WFEREWRTIEAM - HFRET

VR/AR ;R:ENXikiz =151t

$ 5 5 LRERSAHRERA

RRNR . RINFRIREFEEFR « REESERIARE

Fit: N
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TESFE

* 5.1 ERELEM

* 5.2 SKENERMLRE

5.3 BT NeRF RUHEZEFRELA
5.4 SRS 2 /A

5.5 #%opif AR/VR {RIHFEER
5.6 B

5.7 ElfrttRE X NEE

5.8 LERERFIRE D

5.9 BISRWSHIAR

5.10 BRFBASXWEIMENXR
5.10 VR/AR BERFH BN EE

5.11 JEZRMREM R E R

5.12 VR JBZHVRFTRPE AR

5.13 JEZR5| ERYIRIF R
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FIEW

- EEARIZOEIRS A

- B 5.1 BEREAEMBZOBEESEE

« B4 5.2 EINERMURBIIZOEEZ S5

- B2 5.3 EF NeRF U ERERARNZOVER S H7%
° BEBE G XIRKEFRREH DT AENIRNN AR
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01

His



iR

-+ L iRid: EEMME. H&iElR. BRERFERELANWERFRIE, THLOD . BEHEZIFRFMILRE,
2. IBfF: IEAE NeRF M ERRAN TIRREREEX iz PRI FAE .

© 3. NA: BEBANTE VR/AR XK SIER G ERVERI AR L H G E LI RES,

* 4. 3. DIRTEBhEE AR/VR {RINFEE RAVARIK LA AR RER 1R

° 5. T THMEERERES MERZ (BRI E B P AR BIR M,

© 6. IS IIT—TERXKETIRIVEERLEG .

« SAFEA: Unity3D 51Z7ER XA VR ERFBVERLE

© EEMESHERITAERXEEZRED VR ERAZN, EXNNZORSMRARIREMTERERAZGZRSEEFAEZEZERIFE (8] .

5/96



iR

- fif{i13KA Unity3D 5|ZRA¥ 5, BRAZTHER. JLARK. LOD 54k, Light Probes JERLFXRERNK,
R 5 mn PRV B IR FSRIL T R =AURER

o X—XHIEHR T EERBEATNEANRIZS
seM &2 0m A PSRN E .

BERERRARETZRIVEN, MERME

)<I]LIJ
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5.1 EFRELEM



5.1.1 FHbLER

- Joiitk (Rasterization) RHAIKENERMIERIAN, HiZOER =4/ AIEIRZIRAN _HEREMEY . Joilt
ERELEREMRNE (58 H) « Boxic. e, REEENEESHEM K.

« FCHMERIABET IHRENES, EBELNFA TAEERGR, E VR/AR NARNBEEERS F.
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5.1.2 J£%iEER

° Jt#%iEER (Ray Tracing ) BIBRERMALEGRTNERREZRTEGRAE, EBEAYIEERIRS. T
SMPARR. SIHEMLARLL, HEEBERENMRREER, BHREEHKREZ,

- IEFEK, NVIDIARTX &% GPU BYBEFICEOBER IR BE ST SC B BRI N AT RE, NUR VX IR =AM B GafR
RFFTEE T g iz,
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5.1.3 HBFIEER

- B12i1EER (Path Tracing) RNLEERNT B, B3I RAERDIENER/ICRMR, EBEMRARERERN
ERER, REERTERTELER (MBEFN) , ERNNARNRRETITESERE.

- 78T, BEE Al FIERARNHD, KRIFZEBEREZRTS AL,
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5.2 LRNERM KR



5.2.1 LOD (Level of Detail ) AR

° LOD HARIEMIFE S RGN B oS AR EIEERRA M A — TR A SEERE, miERfEAEL
RE, X—RAEXUETAYRERPEXRETE,

BB ERXE VR ERFEIRAT LOD DA (8] -
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5.2.2 EEFIFRS M HRIR

- BEHFIBR (Occlusion Culling) BRI EMYAFEIZAVERNR, MR ( Frustum Culling ) BEIEEGA
MEFIMTERIT Ro

© XM ARBEEBKIEA D FELIERLAISIEE, RAERMERE, ALERBEFERDRTP, EEZIFRRIER
LAEZE,

13/96



5.2.3 Ll ESR

« KHIEEZR (Instanced Rendering) AIFA—REHIEAREBERS M MERRLAE, ERFIRHIEES. EE.
ERFEEMTRIHEER,

14 /96



- ORI BEESOEESE (A0 ASTC. ETC2#830) « SGERIVINE (RFMBARDHRNSEE) . S0EEE
R Z i NSEEEHN—KKREIE) Fko

15/96
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5.3 EF NeRF B A



5.3.1 NeRF |RIE

- 2585917 (Neural Radiance Fields, NeRF ) @I ZEREIN, (MLP) [ENFRRIGRIN=4EFMFIN,

« {E—NTEMUEMUETS M, NeRF MEHEZRREBHMARE, BIFERLIEEHNERNANE R,
Li FFE&HRY RT-NeRF BB 7 EZ g & LRI SCAT BT 2emy Al ek [1] o

17/96



5.3.2 NeRF E XK I =

* NeRF EXETHRFHHRRIN AT R . LTSRS + SEERYRTAS IV, NeRF BETS BTt 2 1%ERT
MR (A03E8. SELh) « BRI (ATTEY. BY) MATEERRRE (WX, EE)

° b5, NeRF BVRRARTRAZIFZNMWRER, TEFHIELOD

18/96



5.3.3 NeRF By a1 IR

* NeRF HEARNEIRINZIENK. FEFIRAKR. ohiSHRZFHERSFNE. EXIRSEIINAR, NeRF RYHIERE
EXEMRIN— AT AZE NeRF F7ETEXE VR FRFEHY 90fps MlFTER,

* RT-NeRF FHA 5 [EfE I AR 2 [ 4a A BE (A INER SR R RX — Rl [1] o

19/96
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5.4 XEREINS 2 /IR



5.4.1 2/cIEEE

- £/ (Global lllumination, Gl ) &ML IEIFEFIZ RS, SIFEECBMEIECE, BiELERE
MICREIZFNIAREIN L ;

© BEABEET —RUEZRREEEIARERI . £RICREBEMERLRIPR. BXEEMIFRICNER,

21/96



5.4.2 3EBY Gl FEAR

 SCBY Gl I AR BIEEERIRSL (Light Probes) . RE¥#R3k (Reflection Probes) . RR=IEI2[HILE
(SSGI) MEFEERN Gl F,

- [BEIYEAKTHREARXAE VR ERFPFEAB Light Probes st@— BT Gl £ [8] o

22 /96



5.4.3 HIE5HR

- WTFESHR, MIETCR (Baked Lighting) BESMANERE —RCRITEERMITEHFEECRIEE S,
BT RFEXEIF, XUEFGRF, ZRNMTZEEIFHSH, EEEGHEIH.

23/96
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5.5 #znhim AR/VR {RIHFEES



5.5.1 BahimERBIPEAK

- %ohim AR/VR EIEITREENAR. BN E. BMEMBREFNRL. Ryu FFEBRLNRIFEHZELR
SRR T E % ohigE L SCIENEY 3D BARFSEENEZAY AT AR [2] o

25/96



5.5.2 (RINFEERRE

- BERRINFEERRIEEIE:. BLERRE (ERABMRTANGEKERESE) « BIUERDHER (& foveated
rendering RARRES PR EIREIMNRKXE)  EAMBEREAEEERS.

26 /96



5.5.3 mE#

* DERFHEEBRENERESHHEIZIRRS2E, RKERERABIANA I EREIBRIILE. 56 MR
FERYFEERIERAATEEN VR BYRIIT AR, (ENSREMEMIEETZ k5.

« Tian M Zhao E=ITERREIEMRPITIE T =B XN R BRI EM IR [5] o

27/96
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5.6 E{H9



5.6 EfIDth

* Zfl—: Unity3D £ X VR ERFBYERLEK

* [ESEMKTSHET Unity3D SIZRARERXE VR ERRS (8] , ZKEIEAZTHER. JLAIIK. LOD 74, Light Probes JERRERLFRA,
© BR T REERMARBELE~)RPRARSREN A,

* Eff1—: RT-NeRF % nhinSEAYHHLZEH

* Li FFERI RT-NeRF #3 [1] B/R T £155) AR/VR i& & L LML HEZBMITERIKRARE, AEREXEFIRIEMIRERRHR T HS

- ZH=: RIEHZET RS

* Ryu FFERENRINFEHZEL RS 2] BI D ERMETEMETEFRA, EB6hgE LRI T HIR 3D BRMNLEESR, NTE5 AR RN AR M
TR REIRASZE,

- Bt SRS

i

29/96



5.6 EfIDth

© BRBRAWE W ERE

- TEEZRS|EHM GPU AT, b3k (W0 Unity Technologies, Epic Games, NVIDIA, AMD ) & F£Ik4ASCHI(L,

- FEZEBEMERSIZEN GPU SHRFEMERAEE, BENAEENCE (NXAEFZRIVERRL) BEEEFNS,
- ISR SRR

© AITES

- AJfUER (Differentiable Rendering ) EEZRIIEAINT, AIMUSREFININGTEEN . X—RATEZEER (MBGREMBRMIRSR)
M A AT ERSEEEEXRE .

* Al 5EBnER

© AIBEIZEAR (40 NVIDIADLSS ) ELReBERIFMREMEN R RIBRAERMER, KK, Al FJReESCEERK. JiRGt. BRERFERIIT
AIEBRIERA,
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5.7 EIFRLEIR SR EE



B lkig&

- IERS|ZEHIHE Unity Technologies (Unity3D) #1 Epic Games (Unreal Engine) %,
* Unity3D ZE#ohinflEEF & VR/AR A HIBLE ML, H C# REIESMEENZFEREFEERAISIRN B & E I,

* Unreal Engine 5 B9 Nanite BA/LEMAR AN Lumen 2B B AKTEANRMEFEWNIL THIME, FilEEaaREXWER
7 =HE S,

- HEMELREBEFERSIZE, W Cocos 5% LayaAir 5|, BERARAENESFEESENEERE,

« EXIRNMAR, ERSIBIEEFFEZERBIRTS (PC/#Boh/IRIZVR)  HBAKEER. MEMBRERMALKEEEFZTEH

Tk

32/96



5.7.2 GPU EHHNRZFEE

. GPU 2TBSERMOEM. NVIDIA 725k VR BV ST SHf, H RTX R GPU BB BN
A DLSS Al BTN RE VR BB T BAZIS,

- AMD TEEZ 2Rk GPU iz E—E R &N, 1B1E VR Tl {g{h&EF NVIDIA

- ¥%ohim GPU A, =18 Snapdragon RFIFEIRIL VR REAJZEH, H Adreno GPU %5 VR ERIEM T
BEHE .

33/96



5.7.3 FRERER

© FERBRAEAH LB VR/AR SRR T ERA S,

* Blender BY EEVEE SCR)EZ45|2E. Godot 5IZERNEREL. UK Three.js B9 WebGL /EZ, #ARIFEEIREH
SR H iR 7 eI TRY R AR IR R,

* 1572 WebXR HARRARE, ESET X280 VR/AR (KIS IPIEE, AKBRET AP RIBEH 1k,

34 /96
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5.8 LEREHIRE DR



5.8 LERFRGREDH

« Effl—: Unity3D 7£%&Xfi7 VR ERPEVERMILIFHE
* BRI HRIARKE VR ERIIE [8] E—MNERMUBRARGN ARVHEEZG], BBRZORANRREE:

- BIRRES: REERNNEEMMURER, FEREDN=ZTRELR—ZOER (WirSHEET. B RASKEFIER, XEER (W&
BRE) RATFRERE, ZRERARXAEFERE,

- LOD R4 SHEEFHIIE3-4 1 LOD &3l. LODO (FHEE, <10:XfER) S8TBRERNMAT; LODL (FFEE, 10-30:KER) REEXER
BRI SR AT

- LOD2 ({45, 30-100:KfEF) XIREAEHES; LOD3 (HkiE, >100:KfEM) NERFR,

- JEERIRER: KA MUE + KB "BEAR. BSICR (MIARFESBIEICIR) HUSRICRMES, mSICR QNGB KT%) ERAERE. Light
Probes AapS¥IE (WUHENE) REEHREICRIIM,

- MEfLL: ERBRMACNEERSS, ROSEERERE, WEEHMHME (EE. RRA) £RSCEESREH, XERME (WEFEK) F/H
alpha cutout &1t alpha blend

« &= RT-NeRF BB ahinSLAHEERATATR

36/96



5.8 LERFRGREDH

- Li FFEM RT-NeRF iR [5] KR T ML ERERE VR HAYRIAIRZR. RT-NeRF B ARQIFTEIE: DR ETENEE
(SHSP) NNiRRLEZWERIHEIRRE;

o« REEREHRAR NeRF IRELX/NMENE MB [£482)2+ MB ; BEARAIRVHEIREE R GPU RERER.
« XERAREEZE) VR KE ELETESR NeRF sl N AEE, ABMEX W RABTRERITEE T #EKZ.
- BH=: RIFEHEET ARV

© Ryu FFERENVRINFEREZEIL RS 2] NEEHEERR T ZE) AR/VR BUERIIFERE,. ZAFNIZOLIFE—THERMHE
IR INERES, BESSTEARIRINFE T 5ehk 3D BRI SERTIE R,

» BAX—FEADATRIRENE, BENRERRIEE) VR/AR ISERIEEREM T ARHEERCH, MRAS ERREMIRER
MERER e BYIR) L,

37/96
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5.9 g Xt Saraiiy



5.9.1 AIERSERERE

- AIffiEZ ( Differentiable Rendering ) {#/EZIERIfA, HTUSREZEIIGTEERK.

c X—RAEXUEFHFUFREBNA—BIREER, AJUMNDERERA PR IEI = ERE,
MBRZHMAIRF . XABBERXUETHHFERRMH T 2R AREBRZ,

39/96



5.9.2 Al B9 IR ES

o Al BOHERFEAR (W0 NVIDIADLSS) B REFIMNBDHRERERERSHEXRER, EFREFUEHREN
[E]BY KiEte FHE Ze i =

« £ VR XJiRiH=H, DLSS HERARILUESE) VR LE LIz PC 2 VR I i dalk, EE4/ 1\ &higS PC
ImZ B ERREEEE,

40/ 96



5.9.3 RGBT SHES M

* HHETRRATFTEAL MBS HRIRIREIABRIIARG, WIAAR VR/AR ERBIZIRES. HHEREXNK
B RRRERENE —Z N EE A UENMRERENER—EMNXY, TEZBEMEILE,

« AT, APERRTERIRTEEIOER, EFlUHElaERBE K.

41/96



5.9.4 BERREIF(GHInE

© TURAXIRPRAVERRETHEFZZZ L INENIETRMER.

c THMLEENERE: JURE (RESTYNRE) « s0ERE (DX, 8RR, TEEE) ( HEBRELR
(FEsZ. W&, [BIIEEEVERME) « TohRmE (=

- MESEREN) MERE—HE MRSHMEREN—FEE) -
- MEMRITHMEARRBEITEAFIEB ZEHITENLLR, @#fTRERH,

42 /96
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5.10 ERRASXHUEEENXR



5.10.1 ARELRESXHEELE

s CERGEIEXRR " ARERE " SXUEFH " XAESER " ST ARENTR. U ESESEEEREREN
i b SRV EIRSRAIEMZEE, BRRABEBNIET.

« XUELREEHF 2NN XUEFXUEXRIEBLEE, EXKEEET. SARELERFTEXLE
ME——TASEREAIRIEIRE VR AL, tE— TR EMESXERR AR SR BEER,

44 /96



5.10.2 ERMKABEIERE

o XHUEFHERNMIEFEE— I XUMEZREK, EXLXHE (Photorealistic) IEXMIRE LNEERBE, &5
EERREN ISR,

- MAgEZ: (Stylized Rendering ) RAZARKBMIEXE (FIKEX. SHENX) , EERAXKERMIEY

ERSHYR.
 CEZRNASENERN SR BIRIEE), MIFRKAREIIRAE— "EMZEBEMMZER " A2 1EMHINIZITR

g

45 /96



5.10.3 (R EFRFRIERCIE

. EFEHENEINEER, EARAREE—MOERE: HTERSFRRENSS, NYRTESER;
ST RSB " SIEMHTE " 55, MUENN LERRS, BE5EREIENEREE

© X IRSSER " NIEEENEITANBEERMEME, BEABXXIRERZEE.

46 /96
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5.10 VR/AR E#HaFEIR



5.10.1 BEF RSB ERE

* VR/AR ERFHEXEER— N ERBAEEXEENNH, FRANETRZE (VRXER OLED . ARIR:R
A E R, %ohig®ERY LCD/OLED ) EBARNER TR 1M EIZEEE.,

- MFERIRFAHTEEEE, A—IREFTEISKELNEBERNAEERES,

- BEEENZOREETRINER — MERZTEINEEEFR (Linear Color Space ) FHERIKFERE =TI
BRI,

7 Unity3D H7, ERLIEERELES S ENBEZ BRI URREXESEIRE LH—EE

48 /96



5.10.2 X{iEFHBEER

XYWRIRBEARSIFEEAR (WEe. TR) , ENER

© XUEFHEFIERZE— MM ARAIE
FEREZSLHRMNUFDFHRIEEX

© XMEFHEIBARE SN SEERPEREN—/FIM, NEEEENERXERTRESR, WREFENE

FAERAXMBUFBRAER, EMREBXD " BEAIERNEX "M " #IENEX "

49 /96



SSEEIRR (HDRI)

- BUSERENGRARES e BRI EBERGREEN=RETEE,

c EXHEFIZHREIERF, HDRIFRARUEATF: HEXHR (EEIIIZIA1RE HDORI £ BENIFR R
aR) « JCERIRIA (£ HDRI REZIRINAE AT B AR [FARISCHR) |

« LkmMERoE (£ HDRI 2ZBEREERM BB RSEIE) -

50/96
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5.11 BRI ILRE RS



5.11.1 GPU t4gEZIHR

- JERMREMUHIE—TZ GPU EBERIT——IRRERE LRVRINFTE,

- GPU MaEZI#rTE (% RenderDoc. Unity Frame Debugger. Unreal Insights ) BILIERREIESR pass
fOFERY. Draw Call k&=,

 Overdraw Lt xEEET.
- HFEIRER, AAEFTLE XM IHRIIF T,

52 /96



5.11.2 #RES5SH

- #ta3E (Batching) 2 Draw Call RERIZIO RS, FHFSHLIEFABIHIMBEHA—TANIE; o1&
AL IERS/ NEE AR T TSRS S5 7F

* GPU Instancing X+BREIFIMAE A BIH I TEFIHIESR. EXHE~7EF, HAETUEERH 4
mINENE B RE R & H 211 Draw Call .

53/96



5.11.3 s

- 5838 (Shader) BERELAIAIHmENTD, HEFEHETMW GPU itEHEH,

- ERBMNUREEE. BUBFEE (AEMRHEEERRE) « BOSEERFRER. £H8 0D &6 (T
WYREREERES) « URBRDZIER (GPU BIHITRMMN O L IEMER) -

54 /96



5.11.4 RTERK

* VR/AR L RRIRFIESBIR (%5h VR BERE 2-4GB olARTF) , AEMUSERMUEZFEE,

- AFREETE: 808E48 (ASTC/ETC2 A8IURILURSEENEFSRARL 75%) « MkESE (ERELR
15) |

- BFRIUINE (RFJMBMIF—REMH2ERIR) MRt (ERMIFESR / QIENR) -

55/96
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5.12 VR jEZBV457Hk %



5.12.1 II{F;EH

- VR ZEZRERERERTMMANER, BERAFHINEBEERNFKE,

o UERMAKIEIE: PBEIMMESR (Single-Pass Stereo Rendering , —»X Draw Call FEBHEZRNARL
f3)  EMSEZR (Foveated Rendering,

c PILXIEEDPHRESR, FAAKIERDIHERER) MZHPHRESR (Multi-Resolution Rendering , FEEF
XEDEEEZERE) -

57/96



5.12.2 fnBXFER

* VR AR ERXEZEMERARE. ERISMIEEIA—5]E,

c CERAEEMNIMIZSHRBEIE. HRFIRTEM 90fps+ R, JRI/MNBEEHEIEFIEIR (<20ms) « BEFRINER / IR
ENEE) (CRABRB I EE%nn)

- IREARESZER (MEAFPRNSRUEIASIRESR) -

58 /96



5.12.3 VR §FiEEELR

* VR (F3AEFEE R LUBIIELRITR AR HITH G, VR EFEENREERAREE: GoRE (Frlk / #5h
Bnf [ £ohizsh) « BEIEE. MEE. AFEEREEMXEERE,

- BFIMRER, AREBIUARASEERNRFRENEREERED,

59 /96
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5.13 B35 | ErEF RS



5.13.1 Unity3D vs Unreal Engin

 Unity3D # Unreal Engine & VR/AR FF&BIEREIZE, MEBGFRELE: Unity3D £/ C# wiziES, F3J#
KIRE, BIEaXiHy (ZF#Bohm. PC. VREKES) ,

- BFREFE, EEaH/NESGRINE ;

* Unreal Engine f£/ C++ # Blueprint RIfl{tZ4wiz, ERMEES (32 Unreal Engine 5 B9 Nanite
Lumen &%) , EEXNAEmRAERREHAEIE,

61/96



5.13.2 WebXR BYy3ER

© WebXR BAR YN KIBFIET VR/AR (430, TRV, WebXR Ktk RIRRAIGERI IE— P
QBTSSR A L,

© HEBERIEER R TN 5855 WebGL/WebGPU 8877, MIREmBiAIMRENA, WebXR EERERAINXIK
Rie (Ne=EPNFR. B2 AR SH) , FEEERE VR F%,

62 /96



5.13.3 BW5IENEE

« MR ARESGRINB AIREZ [RBHERS|IE, BHSIZENMABERREERIU. TRNEA. RARBEARE; %
BREARBEK. HIFHES. EERZ,

- BS|IZ@ERERRHREATR EHIVERE A, WHNVRERA) BERSIELERHER T Z 8.

63 /96
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5.14 25 VR BRI EE



5.14.1 #¥5h GPU AY4F1%E

- &) GPU (W1=3& Adreno. ARM Mali. Apple GPU) 5%@E GPU EZMFIeEe LEREEER. %5 GPU
NmREAR. Migith e (TDP) ZRTFEFREEN. EEIMTEENRME,

© HXET) GPU RUERMUFER X EFHRMM (R DSEERFNMEPIRE) MINFEES] (FFR GPU 5=
MEE) o

65/96



5.14.2 5 VR BREZXNW

- #Boh VRIERELNMILERIEEE: simERBRIERER (R HExREH) . TBDR (Tile-Based Deferred
Rendering ) ZRfafiit (FIB#oh GPU MU RIEZ4FE)

- ZMEEZR (Multi-View Rendering , —/REZRWRMIA) MohES RGN (RIBEAHDISIAZRER D

&) o

66 /96
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5.15 EFRARRIFIR T



5.15.1 E#EEH

* VR/AR BERZITERERTES, HEefEFRESZM, 5w VR LEMIHEL N 15-30W , PC 4k VR jEZAY GPU If
FERIX 300-450W » =IEZH RIVEGEROEEFEE IR,

« MIMRRIFREEAE, ERMUEATNEMRRERH, BErERRE —ESMEERTRE BRAVEEFETE /Y
fix e o

68 /96



5.15.2 F@ELER

- FEBERREESTETRFIITRENFENFEEERE: HBMFRFEE (ErPFESMRNZREEMR) | )
nHBEN (REHIREFENSHARERSN .

mi

8) o

69 /96
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5.16 EFRKR=BYEMITEE



- BRMEMNFEWET (DR MK, BEF) FTRTeMRAFNMRERIRE,

« EMIHEL AR FELSE (MOS, AZRIHMEEIVERRET D) « WRIBES R
(DSCQS , HERFHBEGIERER) MAMNILEE (LBERNMERAENRE) -

© EMIHEBETSIRIE F ISR TT /A R ARAVAL 52 RN & =0

=
il
il
st

71/96



5.16.2 X{LEHRE

c AXUETHRP, ERLENVTEEN S BREXWRERMERE — EREREE ERTE 7 BRI
IE? X—4HEFTEXNUETRNESS, BITRTHMLERGERNIXUREE,

72/96



19

5.17 BERPHINLTSLIE



5.17.1 XA SHAEEI

c XUEFHRPESREAETXURIEEXHIFS —NEREZR. \EFS. E€MUh. +FRF. XEF
SHERAMXEZMR LRVERE, ERBEEEXNUE Xo

- FlE0, HHBESFETERNSEBRRERILAMNMEERIEGR, FeERSIFRLGIE®E,

74 /96



5.17.2 X{tBRRATRIERLIE

« REXNWEFRNEABES XU E—IUNREEY. REFY@m. SFaiUtF,

- ERXEATHFERIZE: BRIERBENEMAIESERNENAR. RESESHXKERRA. 4FH
P Bhd BURA S RYIED,

75/96



5.17.3 BERNESXH S {71

« ERNBAF AW MIER — KFBERGEAPEXAXUS 7, FHAXNBTEBEAXILE M, S5
TUERGARIMN P HLE XK E 17,

c EXWEFGRIVERT, RSN H—BRINE AT LUERX KRR E, EUEEEENBRUIES
HHEEEMERH

76 /96
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5.18 ERRANLEETE



5.18.1 L2/ ICHEIIE R

- FEEBHIERNREANEEZNMLL, KRL2F/EIR (Real-time Gl) EEMSIR PC MEEhimnE Ko
» Unity B9 Enlighten 1 Unreal B9 Lumen &4iE28eM57E PC inLM S FIERISERT Gl , BEhimAYSEEY Gl HEE

TEIREL o
© XY Gl NERREZRAXNE RV T bl — B SLRYER IR T A B R = BN R E MM Bay iR
,kJEAo

78 /96



5.18.2 IEFHER

- ERFIEZR (Procedural Rendering ) BEBEEEREFRRABMIFFLIHIE, EEAMRZSHIREEL

- AXWEFGRSR, BFERTUAT: BiEEamitEEm. ERNETEN. REMERNDESENF.
BFERSFITEIMIES A LITERERN R E Z BES T4,

79/96



21

5.19 ERM U SFIERERNTFE



5.19.1 [i= - MEREANENRER

« BRI RRIZVRRE S E - NG —EARNTEZRIRET, WAENERENEZIEREZBEF T,
X—EEREgG—NsiE, FERENBINEKBIHITRAR.

- RRAZREFE: BingEtee (RETHRLR) « FREE (VREZESMER, ARALIEK) . ABRR
(BSRATUE SIS,

- ISYRFEESZLNITR) MAFHE (BhEEAFNURREERES) -

81/96



© BENERRAREZTHIVERKN SR ERSH — MR TENBETERD AR BTy
{ABY LOD 255t R AKE R IEMR ; SIEREFTMET BRI ERRE,

- BENERMIR T EAEEAECE LA RE RIS R AVIRIL,
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© ERELRNERERIN B BB AR KRR,

* Unity3D IRt =MEREL: NEBEEREL (Built-inRP, REMRIFEINGRREM) . B
MVR) . ®HEREL (HDRP,

m
i

B4 (URP, MRESHRERTE, E5T55m

° %%%mﬁ}ﬁ%) Eé%—ﬁ#ﬁ PC IDTE) o

- WEFRARNET . BirFES (Znhimik URP , Sif PCi%E HDRP) « fiiMmRER (XUEFSRERERIE HDRP , —fixS %%k URP ) FIFIPAR:
ARBEST (URP %jﬂéﬁxéﬁ, HDRP EEBEZHAKN) -

© XEF R FIRICIERIESR

© MF I REFRISLBURIE A0 IE

© XALIEHY VR/AR BFUARNBRATIE, EEX Wiz IE.

© FRXUBFENE -2 APANMBRRKARFEEZER, BFUHLRLANEERIEX (Source Community ) BIXLERFIZFER [28] o
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- FIEEEHFAERS, "HXE5Hi&t" (Community-Based Participatory Design, CBPD ) A &iC3RIAMERIAMR. ABLIEEMALRIFHEY
ERELXEE,

« BERBEFURRNMRE XA,

o XM RN AL EE: MHEHUA AT KENRNRES QMRSERBTRENINZERNR) « MBRFHLEEMHRT VR B
HITEH@mEXRTHFE.

© DRI SR K ER#ITRIEIT S [29] 6

« ESMNERIER VRINEH, AAESERAXKERFZL T ATHEEZERST, M VR FERFIRHNSFEN. RETZATHN G RHTT
ZIMEE, WBARXUREAERENEENM [30].

- WFHENKERTS TR E
* VR/AR XIixAERIEF 5 ( Digital Preservation ) MR LG #FHFKHAR] BRI X FIFTI,
« SHSERUASIARRE, VRARAFEE=HRE., XEEE. YREANEREESZERIE,
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- HKEIREFEIGEARE MM AR (Technological Obsolescence ) RIMEHkEL [31] o

» EFRXUEFHFREFZEH KR ZTITEIEIRE: CIDOCCRM (EFFEMIENSBRSEIRE) BT XbE= A AR LR,
* Europeana Data Model (EDM) AFBENMHRFHEENRSKNER. UK PREMIS BFREFTAMNFIEENIER [32],

* 7£ VR/AR Xk BRIFEREF,

- BEERETIHIEZ L BRET AR (Interaction Metadata ) FM{AIREZES %L ( Experience Configuration Metadata) ,

« USEERERNENAENAERER,

© HFTE 5B TB ERF

« FZSE (Digital Twin ) FARTE IR = RIF AN A IETE MBESBIEE [ SR FRERE
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s XUEFHFEERISHE=SAE. ZERGNIMIRERRIEMNE, B LANENSRFRG, AT ERF ( Preventive
Conservation ) 12HEUEXRIE [33].

© SERENHRFUEEAR, BFEERIFESLZEIBYSERNERES —YIELARPRS T UL RRERFREF, BFEENIITERB AR
ESYIELFRRIPARR,

« HRUABEFFETER, HARENSET S REEERE. NOERSENUBERSEEARR 200 RPMENTR, KEREAXGENFLIF
IRRVIRSERE [34] -

- BFTEREEIARITON (FEA) BINEE T UK RIEN K EHAFERBKEARMm, FUNARRE 10-50 FHIXLEE, AFRIFIERERS
&HEo

* VR/AR A EX LR Bl A RIPEIRITHE R I — R oLET AR IRITEB A SRS SR ISNERE, B SXFRIPIRIFEIRE.
IR FURESE AR
© IR UEFREFHERIPEIR " ESME " (Livability ) BVZOSkE——IFRRES NETRIMEANESERSE, MIFHSIER [35] .

* VR/AR EANIERBESEARMB T HNHATIN: FRIZHN VR BAFARAICREZ ANTERERE (BENKRE. TENTSR) , %3
ERRLHESGUMEEEENER [36] ;
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* AR HBNE AR AR EF I E RSN SNMEREZMPBIRT, BRF I

« EREARIE VR 7 ARIPTIE S, HREARAT "EHER + EPEE " IRALR—BI ZBERIRERANERFHRAIMIERE
TEPHEFFE, AT VRIFRPERALEY,

- EARNEREBRRZEASENZEERE [37] .

* X—AEMUREFTIESENEMEE, BERTF FHTREFHEX—FAI2FHIER,

o XWEFHFURIRIR AR

* VR/AR SURABRIFNIRFARURIFR— 1N ZRRERRE,. F—RBREBXWERIRF EFIN — IR R = # TR F R EMFE?

- RIE CHRIFE) BXIE, EEXYFRIPRUNBFUREZTESWITEGER JHE, BFURRINBIIRERAUPIEEERNZRE [38] .

FZERHFURENTTEAMEN —EBEFXUEFRFERF LN VR/AR A= RB T ITEER, EEMNIBEERRAHRFT A RMESFIT
EW%%EHZ@%%%EB%
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ZEERHFEFREEN— VR/AR XA EE MR B IR T 18IS N8 R E PR AR A E R RS

EXEEHREISCAR 2003 F (RIFIMIBXIIRT QL) 2RFFRERFUARNERYEEREXER, EX—HEERNESEERNZEFRRT
bE%ﬁT [40] o

© TESEEEAR, I VR/AR SUIRDE T /B s B B ILBMIRVRIR = AERE, B FEAUE. PTERIERANE BN D B,

« HXS5MFUHIEERARI

- HXB5HEHFH (Community-Based Digitization ) SRZENXWE=HF U I P RHLXHEESSFRAEN.
X—HECREF " HXEEE" (Community Archaeology ) " &5NE¥IE" ( Participatory Museum ) IEig,

« BXUBEFNHFUM " ERESHIMNIRE " BT " HKESHAERE "[41] .

© EEHF, HEXE5ABFHESHEIXRBEIR. SXEXRFH (TEEKMNHFHNIEMME) . tXEDRIR FIHXERSE58FXE
MRBEEIE) .
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- MRATKIT HEXESAREAMERRERFUABTM2IAN) « HXEZRE (XN HFURRHITEZMENR) MHXMmIE EFL
FENZFR@SHXHER) [42],

- TR EMRHE VRIIBH, MERMAXARESS T MEAXEREMAREE VR AKI7RIITHNEERE, TER@RY 15% Rifa+ XA F1HEH
RIPEE [43] -

© BEH

* [1]LiC, Li S, ZhaoYY, et al. RT-NeRF: Real-time on-device neural radiance fields towards imme

* rsive AR/VR rendering[J]. arXiv preprint, 2025, arXiv:2212.01120.

* [2] Ryu J, Kwon H, Park W, et al. A low-power neural graphics system for instant 3D modeling an
* d real-time rendering on mobile AR/VR devices[C]. IEEE COOLCHIPS, 2024: 1-3.

* [3] Tovar E, Pacheco F. A survey of techniques and technologies for web-based real-time interac
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* tive rendering[J]. Computer Standards & Interfaces, 2001, 23(5): 353-363.

* [4] Levante R. Data management and virtual reality applications of BIM models[D]. Politecnico d

* i Milano, 2018.

 [5] Tian W, Zhao Y. Optimized cloud resource management and scheduling: theories and practices|
* M]. Berlin: Springer, 2014.

* [6] Naemura T, Tago J, Harashima H. Real-time video-based modeling and rendering of 3D scenes[J
* ]. IEEE Computer Graphics and Applications, 2002, 22(2): 66-73.

* [7] Hansson H, Altenbernd P, Pacheco F, et al. A framework for realistic real-time walkthroughs
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in a VR distributed environment[J]. Journal of WSCG, 2001, 9(1): 1-8.

[8] Petit B, Lesage J D, Ménier C, et al. Multicamera real-time 3D modeling for telepresence an

d remote collaboration[J]. International Journal of Digital Multimedia Broadcasting, 2010, 2010

: 247108.

O] LiYC, Liew AW C, SuW P. The digital museum: challenges and solution[J]. International J

ournal of Computer Theory and Engineering, 2012, 4(3): 371-375.

[10] Gunay S. Virtual reality for lost architectural heritage visualization utilizing limited d

ata[J]. ISPRS Archives, 2022, XLVI-2/W1: 253-258.
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- [11] XIBM, Rizizg . ETBIENFNIFIRX RS X ERR AL [J]. 8E T3, 2018,39(6): 112-
117.

- [12] &5, B . ET ARVREGERARNEYIERXNEEINAMRSR [J]. MABFRK, 2016, 39(20): 61-
64.
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« KERGNA T RIERSAMURANRENGE, WERELEMEINLRE, M NeRF I EREZ5]
RN R %, MBEXEEER VR Ik

« XERANEEZE LMM.ERS.E HERFPR "SLETER" (R) HE, BIURREMBIRAREM,

°/%&KM$AE"MK%A%$ RAAARAMBNMREALE "— BEREN=4RE, NIRLKESRENE
FEW, BTEFENZR

EZRRANMIKE " NAERER ", BEXE " NAEERER TEFEBI "— XM TN EER U=
Ymﬁﬁuﬁmﬁuﬁxo
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BEAS5RETIE

- 1. ERARRIZOAR.
© 2. FETIM | RIRXHRSEFR, ZFRBAARERIRAIN A,
« 3. /NAWIE. AERBENIKHEEELT LFINET.

95/96



ahaticin - TEBNR

ZINFRIREFEEFR « BMFEXIRET W RTIZAM



	Slide 1
	Slide 2
	Slide 3
	Slide 4
	Slide 5
	Slide 6
	Slide 7
	Slide 8
	Slide 9
	Slide 10
	Slide 11
	Slide 12
	Slide 13
	Slide 14
	Slide 15
	Slide 16
	Slide 17
	Slide 18
	Slide 19
	Slide 20
	Slide 21
	Slide 22
	Slide 23
	Slide 24
	Slide 25
	Slide 26
	Slide 27
	Slide 28
	Slide 29
	Slide 30
	Slide 31
	Slide 32
	Slide 33
	Slide 34
	Slide 35
	Slide 36
	Slide 37
	Slide 38
	Slide 39
	Slide 40
	Slide 41
	Slide 42
	Slide 43
	Slide 44
	Slide 45
	Slide 46
	Slide 47
	Slide 48
	Slide 49
	Slide 50
	Slide 51
	Slide 52
	Slide 53
	Slide 54
	Slide 55
	Slide 56
	Slide 57
	Slide 58
	Slide 59
	Slide 60
	Slide 61
	Slide 62
	Slide 63
	Slide 64
	Slide 65
	Slide 66
	Slide 67
	Slide 68
	Slide 69
	Slide 70
	Slide 71
	Slide 72
	Slide 73
	Slide 74
	Slide 75
	Slide 76
	Slide 77
	Slide 78
	Slide 79
	Slide 80
	Slide 81
	Slide 82
	Slide 83
	Slide 84
	Slide 85
	Slide 86
	Slide 87
	Slide 88
	Slide 89
	Slide 90
	Slide 91
	Slide 92
	Slide 93
	Slide 94
	Slide 95
	Slide 96

