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[1pwv éekwvrjooupe: Voxel Game Engines

* Baoidovtal oe voxels (Oykoug) kat OxL o€ TtoAUywva (ETILAVELEQ).
* Open Source: Luanti '

2 UYKpLon:

+ OLadLKAOLAKN TIAPAywWY OTOXELWV — KOOU WYV, TIEPLBAAOVTA TTOU
Kataotpedovtal eVKoAa, gameplay Ttuttou Minecraft

— PeaAlopocg kat pvipun


https://www.luanti.org/

H Pon Epyaociac yia Atodoon Npadikwyv

* Anulovpyel elkoveg amo 3d oknveg

e Tpia evvoloAoylka otadla:
* Epappoyn (to tawxvidt (N 0,TL AAAo) Ttou ekteAeitat otn CPU)
* [ewpetpia (GPU)
* Rasterizer (GPU)

Edappuoyn N [ewpeTpia — Rasterizer ™= Ekdva
CPU

Eicodoc SIp GPU

OKTVI]

‘E&odoc¢




Edappoyn — fewpeTpla — Rasterizer ™= Ewdva

A
|

3D

Eicodqc ,
oKnvn

[Tpowv To 2TAd10 TNC Edappoyng

Offline



EpyaAeia— ACP (Asset Conditioning Pipeline)

* WYnodlakn dnuloupylia tePLEXOHUEVOU
(Maya, Blender, Photoshop, Krita, ...)
- Textures |
e ACP Tools |————] | AcCP -
* Metatpor) og popdn cupPatn HE AUTH TNG 1
HNxavng vetoe ) e ) -
Instance ertices riangles Fragments
» Kataokeur dopwyv 6eO0OPEVWY Yl TO - L Application | ;) Geometry ;)
! r ubmeshes ) Processing
YPAGNUA OKNVAG _
* AkplBol uttoAoylopoi pwTtiopoL (OTATIKOG vateriaie M Textiree ) RS N R
aterials extures [ Materials extures ) Pixels
dwTIoPOQ) ) g))

* Mrmtopeiva xpnowottoteitat n GPU yua
ATIALTNTIKOUC TTAPAANAOTIOLCLHOUG

UTTOAOYLOHOUG



ZTdEIO E(Pappovr’]g ‘ Epappuoyn H MewpeTpia H Rasterizer
e EkTteAcital otn CPU

— O mrpoypaupaTIOTAC €ival UTTEUBUVOCG Yia O,TI UMPBaivel W

e [lapadeiyuara:
— Avixveuon 2UyKpouaoncg
— Animation
- Noyikn Kauepag, Al

® 2 NUAVTIKN EpyaCia: OTEIAE T YEWMPETPIKA OTOIXEID (TT.X.,
Tpiywva) otn GPU



ZT(XEIO r£w|J£Tpiag ‘ E@apuoyn H ewpeTpia H Rasterizer

® [ EWUETPIKEC TTPACEIC OTA OTOIXEIO EI0000U (KOPUPEC —
TPiywva)

e EmmiTpETTE!:
- MeTakivnon avTIKEIMEVWV
—- MeTtakivnon KaQuEPQC
— YTTOAOYIOHOC PWTICHOU OTIC KOPUPEC TWV TPIYWVWV
— [MpooAn oto etritredo (atrd 3d o€ 2d)
— AtTokoTrn (atro@uyr atrédoong TPIYWVWY EKTOC 000vNC Kal OXl
UOVO)
— [pofoAry oTnv 006vn



TO ZTdalo TOU RaSterizer ‘ Epappuoyn H [ewpeTpia H Rasterizer

e [lape TNV ££000 ATTIO TO OTADIO TNG YEWMETPIOC
KOl METETPEWE TO O€ pixels

==

e [1p000c0cE UPEC Kal KAVE KAl AANEC TTPACEIC O€ ETTITTEDO
fragment/pixel

e H oparotnTa £1TioNG YTTOPEI VO KOBOPIOTEI O€ AUTO TO ONUEIO:
Tagivounon Twv TPIYWVWY Kata Tn z 01doTaon




Attodoon 3d 2knvng

Brijpata armodoonc:

* [lepypadn elKOVIKNG okNVNG (Ttw¢ avarapiotavat ot
3d emupaveleq) Al OPETIKAC

* ToTtoBETNON EIKOVIKNG KAPEPAC (ATTO TTOU YiveTal n TEXVIKEC AOd00NG
Beaon) yla tnv idla oknvn

* Oplopog nywy pwTtocg (mwe dwrtidovral ta
avTIKEipEVQ)

* OpLOPOC OTTTIKWY LOLOTATWYV eTILGAVELWYV (TIWC TO WG
AAANAoeTIOPA PE TIC ETULDAVELEQ)

* YTTOAOYLOHOCG XPWHATOC Kal pwTOC KABE pixel OTtwg
dalvetal amo TNV Kayepa




[ewpeTpia I—V Rasterizer

Eicodog @

TO 2TAAIO THZ EPAPMOIHZ

Opatotnta — ‘EAgyxoc MNapapétpwyv AtTodoonc — AtmooToAn ewpetpiag otn GPU



AvTIKELPEVA
Kal
[ToAuywviKa

[TAeypata




[ToAuywvika MNMAsypata

 OLemudaveleg povieAoTtolouvtal cuvVNBWCE XPNOLUOTIOLWVTAC TTOAUYWVA
(tetpamAcupann Tpiywva)

* OLovyxpoveg GPU exouv oxedlaotei yia va dlaxelpidovral kat va
artodidouv aArmodoTIKA TPpiywva

ATy TR
SN
KA

t;z 4%
\/

+ To amtAovotepo 2d oxnua
+ KdaBe 2d moAUywvVvo UTtopEL va TpLywvoTtionBel

+ Mmopeil eLKOAQ va avarmapaoctnoel EEALPETIKA AETITA XAPAKTNPLOTIKA
eTiLdavelwy

— YPnAO KOOTOC o€ pvnun kat erteéepyaocia
— AUOKOALO OTNV avamapAacTaon KAPTIVAWTWYV eTiidpavelwy (Ttpooeyyion)



Tpwywvoroinon MoAuvywvwv

KOKAWV;;:;




Tpwywvika MNAeypata

* Eva mAcypa eivatl eva 0LlKTUO TPLyWVWV.

e 2uvdeovTtal HETAEL TOUG HEOW KOWVWY KOPUPWYV Kal AKpWV yla va oxnuaticouv
hla eviala ouvexn eridavela.

* Eva tAgypa eival dLlaxelpiolyo 1o amoTteAECHATIKA ATtO YLla CUAAOY ATtO TOV
(OLO APLOPO ACXETWYV TPLYWVWV.

e OLeAaxloteg mAnpodopileg TOU AtaltovvVIAL yIa EVA TPLYWVLIKO TIAEYHA Elval:
* 'Eva cUVOAO TPLYWVWYV (TPUTAEC KOPUDECR)
* O16¢e0¢1¢ (o 3d) Twv KopudwWYV TOULG

* [ToAAEG popdEC apXxelwv/dopeg dedopeEvWwY artobnkevouv tpooBeta dedopeva
OTIC KOPUDEC, TIC AKHUEC N TIC oYELg

* Autata dedopeva vrtootnpidovy xaptoypadnon vdng, okiaon, KIVoOUPEVN ELKOVA Kal
AAAECG AsLTOUpYIEC.



MNapadeiypa: Media "Yyoug

*[1a K&OE (x, z) UTTAPXEL
LUOVAOIKO y

*[livaka atro y TINEC JE
dciypaTtoAnwia

* ATTEIKOViCovTal WG / X
TETPATTAEUPQA N :
Tpiywva




(u, v)-ouvteTayHEVEC Yo Xaptoypdadnon

KaBe kopudn €xel (1, V)-OCUVIETAYPEVEC TIOU AVTLOTOLXOUV o€ pia
elKOva Pe TNV ottoia Ba vtiuBouyv Ta avtioTolxa Tplywva
(xaptoypadnon — texture mapping)




Ocuata TTou A@opouv Ta NMAsypaTta

[Tw¢ KAaTaoKeUACOUME Eva TTAEYUA OTTO Eva OUVVEQPO
onuEiwyv;

YTTAPXOUV TEXVOAOVYIEC TTOU COPWVOUV AVTIKEINEVA

ONUIOUPYWVTAC EKATOMMUPIA TETOIO ONUEIa (L?e/
OUOKEUEC — EPAPMPOYEC OTTWC TO RealityScan

Delaunay tpiywvoTtroinon

ATTAOTTOINON TTAEYUATOC


https://www.unrealengine.com/en-US/realityscan

[TAeypata Emidpavelwv

Single componen,
closed, triangular,
orientable manifold

Multiple compoents Not only triangles Non manifold






XwpPIKEG AopEG AsOOUEVWYV
e Opyavwvouv Tn yewueTpia o€ 2d N 3d (A TTapatravw)

e O oTOXOC €ival N TAXUTEPN ETTECEPYATIA
— TaxuTtepn TTPAYMATIKOU XPOVOU atTodoon
— Taxutepog EAeyXocg TOUNG
— TaxuTtepn avixveuon ocuykpouang
— Taxutepo ray tracing Kal KABOAIKOC QWTIOUOC

e XPNOIUOTTOIOUVTAI EKTEVWC OTA TTAIXVIOIA VIO TA AVTIKEIMEVA TNG
oKNVNG aAAG kal o€ Talvieg (computer—animated)



[NaTi;

e OpyavwVel TN YEWUETPIO PE IEPAPXIKO TPOTTO
2.€ 2d Aopn Asdouevwyv

d B ] S

[1oU £kava KAIK;

1) "EAeyce Tn pila

2) Alatrépaoce 1o OEVOPO avadpOouIKA

3) Tepuartioe Tn diatTEpaocn otav BPEIC TN
Eon

Avapévoupue O(logn) avri yia O0(n)



lepapyia OpioBeTnueévou Oykou

Bounding Volume Hierarchy — BVH

e O1 ouvnOBeIg TUTTOI OPINOETNUEVWY OYKWYV (BVS):
—- 2@aipa
- KouTtia (AABB ka1 OBB)

e o BV dgev auvelopeEpel otV ATTOOIOOMEVN
EIKOVA — ATTAQ ETWKAEIEI EVA AVTIKEIMEVO

e Eva k-adIKO dEVOpPO

- o - .‘, Dk %* .

- Ta @UAAa €XOUV TN YEWUETpIO ik )
- O1 eowTepIKOi KOUPOI £€xouv TO TTOAU k ' el ?
TTadIA ’*‘ﬁ§? |
- O1 eowrTepikoi kOuPoI £€xouv BVs 110U ARy S . 1%

ETWKAEIOUV OAN TN YEWUETPIA OTO GeR——

UTTOOEVOPO TOUG.



II BSP Asvopa (Binary
Space Partitioning Trees)

o |Ofa:
— AlauEPION TOU XWPOU JE Eva €TTITTEOO

— TotroB€TNON TNG YEWMETPIAC OTO
UTTOXWPEO TTOU QVNKEI

— AvadpouIka KAve 10 id10 OTOUC
UTTOXWPOUG

e AuUo TUTIOI:
- EuBuypappioupévo pe dgova
-~ EuBuypappiouévo JE TO QVTIKEIMEVO




'pagnua 2knvng
e H doun BVH €ival n TTA€ov XpnoIPoTTIoIoUNEVN

— EUKOAN otnv katavonon
— EUKOANn otnv uAoTtroinon

e ATToONKeUElI OUWC NOVO YEWUETPIO
- H ammdédoon ypa@ikwy OEvV apopd UOVO TN YEWUETPIA

e o ypa@pnua okNVNG €ival eva eutrAouTiIopEvo BVH:
- Qdwra
— Y@EG
— MeTaoxnuUaATIONOUG
— Kal aAAa...




[‘papnua ZKknvng

To 1TAOIO
METAOXNMaTICETAI ATTO
TO UNTPWO M,

To cwua Tou OXAMATOG
METAOXNMaTICETAI ATTO
TO UNTPWO MM,

H apioTepr) poda Tou
OxXfMaTog
METAOXNMaTICETAI ATTO
TO uNTpWO MyM, M,

H de¢ia pdda Tou
OxXnMaTog
METAOXNMATI(ETAI ATTO
TO UNTPWO MyM, M,

EKTOC 110 YEWUETPIKN
TTANPOYopIa To ypapnua
OKNVAG MTTOPEI va EXEI:
« Pwra
« O¢on
« Xpwpua
« Tutrog (1T.X.,
TTPoRoAfac N
NAIOG)
* YAIKQ yIO QVTIKEIMEVA

Ap c: !



AttokoTtn [EWPETPIKWYV
AVTIKEIPEVWV

Aev BeAovue va erteéepyalouaote dedoueva mou OV Ba
oulBaiouv atnv TEAIKN ElKovaA.



TuTrol Texvikwyv AtrokoTrn G (culling techniques)

Ta KOKKIVO avTIKEiJEVA OeV aTTodidoVTAl.

view frustum s detall

backface

‘ occlusion



ATtrokoTtrh lNicw Owng (backface culling — GPU)

ATTAN TEXVIKA VIO ATTOPPIYN TTOAUYWVWY TTOU Eival TTPOCAVATOAIOUEVA
o€ avTiBeTn KATEUOUVON ATTO AUTH TOU TTPOCAVATOAIOUOU TOU B€aTH)

MTropei va xpnoipoTtroindei yia:
KAeIoTr emmi@avela (1r.x., opaipa)

N OTaV EEPOUME OTI OI TTIoW OWEIC OEV Ba ETTPETTE va QaivovTal TTOTE (TT.X., TOiXOl
o€ £va OWNATIO)

AUo TTpooeyyioeic (ouvnBwcg oTo OTAdIO
NG ['ewpeTpiacg ) Tou Rasterization):
XwPog KAPEPAGS
Xwpog 06dvng




[Mwg yiveTai;

e AUO TPOTTOI AVAAOYQ PE TOV XWPO:

0
HTTPOG Tiow
XwpPog 08ovNng XWPOoc¢ KAPEPAC

(ouvettAg KaTeuBuvong dIATTEPAONG) (TTGAI TO EGWTEPIKG YIVOHEVO)



Atrokotrn lNediou Ocaong — CPU

(View-Frustum Culling)

e Opl0BETNON EVOC «(PUOIKOU» OUVOAOU OTOIXEIWV ME
Evav atrAo Oyko (T1.X., o@aipa, KOUTI)

e Av 10 BV ¢ival eKTOC TOU TTEdIOU BEAONC, TOTE OAA TO
oToixeia Tou BV 0gv gival oparta

XpARon BVH, BSP, ...




Mapadsiypa ye BVH




ATtrokotrn MUANng (Portal Culling
— CPU

® 2¢ £va KTipIO ATTO TTAVW
e O KUKAOI gival QVTIKEIMEVA TTOU UTTOPEI va attodoBouv ypa@Ika

2




Alapeplopoc Oykwy — INMUAeg

View
frustum

‘EAeyxocC TO
OU0 NPWTWV
NUAQV

|

Kauepa

Koppog
C_ D MUAN

Opato

B Aopato
Aev £xel eAeyXOei




Alapeplopoc Oykwy — INMUAeg

Koppog
N G— — (D NuAn
Kal o1 duo koupol
gival oparoi OpaTtod
D— Bl Aopato

Aev €xel eheyXOei




Alapeplopoc Oykwy — INMUAeg

Koupog
—C C H— @Y
Mapkapiopa KOpBou WG
0paToc, EAEYXOC OAWV Opard
TWV NUAWV ano autov _ 5 -
- L " " )— ]
TOV KOUPBO Bl Aopato

Aev exel eheyxOei




Alapeplopoc Oykwy — INMUAeg

Koupog
(D NUAn
Mia nUAn opaTtn
Kal pia adpatn Opato
B Aopato

Aev exel eheyxOei




Alapeplopoc Oykwy — INMUAeg

Mapkapiopa KOUBoU w¢
opaToc. Agv £yIve
£NiOKEWPN OTOV AAAO
KOMBO. 'EAgyxoc OAwV Twv
NUAWV 0TOV 0paTod KOWUPO

Koupog
C_ D MUAN

OpaTo

B Aopato
Aev exel eheyxOei




Alapeplopoc Oykwy — INMUAeg

Koupog
C_ D MUAN
Mia opaTn) Kal
OUO a0paTeC Opato
B Aopato

Aev exel eheyxOei




Alapeplopoc Oykwy — INMUAeg

Mapkapiopa Tou KOouBou
WC 0paATOC Kal EAEYXOC
TWV NUAWV auTtou Tou
KOuBou

Koupog

C_ D MUAN

OpaTo

B Aopato
Aev exel eheyxOei




Alapeplopoc Oykwy — INMUAeg

'Evac kOupoc adpaToc.
Kavevag kouBoc yia
gAeyxo. Anodoon oknvnc.

Koupog
C_ D MUAN

OpaTo

B Aopato
Aev exel eheyxOei




Atrokotrl ATrokpuwng (Occlusion Culling) — GPU

e AVTIKEIJEVA TTOU KEIVTAI
£C OAOKANPOU «TTiIoW»
atTd GAAQ QVTIKEIUEVA D

Oa mTpETTEl va
QTTOKOTTOUV

®

e AUOKOAO TTPOBANUQ

e APKETN £pEuVvQ



MNapadeiypa

@

H atroko1Tn TTUANG €ival Evag TUTTOGC ATTOKOTTNG ATTOKPUWNG

Tehkn EiIkOva




To 2tadlo tn¢ Mewpetplag Vertex Shaders



2tn GPU

Application e Ta avTlKElPEVA TNC OKNVNG
elvalt ouvnNOwg pe tn popdn

Texture

o Polygon T[O)\UY(UVI.K(.L)V T[)\SY” dTLUV
Polygon dalca
meshes ' r

y Graphics card \  Fragments ¢ TO HSYQ)\UTSpO USpOC Tr](:
eriex . , ,
Tmben e or ¥y Rasterize L image [, £PYAOIAG VLA TNV ATIOS00T
vertices mations ki, sl i r ’
T A ulag etkovag yivetat otn GPU
View
* O Kwolkag otn GPU Ba €xel

Lighting

data TOUAQxLoTOV OUO LEPN:
* Vertex Shader
* Fragment Shader




‘ E@apuoyn H MewpueTpia H Rasterizer

To 210010 TNG NEWUETPIOG OE AETTTOUEPEIO

Ta Exoupue O€l NON:

e MeTaoxnuaTtiopoi AvTIKEINEVWY (JETAKIVNON,
KAIUAKWON, TTEPICTPOPN) ATTO TO XWPO TOU JOVTEAOU
OTO XWPEO TOU KOOUOU

e MTTOPEITE VO YETAKIVAOETE KaI TNV KAUEPA ME TOV IDIO
TPOTIO

e [1pOfBOAEC
e [1poBoAr otnv OBOVN



OWTIONOG
® YTTOAOYIOMOC PWTOC OTIC KOPUPEC

Rasterizer

/ e MTTAE

4>| Fawpania|—> —

7 KOKKIVO

TTPACIVO

e Miunon TNG CUUTTEPIYOPAC TOU PWTOC TN PUCN
— AUOKOAO Kal yIa auTO XPNOIMOTTOIoOUVTAl EUTTEIPIKA JOVTEAQ, DIAPOopa
KOATTQ, Kal Aiyo a1Td TTpayuaTikn Oswpia



["ewpeTpia: OAn n AkoAouBia

70 ﬁ\ﬁjo ® / Q)
— K }{ F—» — \\—> <
N
Ol 0] ol
XWpPOog XWpog " Xwpoc XWPOog
LMOVTEAOU KOOMOU KOOUOU KAMEPAG

O € I 1 N
< —> @ — © N
O e
MeTtatpoTrr) o€
Y TToAoOyIOuAC MpoBoAn oTo ATTOKOTTH OUVTETAYHEVEG

PWTIOUOU TTapaBupo Béaang 086vng



ATtod0o0n o€
Aladpopetika
Emtirteda
A\ETTTOUEPELEG

Level-of-Detail (LoD)
Rendering

14000 polys

3600 polys

—
800 polys

300 polys




LoD

e Xprnaon OIAPOPETIKWY ETTITTEOWV AETTTOPEPEIOG OE OIAPOPETIKEC
QTTOOTACEIC ATTO TOV B£aTn

e [lepicodTEPO TPIYWVA KOVTA OTOV BeaTn

=




LoD Amodoon I pagikwyv

e Acv £XEI OTTITIKN OlAPOoPa (TOUAAXIOTOV OXI WEYAAN) aAAG TEpAOTIO
01a¢popA 0TNV TOXUTNTA

e Xpnon tng em@aveiac mmpooAng Tou BV yia tnv €1mAoyr) Tou
LMOVTEAOU PE TO KATAAANAO ETTITTEOO AETTTOUEPEIAC



papnua 2knvng pe LoDs

{
Emipaveia
KAPEKAQC;
MeyaAn Mikpn)
ETTIPAVEIQ MeTpia ETTIPAVEIQ

EMIQAveIQ



LoD Aodoon yia ATTONOKPUOCHEVA AVTIKEIMEVO

e O1av 1O QVTIKEIMEVO €ival JAKPIA, AVTIKATEOTNOE TO UE
EVA TETPAYWVO KATTOIOU XPWHATOC

e OTav TO AVTIKEIYEVO Eival ECAIPETIKA PAKPIA, OEV TO
eTECEPYAONOAOTE (ATTOKOTTN AETTTOMEPEIOC — detall
culling)!

e XpNaon TNG €m@aveiac TPOoRoANC yIia TO TTOTE VA VIVEl
QTTOKOTIN



Unity

e Automatic LoD is a powerful Unity extension that
allows you to quickly generate and manage multiple
levels of detail for your 3D models. B

* LoD levels are simplified meshes that are generated
procedurally by the extension and help optimize your
game especially on lower end platforms.

* Besides the generation process, the Automatic LoD

component also takes care during the game of enabling £ :
the correct mesh for each object depending on its |

distance to the camera or its screen area covered. This
way you can use meshes with lower polygon count
when the object is far away or covers small screen YV1L

space and higher polygon count for up-close views. LOD W, RierooLs




Unreal Engine 5
Static Mesh Automatic LOD Generation

How To use the Automatic LOD Generation system in UES.

The Automatic LOD generation system allows you to automatically reduce the polygon count of your Static Meshes to create LODs with the Unreal Engine 5

(UE5) Editor. Automatic LOD generation uses what is called quadratic mesh simplification to help generate the LODs for Static Meshes. Quadratic mesh
simplification works by calculating the amount of visual difference that collapsing an edge (by merging two vertices) would generate. It then picks the edge
with the least amount of visual impact and collapses it. When this happens, the tool will pick the best place to put the newly merged vertex, removing any
triangles that have also collapsed along with the edge. It will continue to collapse edges until it reaches the requested target number of triangles. In the
following guide, we'll show you how-to setup and use the automatic LOD generation system in your UES5 projects.



&

(-] ==
[OD20]

ClirrentSoreen Size; 0806047

Tiiana|es 69666

Vertioes: 206,724

UV CTiane a2

AOprov Size 20y 278y 2071

Num CollisomEnmitives |

2Uykpion: LoDO0 evavni LoD5 o€ Unreal

Triana|ee: 2176

VBrtioEs: 6584
UVICHETElEA?:

et a0} ) i)
NumColliEionRrmitives

——




[Mwcg yiveTal To LoD autopara;
Auéntikn AtrAorroinocn: 2UCToAN AKUWYV

Edge Collapse

Vertex Split

1. Xuyy®vevon 000 YEITOVIKOV TPLYOV®V
2. Oplopdg véag B0€omg e Kopueng



AAMo Mapaderypa

</ LN
A% S

AN/

(c) 800 faces

(e) 300 faces (f) 100 faces



Mia atro TIG

2uvexeEg LoD pe lepapy)ieg Kopupwy REITESTES

Tou Nanite
KaBe apxikr) kopu®n o€ TTAEyua gival Eva @UAAO
O€ AUTO TO dlIAYPAUMCO

Mia OUGTOAN AKMNAC KAVEI TIC KOPUPEC adEpPIa
ONUIOUPYWVTAC VAV KOIVO yoved

To KOWIUO Tou OEVTPOU KaBopilel Eva auvoAo
OUOTOAWYV TTOU £papuolovtal OTO TTAEYUA

@a ptropouce va kavel CLoD (Continuous LoD)
XPNOIUOTTOIWVTAC TN METPNON XWPEOoU 0846vnc¢ yia
TOV TTPOCOIOPICHO TNG ATTOKOTING

...Yla KGB¢e frame TTpETTEl VA YiVETAI TTIPOCAPUOYN



2TNV TTPa¢n 10 LoD &€VOl OPKETA TTIO TTEPITTAOKO

* To odpaApa Ba mpemelL va
Aappavel urtoPn To xpwHo Ko
TLIC UDEC

 ..0ev Bgloupe va oUYXWVEVOUUE N
OUVEXN TUAMATA TWV UPwV (a)

eometry & texture: A 3,872 face model (a) reduced to 53 faces without (b) and with (c) updating texture coordinates.

(b) (¢)

* MeplkEC PpopEC KATIOLL
XOPOLKTNPLOTLKA TIPETTEL VAL
TIOPOALLELVOUV 1) vaL KOTtouV (artattel
gloodo armo tov KaAAtteyvn)

Defeatured, then LODed

Original mesh



Xpnoiyotroigital o€ MNMaiyvidla

Rapid Simplification of Multi-Attribute Meshes

Andrew Willmott*
Maxis/Electronic Arts

Figure 1: From left: 160,000-triangle textured model; simplification by vertex clustering to 30,000 triangles in 40ms, causing artefacts
at UV seams; artefacts eliminated by our algorithm in an additional 7ms; heavy simplification causing blockiness and dropouts in 13ms;
improved by our extended algorithm in 3ms.




Spore (2008)

Developer(s)
Publisher(s)

Designer(s)

Programmer(s)
Artist(s)

Composer(s)

Platform(s)

Release

Genre(s)

Mode(s)

Maxis
Electronic Arts

Will Wright

Alex Hutchinson
Jenna Chalmers
Chaim Gingold
Stone Librande
Soren Johnson
Andrew Willmott
Michael A. Khoury

Brian Eno
Cliff Martinez

Microsoft Windowsl?!
Mac OS X!

September 5, 200811121

God game, life simulation,

real-time strategy

Single-player

Avvopikn aAAayn tou LoD twv xapaKktnpwv
avaAoya LLE TNV aOoTAoN WOTE VA LNV €XEL
VP NAEC UTTOAOYLOTIKEG QTTOLTHOELG TIOLPAL TO
TTAOUGOLO OTTTLKO TIEPLEXOMEVO KOl TOUC

LLNXOVLIOUOUC.

A0S LKOOTLKE TTapayWYr] OTOLXELWV
To LoD aAAale avaloya Kal Le To gameplay
To LoD epapuootnke kal ota animations

=

LoD ebapuooTnKe Kol 0TI UPEC OTWC KoLl
otouc shaders

5. Avtopatn puBuion LoD avaioya Tig
eMLOO0ELC TOU CUOTAMATOC (Lo EMIOETIKO
LoD otav to cvotnua £iXe XaNAEC
emLOO0ELC)

Abstract

We present a rapid simplification algorithm for meshes with mul-
tiple vertex attributes, targeted at rendering acceleration for real-
time applications. Such meshes potentially feature normals, tan-
gents, one or more texture coordinate sets, and animation infor-
mation, such as blend weights and indices. Simplification algo-
rithms in the literature typically focus on position-based meshes
only, though extensions to handle surface attributes have been ex-
plored for those techniques based on iterative edge contraction. We
show how to achieve the same goal for the faster class of algo-
rithms based on vertex clustering, despite the comparative lack of
connectivity information available. In particular, we show how to
handle attribute discontinuities, preserve thin features, and avoid
animation-unfriendly contractions, all issues which prevent the base
algorithm from being used in a production situation.

Our application area is the generation of multiple levels of detail
for player-created meshes at runtime, while the main game process
continues to run. As such the robustness of the simplification al-
gorithm employed is key; ours has been run successfully on many
millions of such models, with no preprocessing required. The algo-
rithm is of application anywhere rapid mesh simplification of stan-
dard textured and animated models is desired.
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A scene from The Last of Us: Remastered (2014/™ SIE. Created and developed by
Naughty Dog, PlayStation 4) rendered without textures.

The same scene from The Last of Us: Remastered (© 2014/™ SIE. Created and
developed by Naughty Dog, PlayStation 4) with only diffuse textures applied.

Scene from The Last of Us:
Remastered (© 2014/™ SIE. Created
and developed by Naughty Dog,
PlayStation 4) with full lighting.
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YTroAoyiouoG OwTicuoU

Rasterizer

/ s MTTAE
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KOKKIVO  1rpdigivd

e [lwg utroAoyileTal 0 PWTIOUOC;
e Oa utTopoUucauE Va BECOUUE TA XPWHATA OTIC KOPUPEC XEIPOKIVNTA &
e [0 mepiocaorepo peaAiouo, UTTOAOYICOUME TO WTIOUO ATTO

— [nyéc ewtocg
— 1016TNTEC UNIKWYV (mMaterials)
— [EWUETPIKEC OXEDEIC AVTIKEINEVWY (BE€on BeaTn, TTPOOAVATOAIOUOC ETTIPAVEIAG)



2Kkedaon PwTto¢

* To pwc XTUTIA TO oNUElo A
e 2KEOAON
* Artoppodnon

e Kamouwo dlaomapto dwc (aro to A) xTtuta

To onpeilo B
e 2KEOAON
* Amtoppodnon

e Kamouo dlaomapto dwe tou B xtumta to A
Kal ouTw Kabeéng...
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H Eiowon Attodoonc

(Rendering Equation)

* H amelpn okedaon kat artoppodnon TR
ToU dWTOC TtEPLYpAPETAL ATIO TNV
eélowon artodoong
e Aev uttopel va AuBei yevika
* H texvikn Ray-tracing ival pia e1diKn
TlePIMTWOoN yla TEAELA AVAKAAOTLKEG
eTiudpaveLEG

 H efiowon armtodoonc eivat KABoALKN
Kat TtepltAapavet Lo (%, w0, Ay t) = Le (%X, wo, A t) + Ly (X, wo, A, t)
i ZKléc Ll‘(x'.-wu'.-’\st) = / fr(x-,.wiq"-ﬂ-’:“ }tgt)L‘i(x,.Wi, )\,i)(w, . n)dwl
’ ’ ' ’ Y
* [ToAAaTTAn okedaon HETAEL AVIIKEIUEVWV
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KaBoAkeg ETiidpaoelg

oK1

TOAMOTIAEG OVOKAQGELG

NUOIOPAVIG ETLPAVELQ
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Totukog Kat KaBoAlkog Pwtiopog

* Howotr okiaon amattei UTTOAOYLOHOUG TTOU
TepAauBavouv OAa Ta avTlKEiPevVa Kat TIG
TINYEC GWTOG

* MnoupBato pye tn pon EpPyaciwy ouv
okladel Kabe TToAUYwWVo aveaptnta
(tottkn artodoaon)

* QQ0oT000, oTa YPpadIKA UTIOAOYLOTWY, ELOLIKA
ota ypadlka o€ TIPAYHATIKO XPOVO, EipacTe
OK av ta mpaypata «paivoviat cwota»

Source Surface Camera Source Surface Camera

* YTApXouV TTIOAAEC TEXVIKEG YLA TNV
TIPOCEYYLON TWV KABOALKWY ETILOPATCEWV

82



AMNnAoeTtidpacn Pwtoc kat YALKou

* To dWC TIOL TIPOOCTIITITEL OE EVA AVILKEIUEVO ATtoppodaTal HEPLIKWCE KAl
okedadetal HEPLIKWC (avakAatal)

* H moocotnta mou avakAatat kKaBopidel To xpwpa Kat T pwIevoTNTA TOU

QVTLKELLUEVOU

* Mua etudavela epdavidetal KOKKLVN KATwW aro AeUKO dwc eTeldr N KOKKLVN CUVIOTWOA ToUu dwToC
avTavakAdtal Kat To uTtoAoLTto artoppodatatl

e To avakAwpevo pwcg okedadsetal Ye TPOTIO TTOVU e£apTATAL ATTO v ouaornta KOl

23 Smooth Farths ocean

TOV TIPOCAVATOALOUO TNC ETiLPAVELAC WA A o " hos Specuar refiecto

Reflects light at  &Shooth surfacem
the same angle s<Specular reflection”

= YRough lunar surface has
only diffuse reflection

83 Scatters incoming Rou h s'urface has
light at many angles only diffiSeggeflection




[Tnyec dwtog

Elvat BUOKOAO va HOVTEAOTIOINOOUHE TIC YEVIKEG TINYEC PWTOC PLAG
KOl TCPETIEL VO EVOWHATWOOUVHE TO W TTOU TIPOEPXETAL ATIO OAQ TA

onpela tngmnyng
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ArtAec MNMnyeg Pwtog |

Directional light Point light

e >nuelakn tnyn (point source)
* MovteAotoleital ye B€on Kat xpwpa
 Makpvn tnyn = artelpn artootaon (apAaAAnAeg
aKTivVE()

* [MpoBoAcag (spotlight)
* [Neploplopolc oTto W TNG CNUELAKNG TINYNG

 QwgtteplBarovtocg (ambient light)
e 1dla mocotnTa $pwTtOC TTAVTOU OTN OKNVN
* Mmopeiva povieAomolroetl tn cLUUBOAN TTOAAWYV
TINYWYV KAl AVAKAQOTIKWYV TP AVELWV
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Tottol ETudavelwyv

* Oco mo Aeia givon pia emupdvela, T0G0 TEPLGGOTEPO AVAKAMUEVO QMG GLYKEVIPOVETOL
TPO¢ TNV KatevBuvon mov Evac TEAE10¢ KaBpEPTng o avTavakAoDoE TO PMg

* Mo TOAD Tpayd EMPAVELD OLUGKOPTILEL TO MG TPOG OAES TIC KATELOVVGELC

Aeia emipaveia Tpaxia em@aveia
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MovteAo tou Phong

e 'Eva armAo povteAo Ttou pmopei va uttoAoylotel eUKOAQ — av Kal
ATIEXEL TTOAU ATIO TNV TIPAYHATIKOTNTA TNE GUCLKAC TOU GWTOG

* To xpwpa o€ €va onueio uttoAoyideTal amo TPELC CUVIOTWOEC:

* Awaxutn avakAaon (Diffuse)

Katomtpik avakAaon (Specular) l

* AvdakAaon amo 1o mepBaiiov (Ambient)

e XpnolgoTtolei t€ocoepa dlavuopata

Mpogto Beatn v
Mpog tn mnyn dwtocg (N eva onueio tng av dev eivat onpetakn) [

KaBeto diavuopa n oto onueio p
To dlavuopa 1 Ttou deixvel TNV TEAELA avakAAco aro Tnv tnyn wtog

87

Kdabe tnyn pmopei va exet
OLadPOPETIKEC CUVIOTWOEC YLIA
OLAXUTN, KATOTITPLKMA Kal
TtePBAMOVTLIKN avakAacon, pia yia
KaBe kavaAl xpwpatog (3 X 3 =9)

i




dwc lMepiBaAAovToC (PpOVTOU)

(Ambient Light)

* To pwC TTOU TIPOKUTITEL ATIO TIE AVTAVAKAACELG AAAWYV ETILHAVELWYV TOU TIEPLRBAAANOVTOC

* ‘Eva yeviKO TtTeEd0 dWTEWVOTNTACG YIa Jla OKNVA TTOU £lval ave&aptntn amo TI¢ 6eoelg
dWTOC 1) TOUC TIPOCAVATOALCHOUC TNC ETILAVELAG

e Aev gxel katevbuvon

e KaBe iy ¢wTtog exeL pla cUPPBOAR PWTOG TtEPIBAMOVTOC L,

e [la pla dedopevn eriidpavela, UTTOPOUHE va KABOoPLooUUE TTOCO dwC TLEPLBAAAOVTOC
UTIOpEL va avTtavakAd n etiidpavela (XapakTnpLoTIKO TOU UALKOU) XpNOLHUoTIoOlWVTACg EVav
ouvteAeotr avakAaong eptBdiovtoc: k, (0 <k, < 1)

Incoming Ambient Light Reflected Ambient Light Apa pia emipavela
avtavakAal, = L, - k,
dwc tEPIBAANOVTOG

&

Object Surface Object Surface



A1dxuto Pwc
(Diffuse Light)

O pwTtlopoc tou AapBavel pla emtipAavela ano pia tnyn $wtog Kal aviavakAd eEloou Ttpoc OAEC TIC KateuBuvoelLg
AUTOC 0 TUTTIoC avakAaoncg ovopadetal Lambertian (avtiotolxa Lambertian emigpaveleq)

H dwrtewotnta tng emdavelag eivat aveaptntn aro tn 8€on tou tapatnpentn (Kkabwcg to dwce avravakAdatat
e&loou Ipog OAeg TIC KateuBLVOELR)

O vopog tou Lambert: n aktivoBoAoupevn
EVEPYELQ ATIO EvA onNUELo yia pla dedopevn tnyn

' y Lambert's Cosine Law
dwTOoC elvalt: \

L;-cosq { T T I

-, R g

L4: nouvictwoa dlaxuong TG Tnyng

g: eivat n ywvia petaéL tou Kabetou dlavuopatog
7 KAt tou dlavuopatog tng tnyng pwtocg I



H 2uvioTwoa Alaxuoncg

|1010TNTA ETTIPAVEIAC UAIKOU: €0TW OTI N ETTIPAVEIQ UTTOPEI va
avTavakAd k,; (0 < k; < 1) (ouvteAeoTnc avakAaong didyxuoncg)

[TocooTO PWTOC dlaxuoNnc:
Id a kd 'Ld . cos @

POTIGUOC GPaipac amd dlopopeTikeg Yovieg (14 + 1)



KatotrTpikd Pwc
(Specular Light)

= Avtd glvol Ta poTEWVA onueia e avtikeipeva (OTOG YVOMOUEVO HETAALO, UNAO ...) .;}

" To ®¢ avaKAATOL Ao TNV ETLPAVELL AVIGH TPOG OAEC TIC KOTEVLOVVGELC.

" To amotéAea U TNG GYEOOV GLVOAIKTG AVAKANGT|C TOVL TPOGTITTOVTOSC PMOTOC GE UL
GUYKEVIPWOUEVT TEPLOYY] YUP® OO TNV KOTOTTPLKT YOVIO ovAKANGNG

[d10NTO empdveLlag VAIKOV: £6T® OTL 1 EXPAVELD UTOPEL VO OVTOVOKAQ
ke (0 <k, < 1), (cuvVIELEGTNHE KOTOTTPIKNG OVAKAGGTC) TOCOGTO
QMOTOC KATOTTPIKNG OALVAKAOGTC:

Specular Reflection Diffuse Reflection

I, =k, L, cos?q




Yuvteleotnc Aapgnc

I, =k, L -cos% o

Twég tov a petacy 100 kar 200 avtiotoryovv €
HUETAALOL

Tiwég tov a petacd tov S ko 10 avtiotoryolv c¢
EMUPAVELEC TTOV LOLALOVV TAOGTIKEG

O1 yvoAotepég empdvelec aALALOVY ELPAVIOT) OTOV
aALGCEL 1) OTTTIKN YOVio,

O1 KOTOTTPIKES 1010UOPPLEC TPOKAAOVVTUL OO
UIKPOOKOTIKA AElEC EMLPAVELEC.

‘Evog kaBpeetng sivan £vac TEAE10C KOTOTTPIKOG
OVOKAOGTIPOG




OAa Madi: To MovteAo Phong

Eva onuelako ¢owc:
I=1,+1;+1,=k,-L,+ky Lg-cos@+k,-L;-cos?¢e

Ambient



[MlpocOnNKeg

e Na ecaptaral amro Tnv arrootaon (diffusion+specular):
1

a+bt+ct?

e [lepiocOTeEpa pwTa: ATTAQ TTPOCOECE OAEC TIC
OUVEIOPOPEC

e AIQ@OPETIKOI TUTTOI PUITWYV
e KaBoAIKO pwc¢ TTEPIBAAAOVTOC



Graphite Shading Techniques
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DwTIonOC Kal ZKiaon (Ox1 okiég ©)
(Lighting and Shading)

e QWTIOYOC: N AAANAETTIOpAON METALU PWTOC KAl
UAIKWV

® 2 Kiaan: EPAPUOCE PWTICUO OTIC KOPUPEC KAl
KABOPIoE TO XpWHO TwV pixel atrod auTeg

e [peI¢ TUTTOI KAQOOIKNG OKIAONGC:
ETriTredn Gouraud Phong




MovteAa 2kiaonc yia NMoAvywva

e YtaBepn/Emninedn Ikiaon
— YroAoylopoc dwTIOHOU O KATIOLo onMelo TN erudpavelac. Xprnon kaBetou dtavuopatod tng
eTLPAVELAC TOU TPLywVvou. KaAo yia pokpvo pwc Kal Lokpvo Beatni A edv oL 0P el mpooeyyilouv
KaAQ TNV EMLbAVELQL.

e Jkiaon ava pixel

— YrnoAoylopoc dwTlopou Kabe onpeiov tng emudpavelac.

e JKiaon pe MapepBoAn

— YrmoAoylopocg dwTtlopoU oTLC KopUdEC Kal TtapeUBOAN ota dAAa onuELa.



Emimeon Xxioon

* YTOAOYIGUOG PMOTICUOV GE £VOL GTUELD TNG
EMUPAVELOC — 1] VTTOAOLTN EMLPAVELD, £XEL TO 1010
YPOLO TOVTOV

e Alvel KOAQ OTOTEAEGLATO OV 1GYVOVV TO EENG:

— To avtikeipevo ogv gtvar o KaumdAn (Asia) emedvela
(1., VO TOAVEOPO OVTIKEILEVO)

— H mnyn eotdg eivar modd pokpid (dpo 1 yovio Tov
OLLVOGLLOTOC TNG TTNYNG UE TO KABETO d1dvuoUa, TNG
EMPAVELNC OEV OAAALEL CTUAVTIKA)

— To pdt etvor moAd pokpld (dpa n yovio petad Tov
Oeatn Kol TOL AVOKADUEVOL GMOTOC OeV AAAALEL
OTNUOVTIKA,) Mach Band

— H gmoavewn sivor apketd pikpn (kovid oto uEyebog
pixel)




Agia 2Kiaon
o XpelalopooTe KABETEC O€ KABE KOpUPN

* Gouraud 2kiaon
— [MapePBoAN XpwHATOC O€ OAN TNV ETTIPAVEIQ TOU TPIYWVOU
— ['priyopo

* Phong 2kiaon
— MapepBoAn KABETWYV dIAVUCUATWY OTNV ETTIPAVEIQ TOU
TPIyWVOU
— [TiI0 akpPIBEC aAAG TTIO apyo



Gouraud 2kiaon: LERP o¢ Tpiywvo

[ va tpocotopicovue Ty Evraom (Ypmuo) Tov
onueiov p 6to Tpiywvo Kdvovue ta eENC:

» IIpocodiopilovue tnv évtaom tov 4
mopeUPdrirovtac ypoupuikd petaly 1 ko 2

» IIpocdiopilovpe tnv évtaom Tov 5
mopeUPdrirovtac ypaukd petadd 2 kot 3

» IIpocdiopilovpe TV Evtocm Tov P UE 2

YPOLUUKT) TapeUPoAn netacv 4 ko 5



2UYKPLON

Xwpic pwtlopod

Gouraud Zkiaon




Phong Zklaon

H Gouraud oxiaon oev yepileton 6OTE TO KATOMTPIKO QMOC, 1010iTEPA OTAV TO & (GLVIEAEGTNC
Aduync) etvar peydiog (LKpOC o€ EKTOGT) TOVIGUOG).

NSNS

1. Ymoloyiopdg kAOET®V O0VUGUATOV GTIG KOPLPEG.

A0Y0G: TopeUPorn oTa xpOUOTOL
Avon: (Phong Xxiaon)

2. TapeuPoin tov kabétwy KoTd UNKOC TOV AKUOV KOl TOV ECOTEPTKMOV CTUEIMV.

3. Ymoloyiopdg ooTicpov ava pixel.



(a) (b) (c) (d)




[Tpoypoppotilopevol Shaders

Vertex attributes @
Patches |
Vertex Shader i
Executed for >!
I

each vertex

I
Transformed vertices i
I

__________________

Hull Shader

Executed for each
patch vertex

c
<
=
(a)
8
.
a
E
3
9
-
e
I
< |
i
I
I
I
I
I
I
g

__________________

I
I
Primitive 1
Assembly !
|

Executed for each
tessellation vertex

Transformed SIS ESESSESSSaEE,
Points, lines, or triangles vertices

__________________

Geometry Shader

Executed for
each primitive

Points, line strip, or triangle strip @

Rasterization

Fragments

\a

Pixel Shader

Executed for each pixel
or for each sample

Colors, depth, stencil

P

Frame Buffer
Operations

D Fixed-function stage
I:I Programmable stage

P Optional stage

saydied

Ot ovyypoveg GPU gionyayav v 10€a tov shader mpoypappdtov

H AéEn shader €xel kataAnEel va onuaivel 0motadnToTe and Ui GEPA,
wpoypouuatiiopevov povadowv GPU

H apyrtextovikn ota apiotepd eivan povo va mapdostyuo

Aev ypnouonotovvtol 0Aotl awtoi ot shader oe punyaveg maryvidiwv

Aev vtootnpilovv 6Aa ta API anddoong ypapikdv OA0VE auTong TOLS TOTOVS
shader

Yndpyovv kot GArot Tomot shader
» Tessellation Shaders
« Mesh Shaders
« Ray-Tracing Shaders
» Compute Shaders

A@ov ot shader givou mpoypappatilopevol umTopovv va ypnoorombovy Kot yio
dALovg okomovg (GPGPU)



[Tpoypappatilopevol Shaders

Vertex attributes

Vertex Shader | HullShader !

P :> e Shader Kopugpwv

« KaBe kopu@pn oTn YEWMETPIA TS OKNVAG TIOETAI TTPOC £TTECEPYATIA
a1rd £va TTPOYPANMA OKiaong KOPUPNG

¢ 2UVNBWC JOVO YEWUETPIKOI HETAOXNMOTIOMOI TTOU oXeTiovTal JE

e <,i Domain Shader | animation, TTpoBOAN, K.ATT.

e e « To TTPOYPAUUA EKTEAEITAI TTAVOUOIOTUTTO O€ TTOANOUC TTUPAVEC

Points,lines,ortriangles{} KOpU(p(bV GPU

Ssaydied

I
Transformed vertices i Tessellation
I

§
n
S
-
a
5
5
~
T
&
i
<|
i
i
|
i
|
I
|
-

.................

_________________

Geometry Shader

Executed for
each primitive

Points, line strip,ortriar:g-le- s-tr-lp- ---------- [ ] Fixed-function stage . i
{} ={—— Pixel Shader (1 Fragment Shader)

Rasterization i 1 Optional stage

» Exteleiton yio kd0e pixel (Rasterization)

« XuvnBmg voloyilel Eva ypoua yio avtd To pixel «— avty sivar i

Executed for each pixel T[payﬂ,arlk” leaan , , , , ,
A e To mpOYpaULLO EKTEAEITOL TTOVOLLOIOTLTTOL GE TTOALOVS TUPNVES KOPLPDV

Colors, depth, stencil GPU

Fragments

P

Pixel Shader

p

Frame Buffer
Operations







Pao'TapOTroino'n ‘ Epappoyn H [ewMETPIO I—>| Rasterizer

® 2O PMON KOl LETATPOT
— MadaBete mowa pixel Ppiokovron péca 6to Tpiymvo

® YON

— «EmxoAAote» E1KOVEC GE TpiymVa
e [lapepPoin 6to Tpiymvo
e /-buffering

—- BePoawwBeite 011 0wto OV €lval opatd amo TNV KAUEPO EUPOVILETOL

e Double buffering
e Antialiasing
e Kaul mepiocotepa. ..



RASTERIZER: 2apwon ka1 MeTarpotrn

Eicodocg: O1 KOpUPEC TPIYWVWY ATTO TO YEWMPETPIKO OTADIO

e AvixveuaTe Ta pixel yeoa oto TPiywvo
- 'H 1a pixel o€ yia ypapun, | o€ E&va onueio UTTAE

e EKTEAEON AsiTOUPYIWYV avA pixel:
— MNapeuoAn KOKKIVO  rrp401v0

- Yon
=

— Z-buffering
— Kai 6,11 aANo xpelaoTei ©

>




Rasterization

Pixels
OeUEALWON YEWUETPLKA CTOLXELDL
/\
Kopudég
) |

Anuoupyla piog raster elkovog k ’ T
armo pio Stavuopatikn eplypadn AARolwon — Aliasing



Pon Epyacioc yia 3d I'paguca

Eneéepyaoia Enetepyaoia
Kopudpwv Rasterization OpoUCUATWY

Opavopa (Fragment)
* QVTUITPOCWTIEVEL PLA HLKPH TLEPLOXH TNG ETILDAVELAC TOU TPLYWVOU TIOU
avtiotolxel o eva povo pixel oto 0Bovn.
e OTNV MEPITTWON NG TEXVIKNG Multisample antialiasing, eva 8pavopua
avTloTolxel o€ eva Tunpa evocg pixel
* Edappolovtal doKIPJEG opaATOTNTAG

Fragment




(-]
o o
Vertex Shader =
o > o

Rasterization .
IR

\
Mapayel Eva cUVoOAo Bpavopatwy yla Kabe e / = ] /
e

YWVO .

Ta Bpavopata eival ev Suvapel pixels
* ArtoBnkevovtal otov frame buffer voeoler = 0.67,0.16,0.50
 1810TNTEC XpWHOTOC Kal faBouc

vl: 0.50,0.75,0.50

Epapuoloupe mapeBoAn ota XapaKTNPLOTLKA
TWV KOPUPwWV PETOEL TwV Bpauvouatwy

wv2: 0.06,0.17,0.50

wl: 0.88,0.0%,0.50



/Z-BUFFER ALGORITHM

Mo Kovta otnv 0Bovn...

11l Buffering




Frame Buffer p—

(Display commands) (Interaction data)
H teAu ewova amobnkeveton otov Frame ¥
Buffer.

*  To vAKO amelkdOVIoNC GOPDVEL TOV
frame buffer yio va ameikovioet ta 110000000000 PR —
TEPLEYOUEVA TOV. r ( |

§ Keyboard
> Display controller
(DC)

Mouse

Video conlroller

*  2vvnlmc Eyovue TOLAAYIGTOV OVO
buffers: Eva o évag capavetar o dALOC
YPNGLULOTOLEITAUL Y10 VO TPOETOLLLOCTEL M
enouevn oknvn — double buffering.

*  Mepikeg UnyoveEG UTOPEL va EYOVV
tpelg bufters (triple buffering)



Amtokpun (Occlusion) — Depth Buffer

Otav dV0 Tplywva ETKAAUTITOVTIAL OTO XWPEO TN¢ 08dvnce
TOTE BA TIPETIEL TO TPILYWVO TIOU €ival TILO KOVTA OoTNV
Kapepava lwypadlotel

* O alyopiBpuoc tou Zwypddou © (painter’s algorithm)
* Zwypadloe ta Tpiywva amo miocw mpog ta
EUTIPOC

—— \ * Aev doulelel TTAVTQ

* Zz-buffering:
* Kpdata eva buffer pe to BaBo¢g (z) tov Bpavopuatog

A simple three-dimensional scene

Z-buffer representation

yla Kabe pixel mou avtiotoxei oto frame buffer.

* EAeyxoc otav ypadetal eva 6pavopa yia to abog
TOU

*  Mn-ypAUMLKL ATIELKOVLON ATIO TOV ELKOVLKO XWEO

A%,




Bume ONLY NoemalL ouLy NORMAL + DISPLACEMENT

XAPTOMPA®HZzH

3-D Model UV Map

Texture, Bump/Normal,
Environment Mapping




Ta Opta tnc Nrewpetpikne Movtelomnolnonc

[MopOAoU TTOU OL CUYXPOVEC
KAPTEC YpadLKWV prtopouv va
arnodocouv dekadeC
EKOTOLLHLUPpLO TIOAUY WV, OEV
dTavouv yla povopeva
OTIWC:

— Juvveda

— [paoidt

— Edadoc

— Agpua




MovteAomolwvtag
[MopTtokaALlo

Xprnon piag odpaipac os moptokaAl xpwpa
— oAU PpTwXO amoteAecua
Avtl ywa odaipa xprion mo mepimAokou
OXNUATOG
— A&V TEPLEXEL TOL XAPAKTNPLOTLKA TNG EMLPAVELQC
(avopolopopoiecg)
— Xpewaletoat moAAA MoAUywva yla va
pHovteAomolnBoUv AUTEG OL AVOUOLOUOPDLEG

Xpnon pwrtoypadiag npaypatikol ToptokaAlol
KOl «ETILKOAANON» O€ ATAO YEWUETPLKO LOVTEAO
— Avuti n dtadkaoia eivat yvwoth we yaptoypadnon
udn¢ (texture mapping)
H eruudavela ou pokuTttel Ba eival Asia
— Anauteitat aAAayn TomikoU oxXAUATOC
— Xaptoypaddnon avopolopopPpLwy




Awadpopol TumoL Xaptoypadpnonc

* Xaptoypadnon YOG

— Xpnon €KOVWYV yla VoL YEULOOUV oL ETILHAVELEC TWV TIOAVYWVWV

* Xaptoypadnon Meptfarlovtoc — AVaKAACEWV
(environmental/reflection mapping)
— Xpnon ¢wtoypadiac tov meptBarlovtoc yia udn
— ETUTPETEL TN TPOOOUOLWON AVOKAOOTIKWY ETILPAVELWV

* Xaptoypadnon Avopolopopdlwyv (bump mapping)
— E¢opowwvel ta Stadopetika kKaBeta Staviopato Kotd tTh OLAPKELA TNC
Sdlepyaoioc amodoong






[ote yivetal n Xaptoypadnon;

AUTEC OL TEXVIKEC LAOTTOLOUVTAL KATA TO TEAOC TNC artodoonC ypadLKwV

— Ato60TIKO AOYW ATIOKOTING MOAUYWVWV

Geomeltry Rasterization . Fragment Frame
processing processing buffer

A

Pixel /

processing

Vertices ———

Pixels ————
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* O MOPOAUETPLK



[M6oco ATTAO givai;

H 10€a gival atrAn: atrAd
QVTIOTOIXIOE MIO EIKOVA
O€ Hia €TTIPAVEIQ — AAAG
eUTTAEKOVTAI 3 UE 4
ouoTnuaTa
OUVTETAYMEVWV

- 271Q 1TAQioia Tou
uabnuarog oev uag
EVOIQQEPEI TTWC ViVETAI
aKPIBWS

1. Texture Space
(UV)

1.0

2. Barycentric Space
(Interpolation)

P=uA+vB +wC

!

3. Screen Space
(Perspective Corrected)

Texture sample <



2UVTETOYMEVEG YPNG

0,1). —n ul, V1)

(O,O)Jéw . “‘:’.:,,.‘(1,0)
(u,v) € [0,1]

e TiBayiveiav (u,v) >1n1Q (u,v) <O0;

e ETTaVaANWN u@WV: XpNon HOVO KAQCOUATIKOU JEPOUC,
m.X., 5.3 - 0.3

e Repeat, mirror, clamp, border:




Mipmapping: Mia Texviki yia «LOD» o€ Y@EG

[ToAAG texels avTioToIXOUV O€ €va pixel

* [1pETTel va TTAPOUNE PHECOUC OPOUC ATTO
auTa 1a texel yia Eva pixel: akpif3o

* [1poUTTOAOYIOHOC TWV UPWV OE€
OIAPOPETIKEC avaAuoeIC (DUVAUEIC TOU 2).

* YTTOAOYIOUOG ETTITTEOOU AETTTOUEPEIAC ATTO
uTToAoYIOUO texel ava pixel

— — A= approx. area of

texel ~ —

quadrilateral
pixel projected (in #texels/pixel)
to texture spa—cE d— 10g2 \/E




Mipmapping: Katroia XapaKTnpIoTIKA

« XWPOG: ~33% TTEPICOOTEPOC * KaAUTtepn atrédoan 1d1aitTepa yia
ATTOMOKPUOMEVA AVTIKEIMEVA

* Meiwon aAAoIwoEWV
* QOAOTNTA OE MOKPIVEG UPEC

R 4 . HNNENS T S . BRSNS,
TS T S S D SRR A

Isotropic Filtering Anisotropic Filtering




Xaptoypagpnon NMepiBaAAovTtog

[1a €TTIPAaveIEC UYPNANG AVOKAACTIKOTNTAG
xwpic Ray-tracing trou atraitei KaBoAIKoUg
UTTOAOYIOHOUC.

» EikOva Tou tTEpIBAAAOVTOC pEOQ aTTO Evav
EUPUYWVIO PAKO
- MTtropei va gival €ite pia TTPAYHATIKNA
CapwWMEVN €IKOVA €ITE PIO CUVOETIKN €IKOVA

« XpNOIYOTTOINOTE QUTAV TNV UPN YIA va
ONUIOUPYNOETE VAV OPAIPIKO XAPTN

* EVOANQKTIKG UTTOPEITE VO ONUIOUPYNOETE
Eva xapTn KupBou




n O AvAkAaon Tou
v MepiBaAAovTog

Xaptoypapnon o€ opaipa
N

» -

XapToypdaenaon
o€ KUBo




Anuioupywvrag eva Xaptn Kufou
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Eikova KuBou — Z@aipag




Xaptoypapnon o€ Kuf3o

naT

y ’ N 4

e ATIAQ UTTOAQYIOE TO DIAVUC A AVAKAQCONG 1

e H peyaAuTepn KATA ATTOAUTO TIMA TWV CUVTETAYMEVWY KaBopidouv Tnv £dpa
TOU KU[3ou.
- r = (5,—1,2) divel TNV £€dpa TTOU PBpiokeTal de€IG oToVv AEova x
1 2

e AlaipwvTag 10 r YE to 5 divel (u,v) = (—g»g)



2daLpLKN Xoptoypadnon

2GaLpLKOG XOPTNG
g "epBaAovTog



“ BOULANGERIE ™~

MpoBARuaTa & oy ol 8 T
AOo<ig B

 [1pétrel va uttoBEcoupe OTI TO TTEPIBAAAOV €ival TTOAU HOKPIA OTTO TO QVTIKEIMEVO £TOI WOTE VA PNV TTaidel pOAO N
ywvia Béaong

* To avTiKEigeVO dev UTTOPET va gival Koiho (dev gival duvaTEG auToavaKAAOEIG)
» Xwpic avtavakAAoEIC HETACU AVTIKEIMEVWV

« XpelaleoTe £Evav avTavakAaoTIKO XApPTN yia KABE aVTIKEIMEVO

» XpelaleoTe VEO XAPTN €AV 0 BEATAC YETAKIVEITAI

XpAon avixveutwyv avakAaong TTpayhaTikou XpOvou Yia TO OUVAUIKO KOVTIVO TTEPIBAAAOV

2UVOUQONOC HE AVAKAAOEIC OTO XWPEO 004vNG YIa Trn KOVTIVI) YEWMETPIA

XAPTEG MIKPOTEPNG AVAAUONG YIA AVTIKEIMEVA XAMNANG KPICIUOTNTOG

2UVOUOQONUOG JE XAPTES TPAXUTNTAG YIA EAEYXO TNG AVAKAACTIKOTNTAG ME OTOXO TOV KOAUTEPO PEAAIOHO

Parallax-corrected xapteg KUBwv



XapTtoypda@non AVoUOIONOPMIWYV

e OONVOC TPOTTOC VA TTPOCOUOIWVOUNE PUTIOEC Kal
AQKKAKIO OTN YEWUETPIA
— [NMoAU akpI30 va TO KAVOUUE YEWMPETPIKA

e Mia ugpn aAAadlel To KaBeTo diIavuoua o€ KABe pixel Kal
ETTEITA XPNOIUOTTOIEI AUTO TO OIAVUO A VIO VO UTTOAOYIOEI

TO QWTIOUO
' . M NN,

YEOUETPIN Bump map
AmoBnkevel LYN: UToPEL Vo
eTIdEEL KAbeTO OrvdcuaT




Xaptoypadnon Avopolopopdplwyv

e Xpnolpomolel Evav xaptn uPpnc oe KALLAKO TOU YKPL YLOL TV TPOCOUoLlwaoN
Slakupavoewyv UPouc oe pLa TP aveLaL.
— OLTILO OKOTELVEC TIEPLOXEC QVTLITPOOWTIEVOUV XOUNAOTEPEC TIEPLOXEC (ECOXEC).
— OLTILO PWTELVEC TIEPLOXEC AVTLITPOOWTIEVOUV LY NAOTEPEC TTEPLOXEC (e€OXEC).
e AUTEC oL TANpodopiec UPouc XPNOLUOTIOLOUVTAL VIO TNV TPOTIOTIOLNCN TOU TPOTIOU ME
ToV o1toio T0 pwc aAAnAemidpa pe tnv emidavela, aAlalovrac ta kabeta dltavuouata
NG €TMLPAVELOC KOTA TOUC UTTOAOYLOMOUC oKlaonc.




Xaptoypadpnon Kabetotntag

e 2TN xaptoypadnon avopolopopdiag BPLOKOVHE TO KABETO
dlavuopa Ao TO ArtoBNKEVPEVO LYOUETPO

* H xaptoypaonon kaBetotntag (hormal mapping) arnoBnkevel
artevBelag to kabeto dtavuopa o pia vdn




Xaptoypadpnon Kabetotntag

e XpnolgoToleil evav eyxpwpo xaptn ugnc (ovxva oe popdrn RGB) yia va
KWOLKOTIONOEL KAVOVLIKA dlavuopata emidpavelag yla Kabe onueio tng emidpavelac.

» Kdabe pixel otov KAvoVIKO XAPTN QVILITPOCWTIEVEL TNV KAteLOLvoN TTou BAETIEL N eTiLPAVELQ OE
QUTO TO onueEio.

e Ta kavovika dlavuopata xpnolgottolouvtal artevbelag oToug UTTIOAOYLIOHOUG
oKlaong, ETIUTPETIOVTAC TILO AsTITOPEPN €PE dWTIOHOUV.

NORMALvs BUMP




MNapadeypa




AAAEZ PO'EZ AITOAOZHZ T'PA®IKQN



NNpooeyyioeic ATTodoong I pa@ikwyv

IRayaliracing yé Rasterization:
UnpackinglComputer Graphics Rendering

H atrédoon ypa@Iikwy
XPNOIYOTTIOIEI YEVIKA Widl
atro TIG OUO
TTPOOEYYIOEIC

() « Rasterization
\ )  Ray tracing (to Lumen

oT1o UES trdel rpog Ta
ekei — 10 HW €TTiong
TTAEI TTPOC TA EKEI O€
ouvouaouo e FSR 4
kKal DLSS 4)

§ * GAAeG HEBODOI OTTWG N
radiosity aAAa yia

offline amédoon

VPOPIKWYV




Paotepomnoinon evavtt Ray Tracing

Bpoyoc Paoteponoinonc Bpoyxoc Ray Tracing

Mot KABE aVTLKELMEVO Mo kKA Be pixel

Mot KABe «KovTvO» pixel Mot KABE «KOVTIVO» QVTLKELMEVO




Rasterization évavti Ray Tracing

YTrepatrAouoTEUOVTAG:

* 270 Rasterization, Ta yeWUETPIKA
QVTIKEINEVA TTPORAAAOVTAI O€ £va
ETTITTEQO KAl YiVETAI O UTTOAOYIOUOG
TWV OTOIXEIWV TTOU YEMICOUV.

270 Ray tracing, JOVTEAOTTOIOUE TN
(PUOIKI METAPOPA TOU PWTOG
OTEAVOVTOC Mia akTiva HEOW KAOE
EIKOVOOTOIXEIOU O€ £va ETTITTEDO
EIKOVOC Kal BAETTOVTOC TI XTUTTA N
QKTIVO OTN OKNVI

3

/ 8 Light Source

View Ray / .

/x Scene Object



Ray Tracing...

Apou 10 Ray tracing @aiverail va gival o KovTa aTn

TTPAYMATIKOTNTA YIATI OEV XPNOIMOTTOIEITAI EUPEWC

QKOMQ;

« EUKOAO yIa pia aTtrAfn oknvn JE aTTAO QWTIONO

 ETTi TNG apxN¢S UTTOPEI va dnNUIoupynoel KABoAIKA
EPE PWTIOUOU OTTWC OKIEC KOI TTOANATTAEC
avakAGoEeIC aAAG giva |aiTepa yia TTaryvidla

OXI A (av €xete 1o0xupr) kal ouyxpovn GPU)




	Slide 1: Το Σύστημα Απόδοσης Γραφικών
	Slide 2: Πριν ξεκινήσουμε: Voxel Game Engines
	Slide 3: Η Ροή Εργασίας για Απόδοση Γραφικών
	Slide 4: Πριν το Στάδιο της Εφαρμογής
	Slide 5: Εργαλεία – ACP (Asset Conditioning Pipeline)
	Slide 6: Στάδιο Εφαρμογής
	Slide 7: Στάδιο Γεωμετρίας
	Slide 8: Το Στάδιο του Rasterizer
	Slide 9: Απόδοση 3d Σκηνής
	Slide 10: Το Στάδιο της εφαρμογήσ 
	Slide 11: Αντικείμενα και Πολυγωνικά Πλέγματα
	Slide 12: Πολυγωνικά Πλέγματα
	Slide 13: Τριγωνοποίηση Πολυγώνων
	Slide 14: Τριγωνικά Πλέγματα
	Slide 15: Παράδειγμα: Πεδία Ύψους
	Slide 16: open paren u ,v , close paren -συντεταγμένες για Χαρτογράφηση
	Slide 17: Θέματα που Αφορούν τα Πλέγματα
	Slide 18: Πλέγματα Επιφανειών
	Slide 19: Γράφημα Σκηνής
	Slide 20: Χωρικές Δομές Δεδομένων
	Slide 21: Γιατί;
	Slide 22: Ιεραρχία Οριοθετημένου Όγκου Bounding Volume Hierarchy – BVH
	Slide 23: BSP Δένδρα (Binary Space Partitioning Trees)
	Slide 24: Γράφημα Σκηνής
	Slide 25: Γράφημα Σκηνής
	Slide 26: Αποκοπή Γεωμετρικών Αντικειμένων
	Slide 27: Τύποι Τεχνικών Αποκοπής (culling techniques)
	Slide 28
	Slide 29
	Slide 30
	Slide 31
	Slide 32
	Slide 33: Διαμερισμός Όγκων – Πύλες
	Slide 34: Διαμερισμός Όγκων – Πύλες
	Slide 35: Διαμερισμός Όγκων – Πύλες
	Slide 36: Διαμερισμός Όγκων – Πύλες
	Slide 37: Διαμερισμός Όγκων – Πύλες
	Slide 38: Διαμερισμός Όγκων – Πύλες
	Slide 39: Διαμερισμός Όγκων – Πύλες
	Slide 40: Διαμερισμός Όγκων – Πύλες
	Slide 41
	Slide 42
	Slide 58: Το Στάδιο της Γεωμετρίας
	Slide 59: Στη GPU
	Slide 60: Το Στάδιο της Γεωμετρίας σε Λεπτομέρεια
	Slide 61: Φωτισμός
	Slide 62: Γεωμετρία: Όλη η Ακολουθία
	Slide 63: Απόδοση σε Διαφορετικά Επίπεδα Λεπτομέρειες
	Slide 64
	Slide 65
	Slide 66
	Slide 67: LoD Απόδοση για Απομακρυσμένα Αντικείμενα
	Slide 68: Unity
	Slide 69: Unreal Engine 5
	Slide 70: Σύγκριση: LoD0 έναντι LoD5 σε Unreal
	Slide 71: Πώς γίνεται το LoD αυτόματα;   Αυξητική Απλοποίηση: Συστολή Ακμών
	Slide 72: Άλλο Παράδειγμα
	Slide 73: Συνεχές LoD με Ιεραρχίες Κορυφών
	Slide 74: Στην πράξη το LoD είναι αρκετά πιο περίπλοκο
	Slide 75: Χρησιμοποιείται σε Παιχνίδια
	Slide 76: Spore (2008)
	Slide 77: Φωτισμός
	Slide 78: Υπολογισμός Φωτισμού
	Slide 79: Σκέδαση Φωτός
	Slide 80: Η Εξίσωση Απόδοσης  (Rendering Equation)
	Slide 81: Καθολικές Επιδράσεις
	Slide 82: Τοπικός και Καθολικός Φωτισμός
	Slide 83: Αλληλοεπίδραση Φωτός και Υλικού
	Slide 84: Πηγές Φωτός
	Slide 85: Απλές Πηγές Φωτός
	Slide 86: Τύποι Επιφανειών
	Slide 87: Μοντέλο του Phong
	Slide 88: Φως Περιβάλλοντος (φόντου) (Ambient Light)
	Slide 89: Διάχυτο Φως (Diffuse Light)
	Slide 90: Η Συνιστώσα Διάχυσης
	Slide 91: Κατοπτρικό Φως (Specular Light)
	Slide 92: Συντελεστής Λάμψης cap iota sub s equals k sub s dot cap L sub s dot cosine to the a. of script phi 
	Slide 93: Όλα Μαζί: Το Μοντέλο Phong
	Slide 104: Προσθήκες
	Slide 105: Σκίαση – Βασικά Στοιχεία
	Slide 106: Φωτισμός και Σκίαση (Όχι σκιές )  (Lighting and Shading)
	Slide 107: Μοντέλα Σκίασης για Πολύγωνα
	Slide 108: Επίπεδη Σκίαση
	Slide 112: Λεία Σκίαση
	Slide 113: Gouraud Σκίαση: LERP σε Τρίγωνο
	Slide 114: Σύγκριση
	Slide 115: Phong Σκίαση
	Slide 118
	Slide 119: Προγραμματιζόμενοι Shaders
	Slide 120: Προγραμματιζόμενοι Shaders
	Slide 146: Το Στάδιο της Ραστεροποίησης
	Slide 147: Ραστεροποίηση
	Slide 148: RASTERIZER: Σάρωση και Μετατροπή
	Slide 149: Rasterization
	Slide 150: Ροή Εργασίας για 3d Γραφικά
	Slide 151: Rasterization
	Slide 152: Buffering
	Slide 153: Frame Buffer
	Slide 154: Απόκρυψη (Occlusion) – Depth Buffer
	Slide 155: ΧΑρτογράφηση
	Slide 156: Τα Όρια της Γεωμετρικής Μοντελοποίησης
	Slide 157: Μοντελοποιώντας Πορτοκάλια
	Slide 158: Διάφοροι Τύποι Χαρτογράφησης
	Slide 159: Παράδειγμα
	Slide 160: Πότε γίνεται η Χαρτογράφηση;
	Slide 161: Χώρος Εικόνας Υφής
	Slide 162: Πόσο Απλό είναι;
	Slide 174: Συντεταγμένες Υφής
	Slide 175: Mipmapping: Μία Τεχνική για «LOD» σε Υφές
	Slide 176: Mipmapping: Κάποια χαρακτηριστικά 
	Slide 177: Χαρτογράφηση Περιβάλλοντος
	Slide 178: Ανάκλαση του Περιβάλλοντος
	Slide 179: Δημιουργώντας ένα Χάρτη Κύβου
	Slide 180: Εικόνα Κύβου – Σφαίρας
	Slide 181: Χαρτογράφηση σε Κύβο
	Slide 182: Σφαιρική Χαρτογράφηση
	Slide 183: Προβλήματα & Λύσεις
	Slide 184: Χαρτογράφηση Ανομοιομορφιών
	Slide 186: Χαρτογράφηση Ανομοιομορφιών
	Slide 187: Χαρτογράφηση Καθετότητας
	Slide 188: Χαρτογράφηση Καθετότητας
	Slide 189: Παράδειγμα
	Slide 197: Άλλες Ροές Απόδοσης Γραφικών
	Slide 198: Προσεγγίσεις Απόδοσης Γραφικών
	Slide 199: Ραστεροποίηση έναντι Ray Tracing
	Slide 200: Rasterization έναντι Ray Tracing
	Slide 201: Ray Tracing…

