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IF 1 ) DR AT R A A A DR (B s S O A AR S 30 i 28 S P e i e () R /), A
R AR R 5 AL W R B Z R

(L) (Myst) J& Cyan 22 RITE 1993 SEHEH QUM RESRTFAR, AT dLEiFAHRK
frkdl, AEALMNREE ., BEENHRERBLIEFREG S EE, WA 115
Frme 1997 428 T Hmfy (BEHEHF) (Neverhood) Htj—aKK @I EIHIW] Stk A i
A, FH T HeEIR tahm, RAERA TR . MESHOAY ., BP0
M. (LB WA 4. WEMUENE) (CSI4: Hard Evidence) £ AR & 16 % ik i} 75 22
B PR AR & . iR A R B L (e 4479, BiiR BBl E T T
B8k 2L ik, A RER PR H B R FLAH, P 1. 15 FiR,

115 (MRE) 5 (LRASEE) HFUEE

1.2.5 Hiel 2R

BHIEWEAR (Simulation Game) By HFFR TR TR BHELMHR. FEEL
WigR e A PR HE LR SURE . R B LB AR SR VA B AR BB SR L . P R EE
Jithl X SRR B B T IR AL, i 116 PTRA (B KE) it
R, W 117 B (BRURAT) M (BERUKTE) Sk, M2 il R o i) it 2k
AR EERTTRME, EEFRA S REL TIPS, R EESB LR k%,
BEHDLAS e R W T ERER OV A B AR, W AT RO ) RE R AR, SRR
M BUR R N R TI B R, S MAES W (BHEURT)  (Sim City) |
(BRI AE) (The Sims) FR¥|HFEr%, M 1.18 fis. BEA ST ESE
RaLsr, AR (BRI oYl Fems Bt . At pREs (BT
MM 4.0) (Faleon 4) . (52285 #) ( Grand Prix Legends, 1998) %,



Tl LA '_ g

il -'.'*.“. W e e
. o e .

-

118 (HMEUET) HRRE

1.2.6 K9 RilFRR

EFWAR (Sports Game, SPG) iy HEm#UE/S o] AERY W0 FF B LU 9. PR T LA
SBIAARNG AT LI, S0 =R HOR WA ., AMREhERIR SRR
W BELINR, AERERBASHEARTEEMENBIT. SR, WREFRTLIE
FHG. GAMAE, TLUURPNERDSIFAME, ZZRAMEFH MG, E3A
RO E B R e, BN DI AR M S HEE R AR ] 3R, DL RAE AR R MR R B3



H1m =mERmaitEe

HEERAEA R A ME 5, i 1. 19 FR.

[ 1.19 NBA LIVE 2008 5 FIFA 2008 % # &

1.2.7 W KR

RREAWEAR (Strategy Came) EF T A JLMHL £ A ELSS (Pen-and-Paper)
B, PImRPEEAR. BAHPLATIA, THRYLA RBP4 RS B T 54
MR EAE TR FARICEREEEEREAN RS (R &8E)
Bt TS, LAY L i R 0% B Bk B DA 2 AR R SR BA K S,
RGBT RME fr & 945 R, MG EE ERES By, B NN R
ibd, WUT—0971ah, WRMZ R IESE,

RSN ARG LR (Real Time) FYBEEH B TR FOVRTER, HAEIRER
shtes R, ik — LSRN A&, hitbEEd: T RPe R EE 3% 2% (Real-Time Strategy,
RTS), E&HMnm R ERTTeh ., ARHTRV SRR RZEE, A6 ReSikR
SERHET, R TE S TR AN PR — 0 Bh . = A A AR AR (5 i R
HOLI SR AR E e WEE R, DIERR T —mirsh. XXWRE RS
BN EEMPPREbR, 700l 2 mA — 2653 jar e ALl i Bo i, R (1)
4) (Caesar) PUIK (3} (Civilization) %, 0P 1.20 ffs,

B1.20 (feifi4) 5 (XBA) S



=Rt

AR AR AR BR HOR A R B ALz, B (ZEE) XEMERETR P Ra s
TR HEAR P LB S . AR (WG) WA ARE MBI, —REH AR
WEUERE, B RBLM W RSEATARFGEYE, WK W BN PG, AR B R K
MEE; B TREAH, DUFZHHRE, EHRE T L& B AN, WEN
SATAETEMNEISRAGHANR, m (ReHE) W,

B —HRVMERMRER

R =4EWeRAEZ A, HENEANEGWE, =R Lg%, W
A, EERPSRE, B8, MR, #8. RGHESILMRER.

L3.1 ¥Ry %

WEARS | M TR B o T AR, I =HESp Rt . M. BB
AR, HERGHITES, XA T, FHERSIEARRERNE1.21 B
Ao 1994 45, # - FE/R#EEN 3D Realms 20w & T Build 5| %8, 6% 5| $R6 LI
BT (REKAB) Wk, 1996 4ELUE, 3D A aHEH T Voodoo EITE M £, &F4F
BRI AR LIEI, BfifS, id Software ff) DOOM 3 5% | Epic iy %] 3.0 5| %
(Unreal Engine 3.0) %5 XAy = HEdrak a3 ml 5 %

P A P T
s L
LES o T

RO

B 121 S A ER

IR “HTEWANRDEN /Y, MR, ERENDEKEHY
(i, PIEEZWOREMEA, DIREIEGRM TSNS T, §§7 . R3IEH5R
BIR S ARIOBE R R, B UARABGEAIA ] 9 RO B i R B R B, =4
YrARA HFE RO RAER, WEEAEES (Textured Polygon Rendering) RH—A
FRET et e X I8 T O T K, Gl B — BRI BIEIREE, DL B SR E P B
ARl IR S P RO, AR | AT UM R A R R R B R AR,
AR e R AL ) 1 €5 B A5 N\ B LA R NE , DT 20 W AR 1 PR 0 T I AR

W5 A, WexRn] AR SCHi A kB s . RS R Fiash, fin, 4
faGBEREHR, RENEHENHIGEEEZ T, DA THENEERZIR, F



HI1E =Zmaaiaitee

A AT . FRRRO AR A B RGEREN . R EENE D R LN O
B4y, BT AR AR YL S . M YRR R A e, XA
ARPTUABTIEET B SR, LS U 22 () 0 45 0 i 4 4 10 £ B A L A 1 K
Fo SUAWRBGE, WRIECERBICTENTFREGERRE, WA, 35
BDERE . WA, WIEERYE. MiNURBI SO, PIESRERE, A Tl mE T
FURIE, 5%, BRI ACH o] U B RO e RR SR, O B 20 Y S TR A0 e AR
28

1.3.2 MR

EER R (GUL) RETEMBAMES, €& BN R8I WIHEZ /P
MEHEA. CUITAE T FRMER ., B MEIEE . X EHE A B 25 Fh il
BAR%. U (BEIAA2) (Sim2) A, Bpk#E A IR BHlAAMRE, S0
BN EA A YR, R YRR BEE o] LAAECR) L R B A ARENSE . WA 1T LLE it
el i, MWBEMREMAR. Fl. R EARR, of US4 %
FRISEF IR Bk RRIEMBL AT R — R, B, A eERERH, #R
AETP e A, PRI E R R AT AR B PR M 7 = M i il R
HEmiz M BT B AU, =MEmmARRRAS A ASWHRE, i mR
RIR#AT ARG R B AE A GRS, WA 1. 22 PR,

MU EFE#ETT 8980 1

A ELA

MR ELACR 25 i 4
FHEARmE

B 1.22 (BUOA%2) WRRERESH

1.3.3 Hin

SRR R RS, WA EARETR, BRTEEBERS R
(GUL) f9ICHK b, @H MR RFEE . WA M AR R, MERENEY
RBFRMIE (Terrain) BB, FRAMEI. R, HATH30E T RS GEHRE
B, B ERAFZHEIA L, NEARES. =AERRNZNERE, EH



PPl A ARE R EREE, (EAIREARMZR (Spline) 71 NURBS R8s, =4k
Yep FRERAMEZNLEERAR, PREE h A E AT, el R
MIMROL T, SSHRIARL. BRI EA S iR EOR, R RICEYHETH
H, WP 123 frR. SO ICSCHETRESY, NS ATH G P R S B

Vel o
L

123 —iTREH=HRERND

ZHEY R 1 — RV R, X SRR TR, XS T T WA
VIR, X ARNS AR AYH RS, BURSFB BT R B R U xR i . B GPU
(BETEAL#EER) A1 CPU (rheibFaR) MIAWTINGR, WetkIT & & al LA7E i Xk 4o i
AE B, AN RR P A P B S A R I

1.3.4 BHRRSHER

FE=HEe R, MRBIRIE R A — BRI . BT TE SRR SE 19 3 & WP AR
BBk (Skins), WIE1.24 iR, B X T S4EMORP A BRI MR A0, £=
HEBURY o X O B B, R OUAT DI SRR e BOR . BRES R BRIN
ZEE, IERETRNL i A RE , DT Y ARG AR A P RE

E1.24 MR SHRER



HIiE ZsmHR@iiEe

T RHOE W AR T | P 2, AR RE R BB AR BRSO R B AR, E
AER R L5 2 Wl ) S MO RER M S RO TR L B . BB E R RAIRERIE . R
ERFPE, G, M. (8. B%. LS. REFENCENM TS ZMHEE
HPGE M —RAWMBE., KFEMER@RM., F6. R, B, BB, 7
%, G ERANMENRFL.

YSRGS R Z NG, WAR A BT 2 B MR [R) A0 A SR PR T R, X
YT oA bRk, 85 PRl s | SEcet By | shim . JER . SR
A RRAETE R . TG S R POE F R A i R

ZRREANGRAER, TR =SRIEE AR RBLE P BT, R
Ik I, DIRBIER T R, FHRalfBRmZBRN, Wk 5HEA
[ o QAR S 020 S A BURY , ANVTREMRALRE — B, TEXRUAYRY IR ik, R
J B ALAE LR (6] A AR 25 1Y — WA . R, AR “dRISCR” MR,
ek RSB 2RAR, ISR MBET =, WAt ay . “JE
FUCRE 42 M160 75— AR R REE =SB B G — R AU AU, 28 HH SR B Rt
MR WATE R, 1 “There. com™ ) b AR W i, R A0 J2 W 4538 45 5 1) LR
PR Ay iy R A B o AT S DA T A 188 T A L3, P 1. 25 BROR

125 fAEHNNHR: There com iF 8 AYIEI L EHE N

FESR — AFRST X R A9 A, S0 SN2 I 4 il £ & B K i H AR, ImiE 1.26
Bk (PREfEHL) (Crysis) WFAR, A Uil LAY AMKAT B TImaRm UTER, HT
HE RO LA T R R B A IR A i, RN AT 2 A B e BCR . WH
AT EHR, A AHEE e e A PR R R Z RE M N . @t HDR (@3h&
A R) BoR, ALK o a9 F B . HDR A0 1 TEHLAIR7EE &R A&
fertE L, AT Bh BB IHERAE, 2T DirectX 10 A i) 3 A HUR) & (5 5t
I,



M1.26 (HMERE) HFUEE

1.3.5 Zh

AR BT R I S ] R e nl LS A PaFh . s R EMBRIshE RS, wEHN
S BwaE s s, fBE N RESTH AL F T TR, 5% Ff
Bl ] FRGE BUSCHLAEAR, Shili o] U0 bR f it E R s E i Al ARl
Natural Motion JF 4 ) Euphoria £{K, REME T Uf kM LB ARG H, s, JL
A, EE R RS, RBRSSCBUNEAR M o S ULPE SR B e A PR, R TE
s, FIE A shiE 20l A S shE iR, mishAiEsh& M (Dynamic Motion Synthesis)
bR T shEMEH, AMUSWARNTE, taMmaifEr e, w27 fims,

B 1.27 Euphoria B REHIZSIER

— ) = HERCFUER I, W S MR R B ol iR AR A, R
MR R S B, TRV BRIt P A Ik shiE, LA L
R o SRR B A AYFE 41 . Organic Motion 23 5] () Stage 78 6 /AN 5 2400 51 57 SRR PR A R 22
B 10 ~ 14 R RNERE R =48 A =, HHESHBEE S = ALEE R
ARz, Min] AE Sl # a0 R sifEd 8, i 1. 28 Fin,

B AV BN 286 e A [ sl i B D ) T SRR R B R PR Y . B
FOREP - W% (Paul Ekman) FIEK§hHT - GE3E#HE ( Wallace V. Friesen) ETFFE#E T



B1E =SBwaitmie

Fl1.28 Stage REMBIEMESRR

HRMALZRT E LT AR EIRIG AR, S Hr S T 60 Mt AR G sh.
1.29 fii7r, Valve Software 23 5] T & A 51 PAE A BERER M EE A BRI R, W
AR R0 B REME, T AN S0 0 T A B Bk LA TR Y6, DRl 4 X9 A IR TS
R A B0 KO, i 1,30 B, PS3 MehfEE iR (nk sy, T
g (SEGA) Holrit mad R HIA, M3 1 W f (509 SO

i

T
kil
g e
et ]
Nhwh k4 Iy -
L L v o
T v R :
e L
E Rl - T e e
¥ i - *
: P
] g
T A
el
i
L e
I el
it e

H1.30 (MERLS) HRAWIEIHRN



=gt

L3.6 WA, $F85 A LWk

SISERS BB AR AL AT (B R AT 5 . SRR R . A TR IESEE, X
BEREHAVE—R . A ATt RA B S REFr 2Rk, WA LIS
SISERARRENRSy, ROHRIIEMINGE, EEFRitFBNER. REmitn. S
WeaR A | S WA AT RAYTT o L B W P T A P S e DA AR A DK M e
BpA g, AR SRR R S S i, O HAE R — DS B S TH R E —
SOLERFARER . EAWPRENE IR A E R, BRITMmAT h—R aL
KM, [RGB, A W A O R R 56 Y TR

WA GEOR Y s S S R A DIRE, ST 3% A ) i S i B R R
R B O R R R A B E S B, TRURBIH 2 BB ROR .
FORIBE AR B — B = W AR BT BRI Hbp

FE= MR R RCh, BT BRI, W% 5k B 52
FERECIRG . A 7 B A SR BT F a0 RS R BR A KR, REW|HC S
sl AF A RIS S . BTV S| SER R R FAL A BOE AU Y A, AR AR
A AR B . R, AR AOBOR . R A RN, S A S
A BRAEREARE SR TR A PO R, B T | SRR B B 55 FIE RO IR Ok RO e
fill 3, J ) D e A R A o e . BB, TR SRR AL R B LR . BT
FRECT RT3 | SR P B T — RN B AR, ke BERE. MiE%. ¥
TR SIS PGE TR Ty infe R4, Aol BEZ 5 (P A BB 555 00 07 T8 il
2, s 131 Pros.

B 1.31 Euphoria 851 &% 8 & 8 2%

EKRIITH, BEFECLETT R M Rkish, B0 A X seqim
AEBLIL S A EOR, EAABZOTRYL e E a2 T = . RAY A n®E Kol L
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¥R ZHBREiTEe

SCHUEE i SO B AR . BT IE 8% NVIDIA W@ f) Ageia Technologies (47 PhysX 4
FRANGE ) LAB Intel WO (Y Havok 23 ) #5 LA 52 48 ) — 5E P T2 P 3 It e L O 3%
BRI R F WAEHE R RGOR L BUKABOR, Frfrhl a8 LU 2 A9 BL o S 3 i
FERE, i P i ORI AR G 42 W60 1 S FT S0 MR Kk, ORI IR AR, W 1.32
PR .

B1.32 (BL@BEH) WP kKRR

TEdF R P R IIGHTFT RBKRR, KETAGBEER, dEREE. dEH
e 3k A A B shim e e 90 ks, BLACHERR I Tl i G R TE BT RBUEI B/
T MM, HHAAIRIFAR TESHER (ISR 2) (FarCry2) RET
Inss kR AY CryENGINE 1.5 518, AR FFR0A] DIBEELA R e 31 L UK 1Y 2% FPRUR
e 1. 33 k.

L33 (HEWRA2) BN

R ABHFBEREAE (NPC) AEMANEE, MRPR B H REAT LIk
RER A AT e, T {CHA L A AR aE 1 3 s SRR A9 M TSI, 1
(IRssfabl) Wexkeb, SPREARA M Y& AL A ]RE 6 AR AR AR R H Br R B8
f ¥, hn it w B BT ROk T A, WiAE (RHF({S&) (Assassin’s Creed)
XFERINERRE, BB 2TE R/ NAORICRE FIR L R T, i/ 1. 34 R,



B 134 (WEEF) FRAHKE

L3.7 MESHR

ZHEWE R B OB U R SR O TR R DA ROE E R, 7
S vt AE R tH PR B A , LR R AR AR A 16 X RO A R
B = HENE R RERE . — SRR, FRREZ AWRB A E R, AR E R,
R — A BeA Y T, AT AR e A0 2 Y A B Sl e 3 3 4 B AT UG e ROk
R TEWOR A QU IEF LR A BRARAERY, I A — B &S M SR T REIE 47
AOLET AT .

1.3.8  JERN & HF

FEAKR [ 9 4% SCRERT T 2 AELUEAR L LI AR E T, 76% IR X Rl ST fy
B, TEREBICRWARE R EEOBIRE. AR TR, MY RIe IR R
AR AR A T AR

PSS OE T R M 00i& 42, ATUIARERASEAENER, THRHT et
Wk, W REERIEME—TE, WFEEmAER—R. B ST AR PR A i A
FWRGD, EHRIF AW thih 2820 B R G R4 5 A Mo, <1 4R BRI 3L
. AT ERAP EYGETTRFE C 2B BAR . /5 AR LA RE B ERFETT
Al P #E 830 . & (=AMITFEEEAREEAYE) (Delta Force: Blackhawk Down)
(PS5 —UCHE R KAL) (World War [I Online) F1 (ERM9{EH) (Everquest) {iFxE
e R AE AShTHRAEE, T RS LA SIS EBIE P e, W — 2R
RTFREA MG HEEN . '

H KRR A MR T R & RO — N E A TR, RER—-TRRE N,
PR A RICWERR . S5, TP A TWR LB M BT, ok — 1% 3R I R
e ARRACHIMTELRIEAR, FEPIEGIRRT RO QS FaH BRI R F S . SO s i
BRSNS R, s a] LAl sl v A0 0 ek A Tk S 8. (ROh B4R, i
AR, SRR TR Z R O BARAREfA M T AL, W%
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®B1E =ZSERRitee

HOL G B BARE . R EER AT QIR P C R T, ERB AR AR 57 2% F
WEEHATEDREN S . SRIBUFFRRIEST, JERETAAEAIE e R e ACHE

AR RS B

X TR W R TF A A, TE g H SR Rl 3 b AT 68 FH e AR 5 | % e A D
KRB A AR LA B SRR IE , I A T 3 08 - i ol i X 1 PR 55 5 1l H S R oK o
BB — 0 PR BPRE R IF R, — NIRRT AFT I EINSE
MIdERE, HREEHEETLOA A RELA AN, XUk S8 AT LR
LIBEAE DA M SUAS , AT — KU 0 A g ol (1 A 4% B 3L

XFHSLWRBIEE , EAEXABIETT HATR AR RN AW SHAYEE, MES
TR AR R ML e . BRYE, DB, LA ASULAES O AL 7 i R 2 At
BORERL e BT | SEnT LALEA S xR E & 6 TR 8o, JFE/NBVRE A
SERCEE WA TR TR, K MO e AR I BA LA RE 1 R 5 AR5 | B, (X
AT R R AR, PSR KRR LS S ST et nk s | S nT it A

JUF-8—A R W i e xR 5, 00 B — 1 iR B W RS 8, i ol 3R 5
FAEBAR L RGEGEET A RATE, LA 34— S0 57 98 00 i ol i Ak 51 9 L K
{58 e TR B 2t A9 OGP X

1.4.1 id Tech 4 3|%%

id Tech 4 5| %3 #52% Doom 3 engine, M1 id Software 23 W] & I & WL HITE PC i
A CRRMA3) b %51 Eh (BAE L) M (EHZE) MEF RIS
@ - F55 (John Carmack) JFik&, fEWFAOl ALt THEHA. {EH] id Tech 4 JF R/
FELWRA (BKEL3) (REL3S), (HwZE4) (WEL36), (HR)
(Prey) (LA 1.37) %, %919 =4k MEE il o B FEED (API) RAME
Open GL ( Open Graphics Library) .

B 135 (MREL3) HRME



=gpuait

M1.37 (Ef) BuEsm

1.4.2 CryENGINE 2 §|%

Crytek 23 @ #j CryENGINE J& (908 $588) (Far Cry) R FIf0 W35 %, Cry-
ENGINE 2 76 SEHE Rl - B0 1) 2 9 AR5 1 9, (0 0022 W0 2 00 5 — AR o ek
(IREAEHL) (Crysis) FEMHATAYABL L ARAS] TRBAF, WH 138 FiR,

E1.38 (MBEHN) HEME

1.4.3 RAGE 3| %

RAGE it Rockstar Advanced Game Engine B985 , ek 15 7§ Rockstar BF &, T R%E
FERIFBLES %, AT AR A shio, Rl iiRoE. RACE 5| %5 — kil
ARG TR (ER), ¢ RA ST R AR A shfE R S, A 1.39 By



H1R SERROHED B

No WAL, SWEHRNPR (REEHET4) (CTA4) dilt “RAGE” §|$E#THEAR.

®
Id-.i. i

E1.39 (&%) HFaRE

1.4.4 HJI51%

% J] (Scimitar) 5|82 HH (Ubisoft) BFRM T (HEFFHR) (Assassin’s
Creed) WPARM—3ENe =455, E8UE TMEGahfEdr B A R SO\ BN &
B R, AR I AWK, B 1 RER TG R BLS RhahfEsh, o RA PR
W ESHRE L A R R, HENIERFEME (NPC) BMTEAMEMAL
Bk, w140 R,

H1.40 (REMEE) HFRBRE

1.4.5 EEJI%

EPWF|%E (Source Engine) i Valve Corporation 42, 47 & BEH A9 FetE, 2
F Shader fYTEH Y45 | HA DM FEL AR S RS0, LK h B K M w8 i B B s 4L 5 |
%, WA 141 FrR, NAMESAS - AR E R (F &6 2) (Half Life 2) . ##
waihEdeR (A7) (Portal) %,

B 141 (ke 2) HFRME
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1.4.6 BX19|%

HE415|% (Unreal Engine) i Epic WeaR A RIWFA, RAEWRR S IZ (6 F A9 8 Ak
WK T | e —, WM 1. 42 PR — ARSI (L5 % 3) (Unreal Tourna-
ment 3) | NP 1.43 FRfy (AT E) (BioShock) ., N 1.44 FRM (MRFHLEE)
(Gears of War) | sifEAUERR (HMI5r2E) (Splinter Cell) RFFAME ALEL M 51
UK (MMORPG) (X3 2) (Lineagell ) F#0RHA 1iZ51%.

M4 (BOFWEHI) HARE

143 (£UFR) RS

14 (BeV) HuEE

HEZ) 3 WAk G1%E (Unreal Engine 3) J—38 0 UCHEAUHE K EHLFZEACA DirectX 9
BT OLAE W A9 BE AR AR, Rt T KBBOLHEAR ., ABEQIE TR, 3F B0 8%
RIFRFEREETEA N OEEMEE. LI 3 E N i e o i % 2% FF & 6% iR 51
B, RTHRAELTI%, HEFIRNEL 1R,



®1E =mEaReiteEie

# 1.1 Unreal Engine 3 5| BRI ThAE 7
Ry *" | Windows . Linux, MacOS, Xbox360, PS3

e

WL RS, Save/Load REE

' g - EFE8

¢ Unreal Script——H FRSWR LSRN, JF A 8) LIFF0HHE (Metadata) ; 3L

FE R ATER R, AL FERITTIBE UnrealEd o 8758 1P o 5 5000 08 #4;
AT CUI MHARIESE; HAT LFSHEfRafPERRENRES, MinsiEi
M 13181 ( Dynamically scoped state machine) , 03394 % %

o APELAY ALSRR T ILIE D8 SO AL SR A A B S m R MR R A
] 22 1 B h

3. . e
3 T
% I N S

T o)

o UnrealEd F 7] SR BRARBE T 00, O 55 O S0 -0 sh 0 o s @ 10t 00 o o) e 40 Y
 ATZ G W ER LR P i 3
o XFEHE] LI UnrealEd B35 3] AL B0 F F-ah b 170 8 MR

| ® "UnrealMatinee™ ——3&T 6 (] 1 49 ) 17% ol i 8 1 CIL, b omn] Lo 6 Al 3 5

ShEM, 5k 015 B IR VLLE M B9 & B W 4 Ol Wl DR Py T 28 5 A AT 22 A B 35
i, T LA R TR AL S5F

o UnrealEd pHiay ol EALAS R0 TR TSR SRMNLEHE, FANSH
BHCE T SEFARRESIE SRz, e Ui R ENR, ®
e shm . shE e N % BT R

| malm . MR . R, SOl TS mE

[ Pervertex (BWA) . Perpixel (EBK) . Volumetric (WBULH) . Light mapping (J

MRGA ) . Closs maps (RIJERTME) . Anisotropic

ol 7y - s Ar S
SR - ‘N B o
e . et el TN
a AR 2

,\
|

| Shadow Mapping ( FIRERIE) , Projected planar (F W3 BIR) . Shadow Volume ({1

FHE)

Basic, Multi-texturing ( & & W5/ ) . M/ K5/, Mipmapping, Volumetric, Projected, Pro-
cedural; IFF MM HREEAR

b

B, %, B

§ | #. BSP. Portals. LOD

il R N4E. XM, . . SNRs
T Mesh Loading. Skinning. Progressive, Tessellation, Deformation
| TANEOGR CHE. RTRE. RE. HSEM. X2, KK W RE
- | %, x5, @
¥ Hi4e. CLOD, Splatting
SRS | oM. AR
ROEMM | 2D B 3D EN. MK
ATHEE | FEWE. JONES . HRLASHL. TREEN
B =HEBERGHTHNERRE

L5.1 #RPIfERE AR
it AN aEmE ., BE, FE, E, 26, Mi{SILTEE, I
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[ 1. 45 Pros. AREEE B ot A RSB M dF Rt 2/ P . £WLIHE (b
) AFIMUPRIT LA, SRR 4N R AR,

Hifalphalfi A< Betalfi A
B Ik Alphalfi 4 R

H1.45 HRGteEERE

WA E (High Concept) —BREEHAAMERME, IR~ THENEEFRH
MEABN, RFEERFIEN TR, W AT K (Game Analysis) %, €&}
THAER . —/DMAKRAELTILALES, RO &3 8 4 5w 2 i b # 5i
£ M 14E G T A A2 LA R B WEARA) — S -k 2T R — 2o iEd:, MRk
WOl LLREZ RN, BEGEMEHEREREN. FRAASERA —1T428S
(Managing Directing Meeting) , #% /- #f G2 MR RAE LM —RIHEW HWEH, &8
SEAFBEMMARMRR, SFEARTR., &H, BERETHHTK,

WHEHER L Z N5, BT R P B S B fE A RBLO /ML (Core Team) o XA
Bob/hARFEERF . SIEARMZRER=1EO0AY. X MBEODEE LR
PESEITEZ (Kick Off) o flefiTH A EMEBREMHAN—EH#T—TOHTE, EER
RERAXMEEHBR AT, KERBEHKMAR, PhHIrxE— T HER
RAETBHR, e Rl frag, iR LaMERR, RENXERTE L
DI R ATTIE, RS0 E 2L RBRIIES R, A 146 FiR. SHBPREER
Mo ELER ST TS, o b0 H fefE 2R, 518 f 5 ER
T H B a R B B U %

146 #KE (Concept)
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FE&ZE, BOd R FIAR, #fE— 3R (Demo), $2ZN F. PP B
(First Playable Prototype) , Ll — A, @AW MEFRPH—T R F. X
PARFERER R R, WXL, SIS, EXTIRRBERE LS
MifREL, fERCTdf, R ERESAW R TERE, RERbsaEERL, %
T B, Fef, SELEHEEARALER. EFE Demo Ml
BRSNS AREFLBRAS E RN M—20EAI%. 24 F PP R
PAG , Bl B E] SR Demo RRAMIWFR ., 8GN —VIRiek ind i, &
e FREsUBREGFE, mE 1.47 iR,

H1.47 ETAmESE (F.PP) RE

58T —FE, RRB 2GR Alpha BB, Alpha TEREBSFHA WAL,
REHRRELRABROL, EEE N EPRENLDRIEEINE. XS4 Mt
WEawFL RS, W 1. 48 FiR. B Alpha BBt 3] Beta BrBt. X )8 UF KA
NEDKA FEE, FoBa14atksh. Alpha BYBEZ G, TIHEMFETSSEEFTF
WA HERES (Debug) , 4NEd 1.49 PR,

FEE WM A, MAEE TR A B A, Wb A Oe . IR 7EEp A~ Hh
SR, EMA AR, XA RKSE Gk, Bl E B\ FE RS A I i
e, REN RS HETES. £NeUERE2ZE, XS EMHEH, E 1.5
B 7R o
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B 1.50 BE#R (Final) #RE

i (6] 22 HE_E 2R 00 H 9t SR A B AR, SR IFGIge R R — 1 8e 8, BT EM
A RA—FER . (HE—BORGL, F PP ZATHH BB BLEBICH . R 2 A0 6 I %
MEEZI B BR2FE—FLLh, $E—FL L. MF PP 3| Alpha fy B2 —IEK
e R, —RORLE 4 ~6 1A, M Alpha 3 Beta [ BEAGSS o] HOBEEE, — MU 2 ~
34A. #RJG Alpha 3| master 2 T H , KR~ B RIL A L HE,

L5.2 WRETHIIMRES LT
FLEIIH, —4EH A BIEF (Concept Artist) 53R G W —REAELSIHR



BER =ZSpRaitmEi

PRI (Story Board) , ML T (Character Artist) &1 {EABAAEB L /M6
MY, S5 Ol AR, HOR A 0 TR

GRHMEiERRT (Level Artist) €153, RFEOGHAREE T HREE
B DU s, SRS e E TR M B M . KRR TR FEOHA— LMy i
WEAR BTG —Sadi M BOROR AR H 5, MR N RA RS ERIE L&,
REH B SRR E R SR ERE SR, flm, W7 B 5 T
HIWFRRIG B, 3R 98 T RE T B4 M X M Y S B AE R L, RS S50 R il
XM T ARG, DI ARGy, A AR b Ay B A Rl LR
W, ZEASHGESHFROEE,

EURRL A JBA 7L A 1] 60 e R0 T A (8 P 2RI R4S, MU LAl AR f ) P SR P B
i, EEEREREREY, MRS HE, (AR EE A Ad 258
WA RE . BLAERCR T A9 e 1 B th ZAR SRR SER, (EZAEWLIE_E A AEAR
PR RAHME. B4, BRER—T0H, XTOHBERMMWE. AF., shm,
BEE A ORISR, RA KA R AR RN, mAHEERPTEE, B
PARBBUFHOE YA a, RS TE 2 TR,

FERRER TR TEEN XL (Texture Artist) SE, FEMBEARER, I
PR A ST, EAERBETm . JOSCHETy AR AR e o 0 P 56 T = 2 gt it 5 B 3
— R RSEE, Yk T (Shade Antist) MERE TR T HBRFMLESSE, Nk
Ak, &R . SFRIENPEM .

LA R W P A A ) BEoR, PR e 36 T AE v e R B, W 55 B e &
TR ERMEEIE RFARE, FRETHTEAESZE, FEEXTIES
Borme . 1, BTEMSFEEL (UL Artist) BErHe A B3 LR 0

RTEITRBE G —AHBA, FEP R GiEFEERT] (Special Effect) , it H
RURRKE . SO AR TR AR B P A — 245 . R THRMEM, BFRHEEARSH
Bk FRTEIH,

BREATMWER (IHE5r24) (Splinter Cell 4) LAY MREFE | LR
FFERIE AR, M. K. K. BT AWREE 2 mERL S T HN
K-, ARIMEBERY KRR F0 2 ABFRB R R T Wk al Sett. 7ERIBAABCLH T
w, (AfEsr4) DHRTHED, 48 4R =4E80n 60 A, JChshmEsi T Rey 2
10 A, RFBIRITRAR 15 A, WRBGHSIIRARS . BF420 AEH, #
BOAIIE3 ~5 A, £f—2IEHAG . BRI (Quality Assurance) J&5 A& H.
WA R LR, F04A50 A, GRINOAREL, RAILTA. &8t
FERIBA AR A BL, WIE SN (Linguistic ) . 77 5820 &) YW AT FE R 5 Fhifi =
REE3 MR, EHRHEA LTI LR, B4, RF LA



)

P

®iBRat

7 5]

AREH A B =HWROEAL DN, GF = HOROBES SRIE, 540K
FF A EE B A B S AR o BB () S (B RS B TRV T =Rl R A 2R R
M, AFZERAWERA B/ AR MFr R, WD X e R A BT, o dk—
) = M R R O 0 AR

AT WA =R RIE A, AR UERE T =40 R A AW R AL
ST | SRR, B WS | REETT R GLA, GE R B S ANTR A T i AR
IR FER, ARBELEXMFAVRAAMUR, HHA T =4¥ROBITEF
Jiik, RME# S SHERE T A,

RER®E

1 =HEPP R R 47 A fEIP R A K7

2. G5E = HWORA EEARIBOH — B 0D, EERM 8 RAREOWERE
an PRI AR A, X =AW R D MR R IETT IR T RAEE

3. MW “DevMaster. net” R ¥4 ( http://www. devmaster. net/engines/) 1) 5| % ¥
R, AW NIRRT RO AR R, T MR BT R A ) D R R L (6 O e e K G | M T
Y,
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£ 28 Virtools ERANI]

] NI ERT LB 2R, AR Vinools #ff. ERA “nal#fk
gafe” LI “satEfTiil” f9DhRE, (e EAEREELE R AR Ml RAL T R, ik E
RO A MR AR FEOTSEELE, EaRBER PN IR FAEEN; Rt
B AT RRBEC A KU, BABRY Rt T4 Virools BIFEAHIHAI
AR, Bl — W R e R DS 41 =4 A 5 i@ e ik

Virtools Dev 4. 0 &4t

EEARARG AR (Dassault) #y Virtools B¥E & 4B s R KM, © 0T LA
HFHeRotd. mahn., S el g s sma, /g4 2w
BL. WARENL. RER A EBRMEY-6 F, 3T Vinools i A i 32 .4 5t 1 3 A& 1 Pl
2.1 I 2.2 s, Virtools fE MR T4 TR, "TLISEALTEZ AW, L
R, EULWFRR . BPARARY , RO AR WA BT RS . E LA E, WL
BT . (SRR, g, BRI E . HERESFHNTER, HPAGK
RBURAMENEE . FEEBEM i, Vitools fELL =HE T, W 4. &
. ZREEERFIFE] (E-learning) MTELRAER T

M21 EFEMKTEHREE B2.2 SIEHFXN (Balance) HHE

{J la,[.. I'rll'p:.".-"m. virtools. com. on/about /200705 7215, himl.
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2.1.1 Virtools i JF R W #

{E Virtools fyF ZWMBREH P, EL A G &, TR REFEHNEITR M N
HITEEE, P 2.3 fin, Virools MJF A M LR =1BrB: gk, €, HES
R0, fEMIEpTBrE TR R A, =S NZERER (Vinools 3D Content Capture) #]
LA S 2 R R B = HE MR A2 HW . Vinools 2R =4 ¥dE, hibes B E
F§e#: 3D XML 4, &M T CAD si & B FAAME TR, JFRELUFHA Vi
tools -5 LEFEA 3 A9 BARBERUR T 300 TAE . fENEIFLEMERMBE, Vinools JF & ¥
G BB A, DRI R R AR, BB AT AR (105
MR, ATHEEE, B, SRS HS) BB R 32 il =4k flFEp 7
B, B SERHIEL, Virools Y RABEEWN TR, AdNHR., K
Be A B ) BB FOL B SRR B b A A 7 R AR, R P BT AR B SR

captuRe |  eveEureE |

3D Capture from | «Lifes Platform Experience Deployment

 DEPLOY/EXPERIENCE |

MM | addon Librares
i Physics Library

e, B Al Library

user Sprver B

B VR Library i
P Standalons Libray S
Complets Library

P8PE Solution

ARt E

B 2.3 Virtools F&iREREMEAD

2.1.2 {§iJi] Virtools JF & i1k
BOF WA 09 W E B B RT LU g R 4 Rk By . WPENE R P RS R (fu

M &R Virtools A MALEMGE, hip./fwww. virools. cony en/solutions /.



W2® Virools AN

ERARVEW ., AEVE. CFRWES) MEEAMAH G LRI 28 (LRSS
WERR B R E B BOR ) o 7 AE WeAR BT Aot {6, T SMOE— RIS, i e R
FA I A REE LRG| A" . IR AE B RARMBEE (A
i), BRmbiE Yf AR R, SR MAYN SR EE. RELRFHRBREAR
(40 Shader) ZFREABSZH T 5%, X — L, SR Virools AW RBORER ., X
R B A R A WERR S | 98, S5 AF Quake 5K Half Life iR BIHAEHOR, HE—
ARBOR AW [, Vintools 72 RERY i BORURA G P8 A/ INBR /S, S 0 o] LAAR Ji8 5
MRS R H RIS, JF HABS SRR R Z R AWM BAR, By KT
vty 284, F5h, Vinools X T i el 57 5 A0 =4E8fF (0 3DS MAX |
MAYA) #RECA RIS, AOTLAR B B8R R, o] LI shisfs B % i
BT BFARZ M o

TESCERI B LW H] fF o, Vinools 1 AT “tREBE R M P30 MR,
PRkl o R TR AR DR R A (PR ) siEHLIF R IF R (EBFRFFSL) . Vir-
tools ] #EAL G R FOE B ZAR BT R M FAEF 2 S M, Bl Building Block Bt i A]
PAgERF AR MR, AOUE S THRERA IR, FH Gl a¥ R FE ST iy
WIREFR , (2 A REAE S A i AT — S K HERWRARAE . Virtools BEEK B T 2%
OB, AASEORBORICH . A R BGd A T . SDK FF R TS0, wT LA R M
HAR Virtools AYHRAE

Virtools {& F#1%

AT E T Vinools Dev 4. 0 p9RfER 0, T2 RAMRENE, e
WS 1T F Ak .

2.2.1 Bt om0

WP 2.4 fir7R Y Virtools 061, KBTI i, MERARE=1T40. &
A LW a4y, 4% 3D Layow MITHAE, E=4H W B 11 ( Perspective
View) SAJLATIW SR, HH P BR S DEETRE, MEXAEMN TR
Ef g fEdL 5 X 3D Layout i), (U Mk, DK, MEN
S IhEE.

Riih FMEVE RS, f14% Data Resources ( ¥F#) . Building Blocks ( [ 4<#
$) . Hierarchy (#4f7K) SFMIAR. 9% I8 i AR mT LA FH ok 95 8 0 b AR Wl 1 v 6 B I 9 A0 4%
PP AT IR, Building Blocks (fHFk BB) 4[] HIFSHFHL T 47 Virools F 7 it Fy i
e, [FEANTATLLE Al IR A H R AR %5 . Hierarchy {41 F 248 B 5% Bl By
A LRECFH ARG ECR, SRR E AR OCHK, oTRUE (1%



B24 Virtools B

T A ERAE AR, EBIAR R E F, Hierarchy HREA BRE, TEAE
Editors L HHIATIF.

REFHEHEES, 105 Level Manager, A 4% ( Building Blocks) . VSL
( Virtools Scripting Language) {RESH%5 . EIEmRMFA WKL R ER. Level Man-
ager ft Virtools FEFFAYBEIRM YT AN, M4 55 F1 VSL {URD 4 B2 tho 88 2 45 30 F A 4H B
mitR P, Auributes [HAR BT A BT R B0 R, MErAWE, @0 3D Object, Ma-
terial , Texture, Light, Camera 3¢ B fIHR, HAREHLIRENMIEXRRET F.

2.2.2 3D Layout 11

3D Layout = =#EtERAGHIE 11, WP 2.5 frs. ol 2000 T B AT ASRHE L b Y
Wik, BT Virools XA “FriLBIAT" B9IF LB, X418 0P ERM SRR
HERCR, dugiE “EHE R . HEESUREIE R AE ", 0 3DS Max 2 Ma-
ya, TSI T PR 4 R LT W 0 O B QUT B AR & . 3D Layour tha] DI AR R i L
WA, BIFE WA Perspective view (EHA) . Top view (THHLHE) . Front view
(Hi#LPE) . Right view (Z-#R[) . Orthographic view (JCFEMME) LIRFrGERFE
HY Camera (HERPL) A, L 3D Layouwt b7y FHERBLAT LA T Y048

Virtools (1] P4 4~40 ff1 o] LAHAE B VE 75 22 R G U048, (B IR ELAE Rl xRz 1 rid A4 £
th kil e B E AT S B s, R BT f A % X Camera (R
b)), B ATENF iz T IR BRIAE T Perspective view 47 .



M2| Virtools A EREEE

2.5 3D Layout ®10

2.2.3 LHRmk
THRESS AU ES, b ok “EHERETRA, B8N
“BEEERETRA”, B8N YR TRA”, BTN “WMmRETR

41", FEsE— G

2.2.3.1 RAERHELRE (4l 2.6 5 F) -

B EF RIS ALY Select (#545) MK, 23 B0 S IR 12 6L F
HWES KA “EHYE, MEFE DKL 3D Layout P ypyis H2.6 &R
B, TR ORI, RGN B, AR RbRiRE RETRA
S A BRI  B PH

oh ] QURAOHCHILE Lock (BE) Shftedl, fEETHBkGE, SEdk (8RN
KRGS ATLABS I A, MT R AR, A ERER G — T
BT (&R IFR8) .

LAHMERRRE - EREN -k, TR CERERS" &
1, FERIRHESE SR BHR, oF LG, B BUR A
HHaEh bR, B APRBEITHE . iR R T L “HE R4 B
B R CHEEESEITE R FIRML 2 1T e

2232 #HEXMBRELALE

BESAME T R, W27 fiR, Kb RasBe, . 0
GH=M TR, HAEGRRTRE, 8T SN, M7 BE

BATRA X, Y. Z0SAEE, W 2.8 FiR, RRMNE: RRETIRE
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PEBk PR 7 AL b et b — 8l L, WURZEBSIRENBOSE T X &8, Pk L%
X $hiti7 83l .

WEATHB TR, REBREREE-T2D FEZE, fF “X+Y", “X+
2", “Y +Z" =AW, 2.9 Bk,

M2.8 X,Y, ZHWBERE E2.9 FmR{ERE

FIATEA T, R ThsER, TS RALIRRN World (HHR) AFRRK
# Local (A1) 445, P 2. 10 FiR.
G —TRE=AMACHN TR, mE2. 11 Fis.

210 SHFEREH E2.11 WETRSE

ZEMBEBTZAR A THRK Snap Tool (B TH), # WK Snap (RBAKHA),
£ 3D Layout I, &8 —EEEn, 2 830RMEZYERm,

R ERIOR M ER T 2w A YRR Tk, i, BT ERRENE
ST (Children) , WIREE 2. 12 PspiiiRE, HBshESMNER, FRuak
#HHE; WARGEHE 213 FURrEIRE, B, FREALZIPM,

212 EmekFoE M 2.13 FRmskT ik

PE 2. 11 A da A M PR B D Rl Al BREE UL, 7E 1T BEHE M4 ORIE R IR, S8 B 8D
O HERE S iR pg bRl £ B NERE, HEREARFM.

2.2.3.3 4k

W 2. 14 FroR, T R4 FDEQE 3D Layout ik, M3
HM LB THK K camera (FERHL) . point light ( SEH) . 3D Frame
(Z#IBH) . Curve (Hi£R). Grd (FH) . 2D Frame ( —#JE{K) .
Material (#4f) . Texture (W5PH) . Portal (f£3%[7]). Video (¥4).

M2.14 Pl
ik T RE

2.2.4 PAEDTENE
ABURSTHE (Building Blocks Resource) i#f0 & 7 7645 28 B A i) B
|94 Building Block (ffiFf BB), BT Virtools 54 BB, WA HCHEH BB,



®2W Virools @EAN]

2 BRfEd S, A 2. 15 Fir,

¥ ol R G R i ﬂi" i £
B BCEEE TR L e ¥ i e e i : mmwwtmw"m
b Camias T e ey e mnim it wlwunm _

f2.15 Building Blocks [t

Firfa (9 BB HRE T 101 CE MR 9 H R 2 b, o] Rl - K AT R R,
> BB MEFHILAEAREE, WA 2.16 FixR,

H&m T

BB T L '"'"'M

.LW ﬂ: ot i GO 4 5y

B 2. 16 Building Block % i &

Hoer, Category (432) R BB B 943 2 sRIK 4 512 ; Behavior Name (474
%) FR BB AT Apply o (N HF) FniZ BB af LI A FHbA X8 699
k; T Fmix BB Al LI4E5E HbR (Target) ; Description (fifif) #<i% BB ZhiE# fa &
AR ; Version (FA) FiniZ BB MRRA(S B Author (fE#H) FRiZ BB MEH,
fiT A Virtools H 47 BB f{EH#EE Virtools,

¥ BB #4038 3D Layout 5%, Level Manager #1984k b, T 14 K28 4 5 fin Bl A 2
Br; ¥ Shift 5 Cul 8 + BUbR 3T AT LA 24> BB; ¥ BB HEHE LA MK &%
KRS — AN BB, FZWELRAMA, MeashflE a4,
RZBBAWERRMSENM A MRS O, Wl EER BB i % 5] 4 i
A (Schematic) THH .

2.2.5  Eb

Resources (Wfif) WiAREH “HMEHFE", BFEARENHZRE A (Level
Manager) 2. $IMNBPREFABBREAN, oL HER SR Import T, {HAE Im-
port R ETHHBEHRMA S LE XA MARES Lk, RS TN,
Resources (AL RT L4 ] SIS B B FP ] B I BIM PR U260, M = MR oo




=Rt

ISEBEARF, R T HEHNSRE, 25 . omo” AL (Virools §
tH PRI RYTINE, o S SRR HE R Zh BE .

BAOANEL T, AP EeER Virools Bfi 84 H #F Y BT IR FE ifii #i—— VirtoolsResoure-
es, NP 2. 17 B7R, 38k Y0 35 8 0 HE v] LA T i 451 43 28 X 1, A 8 050286 U ST 148
A, [Ale H AP AR Z Bl o nT DA AR H AR R R Z MR, W0 Primitive (B4 =4E
k) . Texture (SUHENGE]) %,

M 2.17 VirtoolsResources #¥ il £

Virtools [ 47 ) Shader i1 #f 8% 5 ¥ 7 Materials/Shader Materials H 5% F, I 2. 18
Fi7R. BT VirtoolsResources A0 & T #44 [ HF i — 45 2y B 0 (i F 53 4 o 6 7 7
ST, PrIEEAERHE.,

[ 2.18 Virtools B##) Shader # iR



®2I®m Virools @EM]

BE T Virools BAFAIBEIE, MABaTLIg®E THEC I_
B BE MR . 44T Resource | Create New Data Resource 38 Cpen O
4 ME 219 Fin, e R AR R T e
infe M 2.19 Resources ¥
PRI PR R T IE S (BEEE AR . rsc) RLRY BEIUE R 4 R AR S0
¥, EHTHEMAEANHAMLUCRAR VIR, HRERMGER, F S H 5 R
SCUE BRSO B R, TR T XK, P A BETE Resource AR P IE# 21T
WHRIER. RS20 EER, o] PLf 34T Resource | Open Data Resource 3§
firdeo P 2.20 @R T —A BE LR BEIE .

B 2.20 FPBEXHHREEH

2.2.6 RERE

RAER (Status Bar) {0 FHEER T A, W 2.21 fiR., EREFEEF, Selection
Name (GEFMELRR) Fom MMTETHPELZF, Acton (S1E) For MaTMEMAMT
HZFR, XY Z Coordinates (4:85) #7% 3D Layout hBip¥yikng =44 47, Event Log
Information F/R 34 H {5 H , Restore Initial Conditions (¥ E ¥R E) R I1HEE
HOFK I DRI ERE (AT EHETHCH B E ) . Play/Pause (B HH) &
7R AR AR P S T Y . A il AT DA AT (B ¥, Step One Frame ( BTRE—®I)
R —WOEE .



SNt

R o e e R S R T R
M221 REE

2.2.7 RAREERR
ZRE AR (Level Manager) R R/RMRTAMABHAMER, —1L
B E 4 Level T, {HAlRE2 @ EJLA Scene (i) T, WM 2.22 fiir.

[ 2.22 Level Manager

Gt THA FEARQ RS R, 28 EHFENYE, 223 xR,
MZEBNG N LB FHK D Place (M147), Group (#41), Aray (#(41). Scene (47
Bt) . Workset (TLYE4) 0 Script (BA) .

GNP 2. 24 fi7R, Level #H RIS #EA Level 5K, Scene 24 FH e ME I
A FHRIRBERFANSR, REEM—HRE T 2 H3HIEA Scene
BAGF A ZH B

B2.23 fiRIAS 224 FREHE
GpE 2. 25 PR R AR B, RAREIEIT A%

SO = ) ) B0 S M o A W )

225 WEEEER

® Name E¥IETAELZFRI)E.

® IC (Initial Conditions) F/RRERE T WMHRE, HFRPHEHERE THRK
&, XEBRXSHEE.

o Visible F/R P IEA) T PR . AT LAFEF i =R P Ul #e: AT, AT,



W2m Virools @AM
A L B AR A a8

Activate At Scene Start 275 Ji 75 7639 ST 06 ) B B80S o

Reset At Scene Start F/R 75 £ 3 STt 9 0 5 OB GRS

Active Now 575 4AT#GHRE .

Priority {564

2.2.8 MARPRE

AP (Schematic) FH AR . M\ M Debug WA, InH 2.26 FiR.
ARk A" MERLIRR. —TEAAREANRS, EMENAL, BR
THAZRE, HWAFRBRYDESER:; GWEMNARAE, d@ Building Blocks # 1.
ETFHANPBEREGMMREYREYET.

H2.26 MAEEH

3% R B B 1

Virtools BLA “#i8:0" MVEIRE 758, Behavior Graph M4 5 Jy U LA K “H)
B BT, AT BRI ST U ARSI = 4 Sh B R B AT BT
IEL S OE )

24545 46 308 3ot — 1 i R D K R Virtools UL ACHRE . 4R P OR & AN R 69

VMRS 0, HEili]—2 Vinools B % FHZIAE, KBV —-THAMN=HLH
Ik VR

2.3.1 {IJF Virtools Dev 4.0
Virtools BRIARY Wi AR RN 2. 27 fiR, MR BRMAR, I HOERYT L
LW X H



IR BRI 2 Virtools, Fma[fESH M, KT HERMEE, WA
2.28 fif7R, $A4T Options | Reset Interface fiy4, M5 A 5 8 BRIA ML

Ml 2.27 Virtools Dev 4 BLiASr - RE

B 2.28 #H 4T Reset Interface iy <&

2.3.2 mEMERMAA

#E A Virtools /¥, 7 L ffiJ& 3D Layout ( =HEFIYE) #F01, tniE2.29 Fim. 6T
A =HEREF, n3DS Max, Maya 55, #F 24 250000 A5 75 8 90 0 RS 28 A9 = S AT WG
#i,



E2W Virtcols MM

f2.29 3D Layout ®[J

B, fERmA EMER VinoolsResources B IRFR4SE, X HE Tl % T f 4 Virools
Dev4.0 HAFAYEI., fE8 O AWM S MY (Category) N, FEHL 3D Entities | Primi-
tives ZE91, FHAELMESE “Plane 10 x 10. nmo™ , {NHE] 2. 30 Ff7Rs .

B 2.30 7 VirtoolsResources 5% 3 i

ISRV HBIAE 2,30 Frn s, W EREENE 0L EANER, £T
PP IEHE Thumbnails (4RgH) IR K, Wl 2.31 R,

M2.31 ER#EEMESR



= bt

R ZE 4k Plane 10 x 10. nmo f B 65 -4 2 Z2 M9 3D Layout (=4I
#|O) h, MIFERERUERSR P T, mE 2.32 PR,

C E232 ESBRRMATLESE

BT ERAXRIEMS, b FEANE, XMVHEEA =4 . @A 3DS Max,
Maya SFEUSTEC/AE LA BRIAC IR, 76 a8 it i LU B2 0 d AL BOR . (BB i
T = S S R 2 H ShER ORI, T R T shEm.

7E 3D Layout Ze ity T R iR, HdrkT M ARAIEFRIRHEL ( Create Light) , #nfH
2.33 s, =HEHERPHIT RO, R B aRAT AR E =45
PR, 2. 34 B,

B 2.33 j&$% Create Light TR B 234 HimxEErBR



W2m Virtcols @AM

5[ ed T Jr# th BL—~45 A Point Light Setup Wit , A T8 BX A SOEH
MEFRSHABEE, FimAMX AT R New Light (@737 8 ) Name £) ,
A YEURTE SC R E e B T A R R MR, TR R T
WHEATHOR . SECHEE.

T Z AR i (Material) 2288 7 —EMAH X (Emissive Light),
Ht e AIET RO T s H a8 (Texture) , BB 7 %0 E B — 4~ M i £
B (Texture), 7F VirtoolsResources [fij #5447 Textures | Materials 74, HEFELHM
() wood floor2 256 x 256. jpg LUFHM, NP 2. 35 iR

M 2.35 %% wood Moor2 WM X #
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Z¥0] LI P Parameter Type 1R 250, EA/1#EATLL E3.113 Set Component BB
it Set Component FETILEMY, 7EIX HLAEFAIMRINNI S WS B A Vector
57 Vector, UNE 3. 113 s,

i TP LS HBLLE Z = 1000 by, PHiAEX BH Set Component 55 =4~
SHEE N 1000,

PR EfE e X, Y 9P Random BB ) FRRAIFH. %% Mountain 5§
Rk, BEBE X MO, B aT LA ——F RS Eh TR X ShEsEh
I A T RGBT Mountain 4 BR(Y X (. QP 3. 114 Ff7R, 7€ 3D Layout H &)
Mountain % [ fiifie £ i . SEHUET X 545, W 3. 115 fin.

M4 BESLUBHBETES
PS5 Random [y Max %%, &l 3. 116 Bk,



_ Edit Parameters: ™87 Y Random

315 FRlFERAAMCESE @316 @HE—4 Random BB i) Max S8

fFILEL GRS FRF X @R mMIENE) Eeaxie, X aE/Mi
i g Max (MR %, BI -23, #HHHAS —4 Random BB ) Min —#%, SERH—1
Random BB A9 .

T LA E A s Y A bRBE VL RO M, FURX KA IR Y Bl
EHESIF AR X ShARRE R PR, TR RIe e AE . et B R 15, i 3,117
Fim. Fiifth -40, 3. 118 Brs.

M7 WIS LUBHIEELS E3.118 WESLBHHERTH
Wi 1 h S S — 4 Random BB, #11[& 3. 119 Fim.

—— T,

ox | [ Appty | | Cancel ]

3119 ¥ %¥—4 Random BB {88

W5, S —1 Random ( FRBEHL X Adr) M¥htH SiEH 2 Set Component )
F—THWASE, BB Random (FIRBEVLY &45) w4 HSHEREE Set Com-
ponent f958 “MEASH, HBE Set Component #5 =MRAS BB E N T 1000
(Z Ae¥5), SERLRYELE A 3. 120 fix.



BIm HANEE Bt‘i

B 3.120 BEPAHSHELE

SEMBEYLAL PRI, K Set Component fy#ith Z¥ (BVLRIRHILER) EHEZE Set
Pﬂﬁitiﬂ'ﬂ H‘] Pﬂﬂiuﬂ“ m)\ﬁ-ﬁ- mm 3- 121 E’fﬁo ﬁﬁﬂﬁ%ﬁ; jﬂﬂ 3- 122 Eﬁﬁu

3121 FERMILES LSS

B 3122 MERAILEEULETHR

(AU AL & RIRETLERS BAGE, 558 AT LALER 23 1l B A f6] (] LR & — 2
MIREPLYE, DREHLIEEM R, BPH Delayer AYMERAYE] 1 Random ™4, RAEMANES
¥ S WA 3. 123 Fld 3. 124 frw.

H3.123 MNTTLBENS



(x| GWWED ( Caneet )
H3.124 BEHLEIRATIEEM Random BB $8

M, ATRUREE B O A0 B8 55 500 0 9 45 T8O DLk B0 A RO, &t il
5 IR TR S o] LLTE X B4R $1) CMOs \Plane \Plane_07. emo.,

3.3.2 E¥EMBAO

TR SR ENBA. ESFE AR AR, R 08T 5 el LIGEHE
Bhhmee (PPl HG8 Y Rhieht) , PRIHAT L AR 40 B A 52 i O R 05 45 WA LA R4k
HRWRE.

A B B ) 9E 08 S0 & CMOs \Plane \Meteor. nmo, {# [} Import File S5 AH(KY, ¥
HE®, XHMIEAX, FREMGERE (SFEI—8), WA 3. 125 fin.

BE 3.125 BRHEH X H Meteor

2. AWM EL S A
E Level Manager 1, ¥ Mountain ) =/~ Z & il — it &5 Meteor, NP 3. 126 fy
N #§ Level Seript “BIE#%5 11" & —mHELR “QLIEHRA", WA 3. 127 Fik,

< [ Level Soipts
:Mtw 2o PR =W
I
3126 85 Mountain B2 & Meteor B3i127 EHEBE
3. FAMALN

HARHA “QIERA" WA, X BT EE Object Copy f Original EH % Meteor
(JLHd 3.128)

B 3.128 4§ Object Copy BB f Original i\ $8



WIE HUaRTME

RERRREIFZ L X, Y FYISGEE M R MER AR X, Y SEEE, o
P 3. 129 FIp 3. 130 B

Fdit Parameters: MERE  Handom Edit Parameters: M& MRS / Random

A 3.129 % —4 Random BB )\ $8 A 3.130 $—4 Random BB )\ $¥
B A A 7= A o) e (R B T DA A T — 2k i 3. 131 FRR.,

(0K ) [ Apoly | ( Cancel |

B 3.131 FRAPEYLA E E R

EPRIEARBAR “Bsh" HA, iEBOH B EBERAE —EREEYLTE.

M3132 MyBAERhEEME

FEM 3.132 A 3.133 From 9 B A s B A 8 — Wi B e & B E Y
(0, 0, -L5)ECHEENLEY (0, O, BEYLEL) , BUAP] 1 BEVLE 33 HI2OR o

Bl A B A br il o B2 (0, 1, 0), BUZEiLRese A prfhtbil™4E, I
it A Set Component $#8¢ =4~ Random 7= 4 — Bt i, F 4% Random #9
WS PCERIBR Y Vector BIA], NP 3. 134 FIPE 3. 135 s,

Edit P armieter

Edt Parameters: 8 | Handom

M3.133 BEVIB3HEE Random BB $8 3. 134 BV Random BB A SR AR
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Edit Parameters: H41EY / Random

B 3.135 BHYLAE$E Random BB A £
H G A BELIEFE B A qnE 3. 136 F7R .

B 3136 BMtMEEMEE
AT LS 248 5 P A AR B, AR ACR , i 3. 137 i,

B 3.137 BEFKNR

2 A T 30 0T LLYE CMOs\Plane \Plane_08. cmo 3231,



W3 BRRBHE
2% B

ATEH S 4 M 3DS Max th G} Vintools i) NMO U 8k, M4 T A
HvEsE . BEITE. W Specular LI RBH M i, BE=ERESE 1R
BRI HEA—L IR A e . XN EREAEENRES .

(1) BB Bl il R 5

(2) AT56FB R Specular & S JER A ;

(3) PiEZE gk R X R;

(4) Initial Condition (IC) M X St

(5) Building Block #8438 35

(6) MIAETTHIIEA i,

(7) BB HzAa A,

et —Hm%Ed, BT #E LB ameeE, eN8EENRmMER b5
SERMPEK, FHASE RPN, XETEEAEBOBER.

(1) BhaSPRRIBES LI BRI i

(2) Random BB;

(3) Set Component BB,

=

I =i M\ 3DS Max 5% Maya B P 3t — B, T A Vinools #1718
B, SILABIRT M BRBCR.
2.zl CHLIR P A E B R, AR BEYLYE S R AR BCR .
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$48 REHUED

Ber e AR sh (R LA SRR S | TR MR FIAERA. K AR AR AL
BT H It RAOROR, FI P EEE TR E MRS, ARSI SR
MK B A E Tk SUASCHL . AT/ 4] Virools BLF RS (Panticle System) BYHH KA
R, HEEAWREIENTE, MERENSERE A,

BNl 7
BT = Rk o R AT B MR, A WHIET L — REMMERIEA, ¥

Virtools s (PRI T k. o] DA AT IR A4 i) L# X CMOs\Plane \ Plane_08. cmo
pigar

4. 11 FE5 kL i 2%

AT B — R TR R TR A5 1L A i 1 o ST S A RO

1. # H Level Script

FESHATR TRV 20T, SooeH — SR LS BIAC Ly (1, 76X LM
B S0P KR Level Scripts XM, WP 4.1 FiR.

T W e

4.1 XHARGERYIE Level Script
SR 5 SR Mountain I EF B RARE (1C), A 4.2 FiiR,

4.2 §E R Mountain

2. #73% 3D Frame
KT AR SR R — TR TR RE, TR EIIREERS, AWrE T mEaR



1
LES S 1 0 bt L

Fo fE Virtools H, G HHEL T M 3D Frame fEABF RGAREIE,
Virtools 1) 3D Frame J& —FHF5K 0 =Wk, E8A
Mesh 254, R gETE R, BIEEAENRETT RN &SR
3D Frame, tLa] LHEEHSN—F AR =2 A 5 —1
REFEARIE. EMRERE, NTRENEENAZ—.
el — 3D Frame, £ T $idi Create 3D
Frame f61 ., 88— 180 3D Frame, E 4.3 frw, B0 e

it

ABOHERS . BESHRIGNIC, SHRE =AYb —RE. BT

{f Level Manager | Global | 3D Frames T 3% B §r @t f9 3D Hd43 FHREIN
Frame, A ERMAN “FEULTWHEE", WE44 PR, 3D Frame

TER R LR B AR (Hierarchy Manager) 1, 452 XIF S ILAFxI4, W
4.5 Bos, LAGETPSS e & W af dt T R At .

M4.4 @ "FTRLATHHE" HE 45 EEBRXR

# A 3D Frame Setup fi#, #§ Position-Local 9 Z (Hi'H % 0, % Y {f, {# 3D
Frame JE TS IWEE TR, 4.6 FME 4.7 iR,

R AT

4.6 EH3ID Frame EFZULTH 4.7 3D Frame {if B&45

3. 4% 3D Frame $# A 8-FHH B
KN BB UKET R AT A, raN " KH WS A% o K Building
Blocks | Particles H 5% F 1Y) DiscParticleSystem BB i 8 2|4 o 334k, & 4. 8 FirR,




=gERieit

BT 3D Layout HRfY) 3D Frame SMER 4 7254k, W 4.9 Fin. HSMNER—T
#&F, Y13 Perspective View i BE B A9 R Nk 4. 10 ffr .

XEEHNE “BANTRA”. HEREEmEMNARIERTAND, T
BN BT hERE, EATCLRRANR TR, ATUEEETME—T, A
4. 11 s, EEA/NL T AT A BTE b 2 R 3 = Mk a0 a6 AT, XAERE
TR FREMHE.

B4.9 SMNEMTERAID Frame [H4.10 TERHREID Frame M4 11 MHFHR

4. REBTASR
KT AR ) TSR, R iR RS . E 4 12 R,

WeH: “KWMERTE” =M mESEIE T, BT R SRR [ A S B
4. 13 F7R .

Orientation :
World Local
X: 90 0000 89.0900
: ¥: 0.0000 0.0000
. Z: 0.0000 0.0000
412 @ARRTENEAEAWET 413 RTFEFSRESE

EEFREMEFAOE, BaMENR FESQERERN/NTR, $TIF Vinools
Resources, 7F Texture | Particles H 3 F ¥ Simple. jpg #ish Z T EBPHBHEGE2 N

“CRETMEATRTT
ElIE A B R, Wi DiscParticleSystem BB, A Bk b SR, it



MW FANREL L

FgnE 4. 14 Bz ab s g .
Texture (BFOUPENGE) B8 KSR T

Initial Color and Alpha (GERHMEEWHE) BNEA (A =255 ~FEH);
Ending Color and Alpha (53081 JoB ) BOR4Lf (A =0 25H),

H4.14 HTERSHM

BT AT LA B anE 4. 15 PR fRoR

B 4.15 HFRRAR

EESTAORL T AL T T, B — 1 B0 it 551 5 A R R koot & 1 %) 98 €5 i 8 R 41 8 0F
HE.

A bEty, AR, WE 4. 16 BrasbiT s, TR i B8R A
4k, B Apply o] LURECH F 5 BUIR . He.

Yaw Variance N, A & 5T 0HR A 092G E

Pitch Variance {1 ffy, BT % 54000 #0926 AL S L

VRS R Ok A O BN T AA “HS”, W 417 B

416 NTFEHAESNIOE



=it

Emission 28I & R 80 .
Emission Variance Jy 45 YR F % G R A B fL (8 (39 I Bl AL
¥E), mE 4. 18 R,

M417 WERS
RN TAR

Emission Delay 4 B UCRE SDRL T 2 [ A9 I EHa, i 4. 19 BoR,

418 RFEHUESHORE

Md4.19 ZFHEAERSHEER

V%S, RPASA M MR, B — YR S AR T U D,
npE 4. 20 fR,

e 4. 21 B, ¥R TR SHGEE, K.

Initial Size JEiFRE A/, TmBG— R FHAEH BN

Initial Size Variance Jp¥ Tl A/ NVEMME (MIMBEILEE) ;

Ending Size N ¥ F#1F K/, BB TR THEBEAZINN @a20 wui
KAy My R E

Ending Size Variance R T4 (E /MMM (HmpiptE),  PMAnNR

M4.21 RFRISMIERE 422 HEN

WRER T, W8 4.2 B Ay
I 4.23 B, WAL AT, JEh:
Speed JpRL Ty KATHIE

Speed Variance ARIT WATHBRLE (RINBENLEE) -

M423 RFYHTHEESMIER




Miam EBPURR

VS XGRS RPE RN T, I 4. 24 B,

5. ZaFE Rl AR

T EAEFR P LRI — TR, Bk, ¥ “FEUKims” B
ABEE TR CH, A 4.25 Bz, FIPFZLI—#F, BRA KHrmiay el S
HEN R P aAaE, THREVLERE (10),

M4.25 XA “FELANENE" 424 BE

] _ BT TR
WIS, XM, W — TR, X e

FBHR S E br B BE R “H”, R R e (H 2
Hierarchy (9465 ) , Wil 4. 26 Fiix.
|7 Mown RS B R R i e ]
M4.26 RRMATHSERTHR

SRS RS L KRB A AR L B B T, HRE EIAR A T B AIBOR, R B
MRBEARE, WA 4.27 FR.

B 4.27 50 o BB R ) A Y e R
FF 3 a4~ Level Seript, 1P 4. 28 fias,

@ 4.28 7S Level Script

BT, PTEUE B8 — A LR A0 T — 1 K 0 ot 2% 3 A s 4 4 7
X, Wk 4.29 FiR.

4.1.2 BaE~E

T A1 0 UG g — SR T ROR

1. ¥mdhiairT A6

3% HURE B R0 P Meteor YR A0 0TAR, 1 ASVF 25 111 AR W8 B 2R AR FE 48— A4~
3D Frame {F 4B F RGAIREE
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B 4.29 WS AT S RO EOR

A Meteor Hil— A EALN “RAERF" . FEMAFHIN ObjectParticleSys-
tem BB, w1 4.30 .

B 4.30 34 Meteor i i ObjectParticleSystem BB
BTSRRI 4. 31 FiR,

E4.31 MR TR



wem swmann WAL
2. MAR AR

{E Virtools Resources # #f [ Textures | Particles f] H 5% F 4§ Particle. bmp i A 5] T
Bk, iR 8 H A ObjectParticleSystem ] Texture, 0P 4. 32 fif7s .,

432 GEMENTFVE

isfrilik, FORWIAE 4.33 Bz,
BRAER A L BT MR T R M &, HPA PR, A
4.34 firas,

E4.33 WA THERR M43 BEARMEETFHR

4.1.3 EHUEERR

TR AR F A R UL BIRR S PR FEBUR, A X TR
P,

1. #7 5 3D Frame

SHE WP AR AT, BAWERR '
—/>3D Frame fENMAER FRORORIK, i tmag B35 WR OB B
AR CBRRERCFROR" . MIHERA Ak B ET, i 4,35 R,

e A5 K it PointParticleSystem BB, 111Pd 4. 36 i .

[ 4.36 PointParticleSystem BB

4 3D Frame {08 bRiIE N (0, 0, 0), DAMEGESChRBUR .
2. MEAT R AH
HZ MR MR R —H, HRNIZ RIS E S ENSE (Texture), RETH



1 ()2 SHRERiE

P E . #%4%E VinoolsResources \Textures \Particles\ | 5 T ] ParticleSmoke. tga Jy £ #lYL
B, N 4.37 i, RGBS IR S EUR . BRI 2R I A 4. 38 B,

H4.37 BEEESRAEFNE 438 WEHR

R EEESE, E4 39 B0iZ % AP Maximum Emission F1 Emission Vari-
ance AP H N 50, EME LEEE PR TS N 50, M—IKE SR TR

Pl P mveeber o BHE - Poud Parlics Tystern

M4.39 MERTHRSHERES



prppapnp——t 103

oy S0, fEWI b AT LA B bR T R 88 A AR T H A RZ ATARRE g, i
“—TF—TF" MRS, R T ANRBRTHRENEZE, hTRENBRRRE -
My, XFEET B,

AT ik RERE WK, ATLABUEMIAALE PointParticleSystem BT J5 i F — WK
A% BB, XFEREMEE A RE—I.

H4.40 FHEXANTHEES

nPE 4. 40 BB, B oAERFTERN n b R
% Off, BPXPRT RS, Wil LTI E % EHZ--_
LREEIR, BUAMELREEERZ 0, HR/A KR, K
Hidfy 1, #R—wiaER, meE 441 fis. M4.41 EHRIERERER

BT LIRS, BT HERAE T -WEEIET .

3. mEAEBHEAL

TR 52 B ) 69 B R 1] T O BEGE B, R A 4 Aurbute (JEAE) @Y
BUE .

Ve B ik, Mokl &i&E. 7F Level Manager 14T JF Ground % % ifij
M, A MAY Auribute 3281, NP 4.42 R, HEARMER