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Otras Primitivas

Caracteres

Transformaciones
Giro
Escalado

Distorsion

Atributos de las primitivas

Tipo de linea

Color
Etc.
Llenado de areas = N —
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Recorte de lineas
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Bufer de pantalla

Window
Buffers

Quad-buffered stereo,
12-bit RGBA, 23-bit length

f
F'cp'. puﬂe 4-sample anti-aliasing,

Jﬂgf 10-bit RGB
pt
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Texturas

Mejoran la apariencia de una imagen sintética:
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Texturas

Filtrado de texturas

/ portion of a texel

texel
ﬂ N . pixel l—b

Texture Polygon Texture Polygon

Magnification Minification

Mipmapping

Original Texture

Prefiltered Images
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Repeticion y “Clamp” (pinza)
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Pipeline

Ds

Transformation.

q The world coordinate polygon

is tranformed, clipped,
lighted, depth-cued, etc.

A B Back-facing polygons are
removed.
Dg Ag
Polygon Decomposition.
The screen coodinate
' polygon is decomposed into
triangles.
B
. Ag

Edge Slope Calculation.
Slopes are computed for
q each edge of cach triangle.
Bg If shading is desired, color
slopes are computed as well.

Cs
]
.?. Span Decomposition.

*— The edges of each triangle are

*—e |
Bl iterated to produce a set of
. - point-sampled spans. When
z-buffering is selected,

a z-buffer pattern mask is
Compute

ZPATTERN = 110100010

computed for each span.
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Pipeline
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Onyx2 Infinite Reality

XTALK

Geometry Engine
/ Raster Manager
P /Display Generator

\‘\;1 Video

Output

2.62 millones de pixels

Mapas de entorno

Texturas volumeétricas

Antialiasing

Luces locales (hasta 8)

Sombras utilizando mapas de profundidad

Texturas proyectadas (diapositivas) - Video como
textura
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nvidia GeForce2 GTS

* 1.6 Gtexels por segundo
* Geometria: 25 Millones pol./segundo

* Pixel shading

|

* Antialiasing por Hardware
* Transferencia de texturas y geometria por AGP

* Compresion de texturas.

Chipset

* Bufer de pantalla: 32 Mb, 32 bits color + 32 Z Bufer
* Optimizado para OpenGL y DirectX
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