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EARE RS TFHOALEERR, HRMEMNE+FHREBAERTFAREN, FIRRNRESHTSE
ERRFAMARE. BFUABTER (PCG) SHMERELAX—HFRMURXL: fiEAR “BH4", B
BERR “BAEFR . AXFESEX—XNLR, RAMEBEAAR. ELMESHENG, FENRERIASEMAY
BRARINH,

1 EieER
11 BFURABTEREZSZR

FERES HBRANRETN, SRBFERHREREMNTAR, ERSBEIERS ERBIBEFHNEEIEESI
FRSE;, BERE (Perlin) NERRFEHRERNE, FIARREENMBEMETBER; simplex BE#H—
TRIUFEENERABAR, BREERBHREASOEYE, NESREL, =&BWAEHER, BESLETS
AR, &EFEMHPERS SIMD AN XM,

NEEMAFEREEFARARE LRANZH4T, fBm (fractional Brownian motion) &id ZREREIRIEN=R
HIRIEEN, BEESBEEBEMWENSED; ridged multifractal IESERENEH R, REWLE;
worley noise LIEEIZAENM, EEENMAMIHALIE. TRIEFEMBHEMEILK, ALt GPU &R
RSB &S Compute Shader BIZ%E Ko

EFMNSERNEMCERNEEBBNR. L-System BERFSET SR~ EMBEHIETHIERE, Wave
Function Collapse (WFC) ELRAEBER FMERERF PR HeR—XNHGE;, BEEENEZE
HRAIR TRESHTIE, —BYNFTERMBHITERRARERE, LUBRIEHRARE,

12 SEESBRELTN PCG HUBR

ERRSERP, PCG £EMMEIBXIREZRMES LOD HiE, JLAMERHEM=ATHE, SOEMENK
B S LOD &R MRS, DrawCall &HiEE[EE4 515 Mesh Shader 812, ¥E2ETiTE@N L 2R
A, MR CPU F84.

GPU-Driven B4#—$ 8L B HETHBE Compute Shader: BAEEETHESEGHLFISHERK,
BB hiZ R HITIHETS5%5]; ®&E®T Indirect Draw Buffer 85 Mesh Shader, & CPU [,
LERRNXBETEAXMFTERNEZRRE, BRERSEHITER—MRNTER.



2 ‘mUuEZFRKIT 2

2 BOEERIRT
2.1 WES5BEANER

MWHESEZERBEERAZERESMBEESMEMER, SXEMRAB fBm MENEEED, HoWRRs5tER
R~TRRIELL; BEETE GPU LiE1T Hydraulic Erosion ¥%: SWiitE@BE. ARSNR, NESxERETT
BERLUENRE. Thermal Erosion MIFEMEEGRENIDRESREMRE TS, RIKNKNILEER, RERMIIFE
Compute Shader HFIARZEANEFEEFME, HLERRNEFFR.

B KA Poisson-Disk Sampling fRIE&R/NEIEE, BEMEYEEZMN, EKiETFETEET Compute
Shader 1Y Grid Jitter SRIME MBS RE; BEAMNNIREN HIETESKRELSIE, Mt LHITRER, &
AKILFIEHELL Mesh Shader B9 per-meshlet F2iR3E, B CPU MMy B ALEHX DL,

ScAY LOD XA CDLOD (Continuous Distance-Dependent LOD) 3¢ Geoclipmap 755, CDLOD &2
KD ABREMNMIE, EEMNN— mipmap £5; GPU RIBMSEEERNSESR, MaE@QRNXE—KX
MBI ERfiI#%, Geoclipmap MEWA & LEIFZ RS ER, BEHRYP Compute Shader IEEEH,
HRERSHEMIEL.

22 BHRSAILEW

ETEEMNBRIIEmAEMAEE CGA Shape Grammar, E#AAS “Lot” KR Split. Repeat.

Component Split #N, 4£IEE. BFRSMHEER. SFMANCTMMBERSH, FIREFRGEEIEN
FIEt2MZEEM, RETETE CPU mH TS EH, BREZAETHE LIZ GPU; EFHDEN, AIE/FSIE
‘w5 Compute Shader BIESBAT,

SEMREMNRBIYIER AN I, WERMEMRNRIE, ITRRITEMEDST: EENIBHE
8, MMPRSINMEEE, MAEINENTERINGERIBANBESNE S, BEESEIERININERRE, ZI3ER
MAERS BN EN—RERIER, HEERESHSHREELMXR,

23 ME58038

FIRUMBRMEERA Substance W SSER, BEIETEIRSTNBEX Shader Grapho 8N RMEZ—
HZ GLSL/HLSL ¥k, WAt AmThERinE;, BEMESAHFRATUERAIERZITTH, M
FRARIETTIES . Graph NEREREHRAZIFLEZIERE, ESE Async Compute Queue H5FE
FH1T,

SORE RS IEITRIRIERBEMSERE (VT) 5 Tile REMHD. VT BERLIEN D REEA/NMIEDR, &6
RENTIREHEIN; YREBMTE, CPU /G4 Compute Shader fa SRR I Tile 7 L%, fRIBAER
ASTC 5% BC7 BiEN[£4%E, EFRIEERNFIR FTREREERER 10% LT, fIBMEBNERIRSLVER
01, FHLAI7E 200 ms AFER 10 AHREANMEES.



3 MEESTEKE 3

3 MRS TRk
3.1 AEFESHHE

JUASIEESEEINEERAEL: UBERITM float32 BEE int16, E&SHIARIEA octahedral BSHEH
int8, BAELERTA 41, Meshlet £H#—5 1§ 128 MNiim5 256 N=AHATENEERIIFHIR, Mesh
Shader ATEE#E SM AR AR5 YL, B2 DrawCall &, FEEZREM O(n) BBZE 0(n/128), [T
RAZFEGPE,

SRS EEFE N ASTC/BC7 BiERMESES UDIM EINSEE, ASTC ZHFRITRA/N, BITE 4x4 F 12x12
ZIEERES 3, BC7 M{E DirectX FEIRMHEE 44 RNEREESE. UDIM @id % UV RBELEERSD
F%5K 8K 71, NIEMBANMRLXMLTT, MMIBIEESFESIE 2 GB MUK,

32 ZUBRSRIEL

Job System 5MiE (Frame Graph) fasf#tf PCG Job 5 Render Job BI{K#fl, MIEILGERNTI =, Pass
R, BsiENRESHIASE; PCG Job 7£ CPU IR M ESHEARRT, BH Job System #FEZ| Async
Compute Queue, KifFRITHIETBIERES Pass ME 24, LA HEESRIMNEFNEERIFLIES
£ 1ms A,

IEFEMSETASIAFREEEEERERA. XENREohEd BERSRTHE, FERERXKIERNER
IR ; #E GPU Upload MIFIA ring buffer 5 fence, EEHHESLFIRE, iHEaEREMNELE O(n)
BEZE O(d), HH d AEEERER, BE 2B/ 5% UT,

3.3 [RE-TERENE

RE-HEEFFTEREHRS TAA ZEEE T, SRTESHSIMRER TAA R, IRN~EERY; #
AARBEREERMEMMANIEHE AR, H17E TAAMERERBAEBEN AR RS RN, RHKRHA,

£ AK ¥R, HohigEEY 0.5 pixel B, WSRESBRRE,

BT MR SITAIEE Nanite B9 LOD B8 SMAN=ATS580EH R, SEHEENE T —MmehSERER
ARYEREESER. BENREITRUZEN NE(IEE PCG Job 5 Render Job HY#ET, #|MA PID =28
HBERESR, EMEERER 16.6 ms M.

4 ZHIERR
4.1 FHHRHEFHA demo

i demo &z 256 km?2 #if2, £ 4K PR T4 30 fps. @742/ GPU L£5ERL: Compute Shader & 5%
8Kx8K MEEH5:4E, %A 3.2 ms; Mesh Shader ¥¥5) CDLOD 8%, Fi9EMhi 21 A=A, 2k
53¢ iERY 8.7 ms; Hydraulic Erosion & 10 ME#H—X, #£X 4.8 ms, 27FI£{E 1.8 GB, XEXREBEE
LIRS Meshlet EHX,



5 TEESHE 4

42 RBERFHEET

EFRAEHTES 10 BHRER, MAMERE/)F 200 ms, CGA Shape Grammar 7 CPU i#H{TEHA S
B, it 1200 FEJT; Mesh Shader BERETITE R 9 H 1 meshlet, DrawCall #&&=E 120 X,
SOETIEER 4K BINSIES ASTC [£45, I 1.2 GB/s; Job System ¥§ PCG 5 544248, FEL&EM
BYIBJFEETE 11 mso

5 ITEBESER

AL RIESS AT AN IRERIESS, TAAIEMTE GPU EREHN, AEHETAEME XL 4&ig
BRTABHENHEZANF, STNTFIPEEONTIEWEILZEIER Shader TR, TREFSIE. MREOX
¥5 3D Bl SSHmE, EFREEURERE.

Y EED ik H RenderDoc 5 GPU Trace, RenderDoc T##3X Compute Shader BFEIEHX, WEMRSE
EREEHI NaN sHEiESE; GPU Trace ML ns ZIBEAITERIESHLAE, EMAE fBm PRAERE
M 40% SR, ESHRERAIY, TENEIILEENEEESL BN EXI,

6 RFKEE

Al thRIEERL A PCG BIFA M. RIS (GAN) AIEIESMESIENDH, MMBEERGEESHE
SGERI; SRUFESINTEBTRIRIERIT AMSABEMRE, KT “BSEH . BAEHSE, Geometry
Pipeline 2.0 5 F—ft Mesh Shader {#—F [k CPU 18, IBESEMEE TS ERETEINER T,

HiE BEFUATERSERERINRAERS, EMEREERTIKE, BAEMERIBARESEHLY
R, BHRITRURS SBENZD, MR NKHSE RES BEN KR, KK, FEE Al SHEHRMA,
X—RRFRER, AARERSTFEREEFE. ESMNARMHS,



