w
H

WO o fnox #BOF

WFZERE - HH | R¥EEe WETEOER fFW e 1y P27 TEHE M aiEe

K 4 LI JIAQING TR 2031160

Unity ICE5~A270~TFT 47 A Y2alb—varD)TIHA LT
Bifk

i
il

ZA
(i)

w5

YA IR TRT 47 AL, BANBICENLL R FBRE— A Y ML > TELN DB LIE
ERZ OB RENNER S PHTHY, "= FT 4 A7 D~y FRMRAM O Ialb—i g
REWCHWOND., v A /A~ IR T 47 AV I 2 b— 3 VT, BRE—AY NOMHAEEH
NHDHDHABNEL ZOEBE I TR LT OV, I ab—a U EHET DT BT
VENGHD. £, A 702 RT&5 K912, GPUDEWERENDZHNTY 744
NIy Ialb—rvarT 5 EI3AHATHD.

AL TIE, F—Lbxz=r PO Unity ZHHOTYATF T Ty N7 4 —AxHEDO~A 7~ 7%
TATAVIab—=valOUTNIA LG AT LAZRFE L. KT AT LTI, HEy
Ralb—yaryOE3Es 7 7 4 7 A API(OpenGL, Direct3D 72 E)ZNJE X415 GPGPU #&HE
(Compute shader) CEIEIZFHR SN D, HEINTZY I 2 b—2 3 VORERIL Unity OEL A
YUV BE N TRATTAUNTEY, VT AEA NIHEESND., Ty N7 A — AT E bbb
P, BOPLD RTAN—IREEA VA M= LT HRESRL, 1FLAEDT A A TETAHE
DI, KAT LIESHHRY I 2 —2a v ETORE TR THS.

AL TIL C+HCUDA) & Unity(Compute shader) % VW2 “FFEDO L I 2L —v g VU AT LB FE
L, g, FHMEL7. FUFEEEMHTYA I/ e~ I X T A7 AV I ab—va v BETTD
&, Compute shader # 7233512 CUDA LV 2%, CPU X V)40 58 -72. 11520 FD5
T, DA~ — 7+ 77L 20FPS LLEDOT7 L —AL— R ELND. INHEBEDY I 2 L—
TarThiuE, A= T REDTNRAATHEYTAZA LIV I 2 b—a bk
WABEE oo T, FAREDA—HF —IAY— T U REDTNAATFRIZTIal—T 3
VNTE, BEHBIIENOREEND D.




SR 3HEE Bl

Unity ICLD~A 7 a~TRxT 47 A
V3alb— a3 DU TEA LA

EXUB(E R AR LA S0
e - x> b —7 THRHIK
A a—EY A A Ta T A

FEERF 2031160
K44 LI JIAQING

fBgZEe A b A2
BIfEEZHE e R®l 2oz
SFAHEE 1 H 28 H

BHUGRE] | EREHEER | iREHEAH)




ERS

~A TN TXT 4 7 AL, BANEIZEN D R ERE—A Y Mo TELGNRD
WAL &GO OB 2 B2 5> B THY, ~N— KT 4 A7 D~» KX MRAM D 3
ab—valryRPIIHWONG. v A/ av IR T 47 AV I ab—a VT, BRE
— AL NOMAEAERDRH 212D AEENZ ZOHBE T FRLTHWV. I ab—Ta v
%@%ﬁé’iﬂﬁmﬁéﬁgﬂ%é.it,%ﬁ%%&w%$<fééio_,@u
DEWHERENEZANTY TAZA Ay I alb—rardT52LTAATHS.

AKHFFETIX, =L YD Unity ZHHONTC~YALVTF T T v F 7 —2%tIadD~A 70
VIR T AT AV I 2b—2alrDUTNEA LAYV AT LB L. KR AT A

T, MBI 2L —a U DESIEY T 7 4 7 A API(OpenGL, Direct3D 72 &) IZNJE S
1% GPGPU H&HE(Compute shader) CHEIEICFHA SN D, FtE SNV Il —va D
FERIT Unity OBV RA LU HZ Y T RAT T4 0260, UTHE A LITHIE S
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OREMES  NEBICEATWDEDT, THhEBIZH B TIRICERT 5 (K
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KBTI GPU & GPGPU |2 DWW TCEET 5.

3.1 GPU

Graphics Processing Unit (/974 v 7 A Fukty o/ 2=y, I
LTGPU) [2HIZY T NAEALL XY TR e LT 7 et v THD.
GPUIXY T NE A WL Z ) 7 ORENORU X S RFHHEICR L, <17
TA L DOWFHIEIEIZ /2> TV D, FalL O EPEREZR GPU IXTERALEE & v & L AL
HBleworars<w7 Ny —F—a=y MN2FTTERL, ANLARELEDD
TENSOR =2 7L A FL—3 U T2 ODRT a7 R b s Tnd.

GPU X312 NVIDIA, AMD, ARM 72 E D7 Z > Rind % . GPU THEMW 23 5 DIZ,
OpenGL, Dirtect3D, VLUKAN 72 &' 75 7 t » 7 APT1 ZRIHT 252 LN TE 5. 2
NHOAPLIZE Y, GPUIZMBEE -T2V shader 707 T LEESTZVTHZ
LTGEPUEaY FE—LTED.

UT4E, GPU XY 7V A A L 3DCG DALER 21 Tl e <, BEM 22 dH 5 bR A
I TE Y, GPGPU (General-purpose computing on graphics processing units)
EREEN TV .

3.2 GPGPU
3.2.1 AfEE

GPU DFEBITFEY, [EEREE A T T4 V3B Ton, TarI~T7 VAT
TR Z TS, 2D OREEFIAT 52 & TCIANRHE BT 2 &n
T& 5.

GPGPU[3] #RFIFH 3 512X, CUDA, Compute shader, OpenCL 72 EU < DdEE
BAGENRSH D . AWFZ22TIE, Compute shader & CUDA Z W T~ A 7 B~ 27 %
FU AV I alb—YarEEmEftLTn5.

3.2.2 CUDA

CUDA (Compute Unified Device Architecture) [4] X NVIDIA #H28BR % L 7=
GPGPU %17 9 1= DWW HIFHE T T v v 7 4 —LThHDH. CUDA IFE D E\V. D
7o, BET2EENE L, BEFHEREDTIA T TV HERELTND.
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T HICE, Vo F Y TR T T NTOWNTOHRRIIARETL &Y
YT EMSIUTEERY =2 e LR D

L7~L, CUDAJZNVIDIA @ GPU 721 ZHAR— KL TW5S. Z5HIZ, CUDA LW
ANAipa~y RRHY, ARENREVDR, a—F 1 7O HICk - TEE
NIV, 2, Wl e T AL EBET D72 9121%, cuda_gl_interop
THET 7T LEWET LUNEND D.

3.2.3 Compute shader

FHE Y = — & — (Compute shader) [5]1%, 27 7 4 » 2 API <C GPGPU %#1T 9
77 /7 aY—To%. Compute shader [TV ¥ U 734 7 F A L DRIEREIC
F1E LT\ 5. Direct3D, OpenGL, Metal, Vulkan 72 EDZF 7 v 7 AP |Z
ENENELRDZLONREASNTND.

Compute shader 125 7 « » 7 API(OpenGL, Direct3D 72 ) IZEGFEN T 5
720, T & XTI GPGPU Y — /LD & 5 12dH b U o FITEREE A5
HVENRL, 77 4 v 27 API ZFFOHT 7 TR TE 5.

X 512, Compute shader T T CICHF =L I D—H Lo TWNAHTY,
Unity 225X CEA 7 U 7" N Z B4 401E Compute shader &i##E4 2 Z &3 T
5.

3. 2.4 OpenCL

AW TIIHWTW WA, OpenCL[6] $ GPGPU #EHL4 % 1 DD FHiLETH
%. OpenCL % CPU, GPU, FPGA 72 & DT /NA A CTRIHAIEEN D~ /LVTF 7T v |
T — LIS OWHEFE e ST I T ETATH D, EICRRREE S
WP/ EOBHE TANANT p—w 2 AA Ea—TFT 4 7T OEDICFIHEIN
L. vIalb—ra UAUETHE S SEICH 7T 7 0 v 7 APT Ll LR T
x5.

3.1 : GPGPU APT O thii

CUDA Compute shader OpenCL
R A N—% 720N Fo¥A »5
A A F—I
W
GPU 7 7 » K L NVIDIA L
KAF
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AFTHE, LR AT T 2720 SN D T — b= Py
Unity [ZDW TR 5.

4.1 "4k & B2 RRAL

AL (Visualization) [T, AMAX720WTr—Z OEM%Z x5 L 912,
TR ETT T4y TEMTREL, Rx5b0lc35 (EE- 777 ¥ -
FzE) bOTHDH KA. KXo~ A7a~v I X747 AV Ialb—
a ORI AL 7 2 U — R AL [8IICE T 5.

B2 AR 20T — 2 OB EM A R 2 5 & 51, bz H> L DT
b5, BEIIMEEDPRFEOT —2 NG E Tt 5851, 7974
o VORISR T — 25T 7 4 INVITHIRT A2 Ch b, £1-, BFHSL
ELROVBELSTWESIL, VT LRPLITAEITHD. VT A A
AHRAGIZY T2 A L& Y 7 APT (OpenGL, Direct3D 72 &) & % M X BEHE
THY—EBELTCERTES.

AL T, =2 Unity DV TAEZAL L LB Y TR T T4
YEMUT, UTNEA LRI ORE ' e 77 AR EET D, F— A
T Unity #4# 212, OpenGL, Direct3D 72 ¥ D75 7 4 v 7 API TH AL
T T DR TAD LA, DR WFER TR LY AT AT H 2 &
MTED.

Source Display
Regular Triangular mesh / ‘ . E
Slice
= t%_ = ‘.
BFC Line segment Isosurface L
S ¥ .
ST
ALY . o g
(N2
.‘ %"‘ VA"“ Point N .
el Geometry data R o
Irregular > \ rendering >
Volume data Image data

B 4.1 : AU 2— g k(S 3k, X 3.1)
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% 4.7k L Unity

4,2 F—hbhx VL Unity

F—=hTr U 91E, arCa— = AEELTDORAMRBERRE Y 7
N =7 ThHDH., IkbEEREEIZY TAHA DL X —120, 7 —20iEl
PR, F—bx Vb b LS. BFETIER Yy hU—2, 27U T |,
F—F 4, T=A—3 3, UL, AL MR 72 Ehix BRESEENTRES TV 5. %
7o, =L TIERLS, BMBOoA U E T 7T 47T — N EOGHIZH AL
ERHINS.

BAED EHRE L OSNEptEfdt— > 2 1% Unreal =2, Unity =¥
[10], CRYENGINE = T 2 ENHDH. 2D YD 9H b, Unity (dkk
RN 7T, BT DM %L <, B MR TORIIC L < fibh
TW5, ZOkH, KRHFFETIL, Unity #8HAT 5.

Unity IZIZ7—Lx=> P ELTOY T VEAL LV X —, AT UTK, F
—T A, T=A—=Tay, UUBEHIATWDS., £, vV F 7Ty 7
—AXELTEY, Unity CHREINZT SV r—a EZT A7 by 7Ry
AUETTIERL, EAALNAER, 77U ETHIATTE S, Unity BIRIE
C/CHTIELNTWD N, BT AHIChl> TULEICCHEHWTAZ Y &
ELZLENZW. CEAZ U 7 MIC/CHTORIS EHRT, LV DRWERT
BT HZEMTED.

4.3 VUEY U TRA T T4 L Shader

LAY TR 7T 4 (rendering pipeline) [1111%, &5 =&KIiIcD > —
VDT =H(F T2 b, == ) R T O E T BT
bbb, ZOWBRIT NS T TA ALY EE, WHNIThIL TN S.

VBV TRAT T4 03K A2 DX DI, WS ODDARAT—U R 5.

HODAT =T vl I~TNAT—VTHY, TNHDOAT—Y (EICHE
Ry 2—H =TT T A hxz—HF—) TIITSINLHI TR T T hEL = —H
— (shader) [12] £ FES. BEIREIZY =—F —TF 0 /5 0%2EL 2 LT, HHIC
INOLDOATy T Earyha—LT5Z LNRTES.
TV = a AT =V TR — 2 DT —H % CPU AE I — (Random
Access Memory) 7> % GPU A & U — (Video Random Access Memory) |[Z#HEET 5. —
TL—AIZK L, DATDONRITA—=F, =2 DF =KL o2 7N
AT TANEDLVERDD.
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2 4. 71174k & Unity

VERTEX SHADER SHAPE ASSEMBLY GEOMETRY SHADER

VERTEX DATA[]

TESTS AND BLENDING FRAGMENT SHADER

RASTERIZATION

K a2: VT NHEA LV EY TR T T A (55 LHR[13])

JHEY 2= — A7 =V TIETRTOERICH LT, HRY=—F —RNETS
o, THRY =— & —Ti, THRICKR U, BEARLIE L M OLBENThis.
TABTFARRT =V TIREAT =¥ % AL, HROMOY 7 LV EH 17
5.

TITTRA N 2= —AT =V TETAZTARAT =V b H 5o
IR NELET .
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FH5E BEIFEH

i

=

5.1 VTN EAL LTI ab—T g v Af{k

Unity & Compute shader T/ 2 AV 2 b —3 3 V&7 I AFZENTFHEL TV
A [14]. Z O#FZ TiX, Compute shader Z W TCIEREELX X —%
(Mass—Spring System) X—AD U T NVEZ A LG I ab—va s T ) r—v
aEFFE L. lnity 2oV TUTAEAA LT Ialb—varblbuy
Vo7&, BR/VRT7 7V r—a U CRIFIT&E 5. Aif3Ed Unity & Compute
shader TUTNA A LI al—var by BV TETIN, ¥Ial—
VarRBER A I~ I RT 4 7V ATHD.

5.2 CUDA & Compute shader O ELigk

Compute shader (X CUDA IZEITRWHEZ LD, RN a—Lb A F¥ AT ¢
Y7 CCDA LW ERE SN TWS[15]. R a—ALb A X AT 47
FARY 2a— AL XY TOERFIETHY, ER, VI L—Ta i
EORETRRAENS. ZOFETHE, R 2a—A LA Xy AT 0 U 7IIx L,
OpenGL D7 Z 7 X~ = —X&—, OpenGL @ Compute shader, OpenCL, CUDA
TEELEZ. RT3 —< 2 A28V T Compute shader 1T b BWFEE AR L
TW5h., 797 A by =—4—X51 1.032.91%, OpenCL XV 1.571.71,
CUDA XY 1.01 1.3 fZif\v. L2vL, ZOWF3ETIE, stHEEEZRLTELT,
BET DAL, AR TIE, ZiLZ4L Compute shader & CUDA % FHu»
TRHAEZIEL, HXREZNET 5.

5.3 CUDAIZ L A~A 70T RXT A7 AYI=2lb—T3

VY

CIDA TYA 7O~ T R T A7 AV Ialb—valzZitw, 7797 4v7
APT (OpenGL) % FWC A fAL 21T > TV D HFFEIZTFAE L TV 5 [1]12% OpenGL T
At b7 e 7T N EREET DO TN DD, F72, CUDA (X NAVIDA @ GPU
PiEYR—KFL, BIOTIF RO GPU Zfis7-0, A~v— 7+ %5
EEMELZWVEWS RS DH. RIFSETIE, 77 v b7 —AktnERD,
CUDA Ti%72< Compute shader T¥A 7 0~/ RXT 4V AV Ialb—varsT
NAY XBENEST D) TLEA LY ab—ya VAl y AT LA ERE
T 5.
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%5 6.Unity |2 X DAl b X7 L DBASE

F6E Unity ICXAAHEILT R T A
DB 38

KRECIE~YA IO~ T I T4 I AV Ialb—1arDl TAXA LA
VAT LDOBRIZOWTIIT S, 2O AT A TILGPU & DV L CPU T
VTNEA DIy ab—aryZithiL, §RRE 3 RICORMET IV
& LT ET 5K 6.1].

6.1 AT ATFADKE

RKVAT LDV I alb—ra /B E2ETHRR A 70~ T X T 4
JAVIal—varyThd. AVATAFEICYIaLb—varitEru s
FALEAUET 0 7T A5 [1X 6. 2].

Vial—varyrul I AT, CBAZ YT RN TCPUNR—ADY I =2 bL—
varru s T LA 0T Compute shader 72 7T A TGGPUNR—ZADT I 2
L—ar7umr 7 LEFTL, §% T 5. Compute shader i85 & GPGPU (T
kv, vIarv—varE2EEIcITY.

LT 75 AT, BRDY I 2l —3 g u s T ATEE SRR
ZUnity DU TNAVEA LV HY U TRAL T T A 2D, shader 71 7T A
EEITL, TNENOEEFRNHT DRI RKARY I 2/l 5. Rk,
RANTrEAT 07T ALY, HESNZEBGELEEL, KRAIRY I %
IVBRELLTLTHZLENTED.

Unity ® UGUT Tk a—~vr A 2 72— ZA(MEFRUD) ZAER L. > I a1
—va VT ANRTIA=FEDAT], BWATDOar ha— LR ENRTE5H. &£
XXIIHBRETH 5.

#6.1: VAT MO

(O Windows 10 x64

Unity Unity 2020.3.24f1

CPU Intel(R)Core(TM)i7-4720HQ  2.60Ghz
GPU NVIDIA GeForce GTX 970M
CUDA CUDA 11.6

RAM 16.0GB
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% 6.Unity |2 & 5 Al b 2T L DPHFE

6.1 AL AT LDHR,

\/

DFEHE

Z=a =34

{

SHESOIS A
(CPU/Compute shader)

AR

\
L >4 )\ 1TS54 > (Shader)

¥

BRI
(B D/ML)

!

BTN

6.2 VAT ADRERL
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%5 6.Unity |2 X DAl b X7 L DBASE

6.2V Ial—valiHETRST A
V3al—valryHETa ST NI CEA T U T N H DML Compute shader
TH2EDONA I/ u~ I XT 4 7 A%FHET 5.
%] 6. 3 (% Compute shader Zff 5 B & DFHOWNZ TR L TN D.

Compute shader TEMETAHEEILGPU AFE U —& L T ComputeBuffer Zf# 9
VERNDD., YIab—rvarofififbtanesy —ZITAEY =256
ComputeBuffer IZH51E X1 5. shader & Compute shader 71 7 J ATl
ComputeBuffer i StructuredBuffer<T> D TE I N TV 5.

7 L—ALZ 21T, Compute shader D i ComputeBuffer |2 4L, Lo
HV U TNRATTANTEY, il 7T e 77 LOANTELTEDILS.

HEU-

iR hiz
¥Zalb—323a5—4

Compute :’ Compute shader&k?

E1lL—33>THEENT—S
Buffer

\ >2ab—>3a>F -9

‘@@

X 63:vIalb—valitE7 e s 7 A07—%Dfi
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%5 6.Unity |2 X DAl b X7 L DBASE

6.3 HE 1T A

HE 70 7T NIV TNVEA LV B TNAT T BT 57 m s
TALTHD., Yalb—raldR s T ATHESHEHBROBIE (LT
IXVEC E T D)L XU T RA T T4 NZHEL, 3RO ML DT —
B ERHIARY TAERL, REZIC2EITOBBOTRTT 4 A7 LA IZFKR
T 5. fiET 07T AOERUEEE (X 6. 412777, VEC IZ X W BT L&
ZEHH L, Phong = —F 4 V7T X D IKH B A G L 2 RoTO
Ba2FTRTH., Flo, 2WILOEBRERRT HANCHEGLIEEZIT O Z LN TE
5.

Compute shader

wWE SO0 S A VECF—F (BRE—A> )

AVISF—>3>FE
|I>O95 A

Y

vecxABZERBIICRET S

Phong>IT—5 1 >4
€5 I)LiEA

__________________

6.4 : A7 1 7T ADEL DL
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% 6.Unity (2 X DAL AT A DRSS

631F V=T —a VEH

FIEFTH] & 1o — 2 Uy RZERINIZ I8 2 B 0 O RIS 2 # D R BLA T4
DZETHDHM6.5]. BEFAATINZ DWW TOFHRIITEA shader TIT 9. K+ Z
L DY FIWEC, EIZ LY, KifOFmEFRT 5.

FP, —oODRITOFANE, =0T AEEC L > THRD S,

LT O Pitch, Yaw, Roll [Z[IX 5. 4. 1JIZ/RTEERFH M TH 5.

- 0
Pitch: = [ 0]
0 0 1
0
Yaw: = [ 0 1 0 l
- 0
1 0 0
Roll: = lo — l
0
SoOFROEETS & -oOfFIRICE LD T
R=
- + 4
= [ -+ - +
PR DD,
TLT, R T O )L RLT- DK E X (size) 2B 5 1751 4 (751
RICIMAD &

KA DZEMATH E =
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%5 6.Unity |2 X DAl b X7 L DBASE

PELND.

KL DZERATHNE D/XT A —=HITONTIE Y I 2 L— a3 U OFEEVEC,, &
BFORE S, fEIZEVRD .

#* 6.2 [AEITHIE D/IRT A —H

Pitch [Al#ix & B3 L, VEC, THH

head [F]i & Bid L, VEC,, VEC, THiH]

roll FIERIZE RN 20, TR T

size KHIET LVORKE X

, , KEIET VO E

KL DZEMITHNEIC LD, —DO—DDRFITH DT A =2 L VATHING
Fah, 3DZEMEDAEERE S, HABPRDOLND. ULEOLHT, vIa
L—3 g > LTCHRRVEC,y, M 78 & D72 EDfE IR S 5.

[X] 6.5 : Pitch, Yaw, Roll [FIEEAEZE[X|(Z 7% SCHk 16)
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%5 6.Unity |2 X DAl b X7 L DBASE

6.6 HUHEIZ L 2 EfHF (S5 30k 17)

6.3.2 fHZEfH]

HiT 2L OVEC,MEIc LV, GxkFH T 5. THA shader THHET 5.
V3ial—vaatRT RS T ATHE SRR OMEVEC,, 1X[-1, 1]O#iH
CH Y, aZEf0, 1CEBRTANERD L. UTORIZZOERLTHS.

1 1

Color, = > x VEC, + >
1 1
Color, = > x VEC, + >

N |-
N |-

Color, = = xXVEC, +

ZHIT LD, VEC, XX 6.6 DAz WG S 52 ENTE D,

27



% 6.Unity (2 X DAL AT A DRSS

6.3.3 Phong > =—7 4 7 ET /V[IX 6.7]

MR AE LT LIS, il e T AT  Phong V2 —T 4 VT ET IV
rHEET S, Phong v x—TF 4 7 ET )L ambient & diffuse, specular n=
OOV, FHRIXTEA shader & 5 W I E 7 )L shader TT 9. KT R
7 I "Cl ambient 1% 5.4.2 D&%\, diffuse & specular IXTH S Y = — 4 —Cif
"I D,

£, Phong v = —F 4 7 EF O diffuse S ORTHET 5.

= ( - ) (O )

ZZT, WLEH RS R, 74 hof, WX~7 U T L(E
TNOE.,  FEREERSY bV, X740 PHERRY ML ThS. O
FEIZ LV diffuse DFIRZ T I 2L — T 5.

O, NFINFEOHEREN~A F R D %P5,

Unity TlX BIE DDV IZ, [F UHEEED saturare BAEZFIH L FREd L 9

(NTRR U N

= saturare(dot( , ))

BETH ST 4 (Specular)lZBL R D XL 9 ICEHET 5.
= ( - ) max(0, - )

Unity CO#EEla— RicEXHZ2 5 L, DIToRicksb:

= pow(saturare(dot( , ), )

ambient diffuse specular combined (Phong)

X 6.7 Phong ¥ =—F 4 ' 7 & T )L[EE Tk 13]
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% 6.Unity (2 X DAL AT A DRSS

RZIZ, ZO0FnE R LEDE TRENREZRD 5.

Color = + +

64FARNIAVREVT VT

Ky AT NTIHER U OREHWIR Z M SO0 E, BEZEZ R0 S8 m 5
HZ LD, %< O Drawcall 179 L VI, —[EID Draw call THEE DR T
DA77 MEHETIENENRY. ZhEPF A NI A RZ v
T EMESTFIETHEBLT .

Unity T, HEMHEERE 7 < A Graphics (Z DrawMeshlinstanced B4 & L T oA £
FUA AR TREEEN TR — RSN TWD., KU AT A TIE, [HIETS
o> TREDRET L AEHET 5.

6.5 HEIfEALE

WG LB 2 WOED BT — 4 DI BT 54O = £ Th 5. Unity T
H, SOR) RAMARA P uE AL bIRERS. KA BT B AT E ST
i shader THIRD 4 DOTERITK LABLT 5. £ LT, 7 &/L shader Tl
oL LT 5.

AHITHE, Unity THA b7 0k 2 %47 5 {12 & T DR & Wil o fisk
DGR SV T RER T 5.

6.5.1 3

Unity TR A h 7Bt A&24T9[K68|I21X, Vo XU LT RAT T4 NIHT
SNIHEBERTFL, BRL Y Z VTR T T4 0260, WmigE 1{Eo
A& L4 TEA), shader 711 27T HZ X W WHIME EN D . LLE SN D RO
1T sre, JLER S U724 IT dest IS S LD . ERALELD =27 DERST I
shader TEIE XL TE Y, OnRenderlmage BENFEIEILS &, blit B
$CRHH 9 5 shader NFEITEND.
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%5 6.Unity |2 X DAl b X7 L DBASE

L>A ) O)\ATS51>

5IC

Y

OnRenderlmagefdZi(shader)

i dest

G R upa)

[X] 6.8 : Unity ;R A k7' & ADiEI

X — Direction Kernel Y — Direction _Kernel
-1 0 1 -1 3 |
-2 0 2 0 0 0
-1 0 1 1 /' 1

[X] 6.9 Soble JHH 1-(&%5 iik[18])

6.5.2 T k]

W, WIIROEAPNELNE ZATHD. DF0, Wb reridfe
DIEDEFNRKE L ZATELEEZ LD, Soble EHEF[X 69112 LV, EAHA
Zx(convolution)ffEZ 8 U T, AEAFHEL, =y URHT 5.

RHREIC XD, fEGm &M mOARA KD 5T, LLFORIZ LY 2RO AR
wRDD.

G = |G« + |Gy

22T, G IIAROR, GIIRTROAE, G THETHROARTHS.
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%5 6.Unity |2 X DAl b X7 L DBASE

>=Zal—3 3= e ‘
AP EITEEDNS >

SZalb—> 3 EhE

INSA=FD)F)L

610 bBEa—~<1 A X7 x—AHEK

6.6 AT AT ADEEFEREE L 1AM

AHiClE, KVATFLADE a—<vo A X T2 — ATy Ial— g%k

Y =T DRERIZONWTIEND.

La—v A X T7x2—ATHE, K6.10DLHIZ, W O0OESNRH 5.
R al—ra BT LRI A—FERRTDHARIL
cHATOAEEMEE AL hu— LT R v

Va2 lb—varOfTERET AR L
«CPUBHDHWEGPU TV 2 2 b—a VEHETHLOU Y B R L
VR alb—varlEET T AT e EIRX DKL

6.6.1 B{E/ SRV
KUATARITHE, ba—~vr A d7e—Rk0, RV ESvFTHZ
LTCarybr— L TELIIICLTND., NV Ay TRYVAT LEFITT 58
BlEF—R—RFRTCHATHaL b a—LTE5., Fe3lIhATaLy ra—
DIZHDHF—%2F LDOTND.

6.6.2 f b 3xL
FEDRFLTIE, stop RZ Ty Ialb—yarZA My 7L, reset RH
YCUVAT LY FTES.
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%5 6.Unity |2 X DAl b X7 L DBASE

#H#63 WIATary ba—)L¥xF—

T A T DONLE
w A
S %k
A N E)
D HIZRH)
Q o)
R TIZB#E)
J AT DI E
H— VIV 2T alEx
A= IV A R
=Ytk kiz R
=YV ENMELS

6.6.3 /£ F/3 %)L

FETFONRFNVA611DRE L THAT a2 ha—)LTEx5.

Rotation {73 Tl& up, down, left, right RZ A4 2L T, W AT OME
#Fk, T, &, AIZEEETES.

position #8%) TlX forward, backward, left, right N¥ &3 Z LT, B A
T ONLE R, %, £, AICBEITE 5. 512, UP & Down R¥ &4 =
LT, WATH ELTFTICBEITE .

6.6.4 5 F /%L

HETOEERSF K612k, I ab— g CEET LT A—%
BATITHZ ENTE H[E 6.4].

#£64 VIal—Ta L RNTFA—X

Enter Nx X J7 A DRI HL
Enter Ny y J7 I ORI 5
Enter Nz z Ji I DR
Enter Hxc x J7 M DM
Enter Hyc y J7 1Rl DS
Enter Hzc z J7 1 DAMiEE
Enter dt eI AT 7
Enter alpha BT
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% 6.Unity (2 X DAL AT A DRSS

1 6.11 f& FEAE SRV X 6.12 £ FH#fE SRV

109 ms | (92 fps)
nx:1 | ny:30 | nz: 30)
Hxc: 0.1 | Hyc: 0.0 | Hzc: -350.0)

Alpha: 1.0 | Dt: 0.0 | n: 900.0)
using GPU

X 6. 13 LTI O /)

6.6.5 I a2l —a NN TRA—=HERIRTHXRIL

HT/NRNVTATI LT/ T A= 3RO E i 77 (X 6. 13112 X4
5.

6.5 1 U O EE

FB1ITEIZ1 7V —2OHER (ms) £ 7 L—2A L — |

55 24T Bid x w5 m Ok nx, y @7 ORF B ny, z @50 ORFE nz

% A1THITHRKES Alpha, FEEIRT » 7 dt, K fF¥n

/
l
% 31T H X xyz B AE S Hxe, Hyc, Hzc
!
!

F5ITHIIY S ab— a7 0T MRS TO ST /3 2 (CPU/GPU)
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Q
Q:
!
Q°
Q

Q

Q

Q
Q:
Q
Q-
!
Q°
Q

!

Q:
Q

Q

6.14 2V —LDVI a2 b— g UERER

YIlal—varfoyIal— g VEHEER L S Unity Dy Y — L
(K 6. 14] TERREND.
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H7.CUDAR—RA T I 2 b —3 g VAT L%
BTE CIDAR—RTUIalb—T3
VAT LS

ARETIZICUDA R— AT I 2L —3 g LZHOWTEIRT 5.

7.1 =

AR AT AFRIECTHBE LZ Unity ICE DY T H A Ly Iab—a D

AIAL S AT D L R 2 72T 5. 2OV A7 A TIEA#H LT v
75 MIFEESHP, HICT I 2 L—3 3 % GPGPU(CUDA) THIIE T % o 25
LATHD. BRREIZERG6L LFALTHD.

7.2 AIRAEXSR

CUDAR—ZAY I al—3a s AT AOHEMEITHE6ZDL AT AL
UL, 9427 a~ I RXT 4V ATHDH. v A4 7a~vIRXT 47 AV Ialb—
I NIOWTHHEARBETH L. N 71 0BbiEET— 2% Ialb—va v
T 5.

R T— A 2 MIIROIEFR CH NS> T D BAERRES O BIZ L 0,
LRSS N T 5.

Bt d e dtddit e ddd ittt drd b ddddddddnnn
CELE S A TG T T ot T i e e b ddad ¢t COuRRE
PEEENE SO GG T C PP P A L+ 0T E A G2l CORE AR
vy b bdd 4ttt bbb bttt itdd bbb dddtdarnmrRD
e B E L4 PPV R AL b PP LSS L e RRER RS
A TR e A A R R R R
bbbt b R NN PR R PP RS AN N E APV VRGN EL KA IR OR LR g n D
TE et ¢ R RRARNE AR GG L LEF N FOPAURuE R AN F AL L LA L
thd ettty HENAALR RO 2 IGRDRAND IR RSy ARV AAALALLSL
bbb Y YU T AP N TARNNF LA A LB HENTINN SRR AL PSP NNAARAALLLR
FEFI LV IALDEIIRAIII AR A DR P IIIN S LAARE DB PFITARNANALS S
TS WA A A DHRFRRNIS P AA DD PR D DA A A A B PRI IAAARLR
FH P AL VDS D BELFERRRL LA IR IRI PRI DI D BP RO RN T ANRAA
SELABAA BB LSPIFED LB LI BHE DTS I AR DA LIDIRHLHI TN AR
CaABS DL B P PR LRH LD LD DD AP PLY DD DI P I PRI RRDAND
PSR R e R S e AR RS R RS S SRR

X 7.1 FLARERE DRSS (S5 SCHR[1] DX 4.2)
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FICUDAR— AL I 2 bL—3 g 3 AT LAB%S

FIEAE

\!

alb—=>3

\"i
/1]

\J

g | Vb= _ D
S ETOSS A 1 5w JDCPU/CUDADETE l«—

v

MatBOFRR

[X] 7.2 CUDA _X—RADEIHE 71 7'F ADjih

7.3 HEOWmMNIXKT. 2]

FPEIIaL—Ta LI ONTONRT A— X 5T 5. LT, ¥
2lb—varitR7 e 7 MLV 1 AT vy 7RIS . CDATZ T TlE7z <,
CPUDHTHFIZE VW EXHZ L Tx5. FHHEINEEREIT= Y — i
&t WHRTHET DT
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150

B e E I RTFT ADIAH

KETIE, BEBELEVTAZA LY I 2 b— a3 VALY AT AI2HO0T
TS, BEASAR AL TERIETE 2L, YIalb—varyBE< L, b
F7T 9 b7 —LTEI 2 &, MEFEOEN, WEROMEE, FHEREICS
WTCRHIE % .

8.1 WA THEDHER

BERINTH AT H Ay ha— AT HZLT, YIal—a i MEE
DRETRD ZENTES.

X 81IEAEHMTYIalb—a v EBELLEERTHD.

X 821FH AT H#EMNL, VIl —a VONEHIZAVAATERTTHD.
M 83X Dby Ialb—ra BB LT THD.

M 84X TNDHYIal—ra BB LT THD.

183 bz X184 TFhbEiss
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% 8. AT LD

82 YIal—yagrvBAEDOMER

ATINFNVTRIA B EEZ D ENTE DL AR LT,
8.5 X (nx:1, ny:4, nzA)ICRELT-WYRIETH 5.
8.6 Xy M OR A _(FICT HHEBTH D
8.7 Xy M OR T E fHICT HHEBETH D
8.8 Xy MR A (HICT HHBTH D
ny ZfEH 5 L, ki w oy 23S T EIARIET.
nz ZREHET 5 &, R y 2 3R I

8.5 MIHIKHEE 8.6 ny % _fi% (1x8x4)

8.7 nz % 7 (1x4x8) 8.8 nx % Ufi%(4xdx4)
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8.2 AT KD AM

83 YIal—a sEEDHER
VIalb—aEEK 8L DT A—F TITolc. 2T NSO D )
MO TNDHIRMDY I 2L —varTho.
VR ab— a3 COMWIEREIX 8.91 TlE, X7 MUIEIX Z $hJ5H DT
B> TnD, B ORGE & & HIT_T MVIINTRESG OB LD, thxall
R 5[X 8.10 &[¥ 8.11]. HKAIIZ, T XTOXZ MLtz L7-[IX 8.12].

#81:v3al—varrussy

x B T ORI EL Nx 1

y WA ORI Ny 30

z BT R ORI H Nz 30

x §ili 7 ) D AMEREEY Hxe 0.1
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