{
weight y = 2.0;
pos2.t += step.t * 0.5;

(26)
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YHti

posl.t += step.t;
}
else
{

weight y = 1.0;

}

for ( x = 0; x < count.s; x++ )
{
weight xy = weight_y;
pos3 = pos2;
if ( x + 1 < count.s )
{
weight xy = weight y * 2.0;
pos3.s += step.s * 0.5;
X++;
pos2.s += step.s;
}
c += texture2D( texture, pos3 ) * weight_ xy;
pos2.s += step.s;
}
posl.t += step.t;
}
gl_FragColor = c * scale;

}

34 TIUYLTIFHILMIBIZ L B E T EIVEDRE

BT 2 BEEEAT WV, 7 2 Y TV LR %
TFHZEI2ED, v A®) 3 A NCTHE 20T
LIEWNTEL, Y TEZ LIVIRIZ BT, [RIGE
WX HOBE G % AR T 556, Y772V LNV %
L3 hE, (WXLY)XHXL)DT 7 AF ¥ fHIHA W
Brhbe COLE, LiXLi=LMAOF T L%
LT H I EIC X o T e AW (f) 2 FHE
T5, —h. Ty 7IVEEAE TR, 7Y S
LI ANV ELE LT, LA OR T-AE & TRt
T, BREEREZ LT L2ZEICE->T, B 7E S
LIV LRV ERSEOEGEEELZ ENTE D (M6),
COEE, FAERB LR AR O Y LA
Bozrtrz)E¥— LNV (L) EE, $7-0 7
7 RVALEE & T A 2 T OVEIALALEE 2 L A S T
T2 RETHY . TORBEYTE VL
NWVLAJL HEOBEERDL ZEHTE S (H7),

(@ ¥TEZ2EILLAL 10
JE—=FLARLIETIZEE

(b) YE—FLAL100 (=107
HITETRILLALE T ICER

M6 HITEVEINIBE 7Y TIVE{LNIE D L ER
(Y1 XM RYILDICHENER. MEAFRE 9907 ER)

Ty TV T, RES LY E— |
LANNWVIZIS E TR TAEREFEEZHEY)ET I EICh
%o LA L. GPU LT, RFAEREEELHED R LT
H &, AEVHEKOEMNT TSR L WFERIZ,D

BRISEIA D ABIELRY . TN A LLEOF b

Wty 7 e R BUREMED B L. ZD20, 31 TR
L72&912. 620, RTAB%EZ CPU LTI > T
BE, ERESNR T2 GPULICHKEMT 52 L I12F
Bo 7272 YT7EZ VLNV EYE—FLANH
eSS & &1, LAWLJL CRTAREAT) 2
ERDH b, SHIZ, VE=FLVZIn U THEDIEL
BB A 4T 72012, 4R TR T O~ 2 25
BZAT> CBLALEDRH L, GPULTOT v 7L
SEACEL D FEEE I ZOWTIE, T L — 4Ny 7 7 &
W BNy 7 7D—D2THLTFahl—a Ny
T EMHET A, T a—FE TR,

Ls2-Lr25

K7 77 HIVMIBET Y TILFELLIBDER

void EnsembleAveraging (
VertexBufferObject* vbo,
ProgramObject& proj_shader,
ProgramObject& subpix_shader,
FrameBufferObject& fbo,
Texture& texture )

/] RIIEREN TV B NT A= 2T 5,
size_t Ls = GetSubpixelLevel();

size t Lr = GetRepetitionLevel();

int W = GetWindowWidth();

int H = GetWindowHeight () ;

/] TH¥RanL—arnNy T EIMLT 5.
glClear ( GL_ACCUM BUFFER BIT );

/] FRGESE
for (int r = 0; r < Lr; r++ )
{
/] FBO (727 AF ¥ ) IR T 23%#T %o
fbo.bind() ;
glviewport( 0, 0, W * Ls, H * Ls );
glClear ( GL_COLOR BUFFER BIT | GL_DEPTH BUFFER BIT );
ProjectParticles( vbo[r], proj_shader );

/] FTEZ VB EZITO, FEREZT7F2LL—Yar Ny 77
/] CEERG,

fbo.unbind() ;

glviewport( 0, 0, W, H);

SubpixelProcessing( texture, subpix shader );

/] RS B
glAccum( GL_ACCUM, 1.0f );

}

/] P 5o
glAccum( GL_RETURN, 1.0 / Lr );

}
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Fa—hMJY TN

T YTV RO TV a = FIZBWT,
AJ1 & 7 % proj_shader B & UFsubpix_shaderid, 2
. RFBRELE B L O 7 ¥ 7 VLB 24T 9 728
DY = EMTALTOTITILFT T N TH A
D5 FANCUT O L ICWEL L TB S LEYR D 5,

void InitializeShaders(
ProgramObject* proj_shader,
ProgramObject* subpix_shader )

{
/] KFHEERERY == 2 Al Hha 84 VT b,
ShaderSource proj_vert_src;
proj_vert src.read( “ProjectParticles.vert’ );
VertexShader proj_vert_sh;
proj_vert_sh.create( proj_vert_src );

/] TR 757 AV Ny 2= SR GERART V8 VT D,
ShaderSource proj_frag_src;

proj_frag src.read( “ProjectParticles.frag’ );
FragmentShader proj_frag_sh;

proj_frag_sh.create( proj_frag_src );

/] BWTHERY 2 —5%) v ¥ 5,
proj_shader->link( proj_vert_sh, proj_frag sh );

[ FTET CVIBHTHRN Y = — & & 5EAAH T LS VT 5,
ShaderSource subpix vert_src;

subpix_vert_src.read( ‘SubpixelProcessing.vert’ );
VertexShader subpix vert_sh;

subpix_vert_sh.create( subpix vert_src );

/] FTET RV T T 7 A b x = S EGHRAR DI VT Do
ShaderSource subpix_frag_src;

subpix frag src.read( “SubpixelProcessing.frag” );
FragmentShader subpix_frag sh;

subpix_frag_sh.create( subpix frag src );

/] WTEZ VY =5 %) v 0T D,
subpix_shader->link( subpix_vert_sh, subpix frag sh );

BRLEBEYE—RLAL 49 T
EFREMICLUA Y S (9fps)

(a) BEPEFVE—FLALT T (b
HLLUAHY Y (60fps)

X8 FF#lE (LOD) HlE DA

(HELI21L—Y 3 ORR. NEFERH  2705EXK)

L]

3.5 FHMAEOFIHE

BiEOF 22— ) 7IVTHRLZZED . PBVR Tld,
TNV LNV EETA I LK) EE A RS
L, FNHENL U F) Y THEENKT T 5, 0
7o, BEBRBEICIS LT 7TE 2 BV L)L & R
L. E{ROFEME (Level of Detail, LOD) % #Iffl 45 =
LWL THIRN L YY) VDL 2D L
L. P77V LOVOETIZL D, T OFAEML
HESER SN L 720, xF 5519 7 LOD il ## A5 K & < &
Do FNITH LT, 7oy 7V EHLLE T, B
HETE 21T M (Y R LR 22 H$ 57210 C.

L) Y IURETH B 720, #FEEAY 2 LOD Hil#H 25wl
HeThHb, 2L 2E, T7EZ LA ZUTHEE
LT, VE=FL NNV ZQL LTLYF) 7358
By XU ATOERERIIREY R LEZEZITL YY) »
TRAITG, B L S A TR R LA Z49E LT
Loy TET) S EIZE o THEEEO B ORI
AL EAT) S LD RETH B (1M8)

4 AR X F LDEE

AEETIE, pUEEEE. "R LR 4 75 ) KVS &
FIF L C. GPURRPBVR % 9245 L. fH 2t b
TARWEET L, T LT, WELZZVATAZFAL
Ty WL OPOIFEERFRY 2 — 2 57— #u[fHiiL L
TR R E R, BB CTRLEY Y Vv a— FTHMHL
72O D s T AL, KVS EIZEHEEINTWE, 7
T ADKIEFRINIR T,

=1
H>7Ia— KRTH

735 ZDO%E

T dE =,
HEhTWwBS5X KVS ECRESNTWVBEI TR

VertexBufferObject | kvs::glew: :VertexBufferObject
FrameBufferObject |[kvs::glew::FrameBufferObject
Texture2D kvs::Texture2D

RenderBuffer kvs::glew: :RenderBuffer
ProgramObject kvs::glew: :ProgramObject
ShaderSource kvs::glew: : ShaderSource
VertexShader kvs::glew: :VertexShader
FragmentShader kvs::glew: :FragmentsShader
41 L2 HATDEE

GPUMPBVR#KVSDL » ¥ 57 5 AL L THET
LI ERWET L, WIEIRLZY Y IV a— D)
5, FEATEEELZTROE S LWL L vy
VU 7RI EEICHETL AT LTI SN D
ELBIIUTOLIIZT EDDLIENTE S,

*DHEA{EALIE
- fI -7 — ¥ #%3% (DownloadParticles)
- FBO #1#1L (InitializeFBO)
- ¥z — AL (InitializeShaders)

BN
< T 2 Y TV LALE (EnsembleAveraging)
- L T332 (ProjectParticles)

-7 E 7 OV ALEE (SubpixelProcessing)

FHLE IOV TIiX, 7L — AT LB END
LY %927 T XDexec AV v RRIZELE L. #I LaL
I, exec AV v FHPMPH S NS &0 DAREGFIC1W 7207
FATHEIFEET L, COL VYT 7T ADIERE
ZRFEHIL, KVS D kvs::glew::ParticleVolumeRenderer 7 7
ARZBHINIZ, T2, BIEIOF 2— ) 7TV TH
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Aorta (1,386,882 tets.) Fighter (70,125 tets.)

GPU: 18.5 fps (Lr:144)
CPU: 0.5 fps (Ls: 12)

GPU: 9.0 fps (Lr:64)
CPU: 0.4 fps (Ls: 8)

(a) REMREDOHFZEIC L BMR
PIal—TaliER

(b)

myIalL—TaviEg

v bEREEDYOR

Post (616, 050 tets.)

(c) HiLEAR GEEMEMERE) D

BluntFin (222,414 tets.)

GPU: 11.0 fps (Lr:144)
CPU: 0.3 fps (Ls: 12)

GPU: 13.5 fps (Lr:144)
CPU: 0.3 fps (Ls: 12)

(d) #i8E7 « vOHRERLOSK

RV IaL—Ya iR FoIalL—vaviER

E9 GPURRPBVR > X7 L& FHW-RIRILIESR

ELWHBAEY AT 2 LU TOL ) RV Yy 7Y
VITEY a—VEER L, CPUW®DPBVRL ¥ 51 »
FEVa— )Vl ANEKEZ DI L 5 THEIZGPUM
PBVR Y AT AT 52 LN TE %,

77 A4 VORTHIC

#include <kvs/glew/GLEW>

#include <kvs/glew/ParticleVolumeRenderer>
ZIBIMNT %,

//
//
//
//

FTEZ LN subpixel level

) E— L)L repetition level

SRR OBRIZIRES 2 7 €7 R LR
subpixel_level * sqrt( repetition level )

kvs::PipelineModule r( new kvs::glew::ParticleVolumeRenderer );
r.get<kvs::glew::ParticleVolumeRenderer> ()
->setSubpixellevel ( subpixel level );
r. get<kvs::glew::ParticleVolumeRenderers ()
->setRepetitionLevel ( repetition_level );

42 =EE&

AiEI Tk X7z 1L >~ % F % FH L T, Intel Core2 Duo
1.8GHz. 2GB RAM, nVidia GeForce 8800 GTS (384MB)
TR EINLII Y2 —% ET, TAMNTF—% %20
TLy¥) TR T 5 —< Y ADEHIN 51T 5 720 #5H
IR T . FEBRICHA L7 — 41, ®iEoF 22—
FUTIWVOEBRTHW LD ER LU TH DL, Ebik
725, CPURRL & IL# L CTGPUMITIE B X Z20~40f5D
AL DHERE T & 725 GPU T b S 1172 PBVR % Fl
A3 521k T, AR Ea—¥ L CIEM
SRR 22— A7 — 7 xRN g b5 2
EDSURETH 5o

5 bW

AF 2— M) TIVTIE, GPURFIH L 72k X — 2
R a—nLy¥) r7oEmdibiz o TG L 72,
BRI, WA, 7Y s VLB, T o
WVIEGLELIZ O W, Yo —Fa—-Fz&gtHh 7

Va— FaR LA EETEIZ O W TR L 72,
GPUZAIMTHZ LT, MEZELTZ &40, K
7o o ) 1 & HERE L 720 http://www.youtube.com/user/
kyotoviz THEEIZL ¥ 51 ¥ 7 LT\ 5 7 EML % fif
YL ENTE D,

SRAEN & 7 BRIENE, KB 0T — & oW H LI
T4 =N A%HT, FfFNX=AR)2a—aL %)
TOWHIEB XY AV FTF 4 A7 LA 208 %FH
L7-@mkEfim gL > ) & 712 OW TR Z 17 ) T
T b,
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