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Real-time rendering pipelines

Jtb.

— Introduction to OpenGL 1.5 and OpenGL ES

— Introduction to DirectX 9.0

— Reviews on programmable shaders

Programming on ARM-based processors

Lt.

- Implementation of fixed—point operations

— Other optimization techniques

Implementation of rasterizers

Ct.

— Triangle rasterization and fill convention

- Implementing Gouraud shading

- Basic sampling theory

— Extension to Gouraud-shaded texturing

— Texture filtering

- Z-buffered rasterizers



— Perspective—correct texturing and 1/z—-buffering
— Optimization technigues for mobile devices

ct. Spatial partitioning and collision detection techniques
- Binary space partition
- Potentially visible sets
- Portals
- Bounding hierarchical volumes and octrees
— Occlusion culling
- 3D culling detection
- Optimization techniques for mobile devices

Ot. Advanced shading technigues
- Texture—based shading for real-time applications
- Shading technigues for programmable shaders
- Design a set of shading features for mobile devices
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- A. LaMothe, Tricks of the 3D Game Programming Gurus: Advanced 3D Grap
hics and Rasterization, SAMS, 2003. (=1 H)

T. Akenine—Moeller and E. Haines, Aeal/-Time Rendering, AK Peters, 2n
d Ed., 2002. (ZZ)
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