- Geo VizVvs. Pro/Game PC3D-—
Estranged or Partners?

Bereft & Enchanted

3D Game
Content

3D Game Propulsion

Suspension of disbelief - reality & fantasy
Movies, player appeal, story values, relationships
Human cueing, evocative content performance
Leapfrogging 3D power within a price cap
~ Realtime, low-lag, photo-reality, special effects

Animation/morphing of scene structure, content

Shifting Innovation Magnet

Innovations in 3D game ICs, APIs, content
— = Talent- & technology migrationto-3D-games—————
Poor economics to optimize for Sci/Geo/Eng Vis
_© Tricky allure of falling PC 3D cost in volume
Fiction: $300 3D scaling up to Harmony, IR/Onyx

Sci/Geo/Eng-Visualization-Needs

Far-flung demands for modalities & fidelity
Physics;-molecular;-geo;-medical; materials; fluids
Accuracy in humongous multivariate data sets

— - Interactive visualization with data scalability

Geometry, display scaling - big data, rich formats

- Supercomputer scali

Game 3D Content
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| 3D Chip & API Trends (D3D, OGL) i  (Goal of Pro/Game Real-Time 3D

Programmable 3D pipelines - lurking giant
——=Higher-order surfaces; prog- geometry shaders—|

Prog. pixel shaders for local lighting, texturing
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Beyond Latham

<[ PC sim

—BasiC SENsor Simuration
—AGV. Sensor
. Calligraphic lights
. Global texture
~Flexible video formats - Screen- door transparency
. constant frame-rate mode N N . Fade LOD
~Toad metric Teedback ~Dynamic resolution
. Programmable gamma correction . Non -Linear Image Mapping
~CoTor Space transfation MUTTpIE TMage Supp! T
10. Paged texture memory 10. Overlay plane
TT. Ownship TTummation Ngnts TT. TTueTange 109
12. Coplanar (detail) faces - - | 12. Anisotropic texture

—Edge blending
. Geometry engine
. Genlock
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3D Laricls of Oceugzijor)

PC Vis Simulation Feature Library Scaling Up PC 3D for Sci/Geo Vis
- Extending game/pro 3D ICs and APIs

itecture = Deep data bit accuracy; higher geometry rates;
more image area, depth complexity, A-A; tiling,
S | pixel, frame multiplex — interleave mosaics;
del / vie ing for distribi derin




Sci / Geo / Eng Vis Advocacy Now

Join & help ‘em, withheld voice = no voice
——=Falling cost ® personal SciZ/Geo/Eng 3D computing |
Market dynamic - few niches remain unfilled

API strategy, drivers, Rls are key issues

| Think: leverage evolving 3D architecture |




