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* “Curved PN Triangles”, by Alex Vlachos, Jorg Peters, Chas
Boyd, and Jason Mitchell, 13D 2001.
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*  “PN Quads”, by Jorg Peters, 2008.
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Figure 3: Phong Tessellation principle. Instead of interpolating
normals as in Phong Shading, we interpolate projection onto ver-
tices tangent plane to define a curve geometry for each triangle.

- From Boubekeur and Alexa, Siggraph Asia
2008


https://developer.nvidia.com/gameworks

dfl
o

1

g

1

f

SEHE-B-a0l10

-
- < -

O
2,
=3
]
@
Q
3
0
)
0
<
®
0
O
0
-
7

.)—A/L
~M%ﬁ>Mﬁ%&E

AN X e A = 4R
R4t

i Th]
=T AR IR

B BLVE

Ssi3elelelicleteses
Boubekeur and Alexa, 2008

2 LI R 1

%



https://developer.nvidia.com/gameworks

J
At

0
1

\

1

o TR ER 2T A I T

— Catmull-Clark 4153 72 N T B 52|
YE DL L REZ AN A T HL

—EETOVUAE A TER RS R,
7[‘%[ &b eEf =M

Uﬁ‘ﬁﬁlﬂﬁ?@

?H'J]\T/\IE ] ‘—# ‘E:E/Jﬁﬁ
QY=

-850 11105

| o3
P

Sl

D hsiadojenag awes eulyd

~
l/



https://developer.nvidia.com/gameworks

‘11
iy

o NI R — AT

— EH VU T = = Yk U1 SE R i T BR

— A HIUILIE =2 VUil Fgregory

SHEHEI-B-81 1] 0

— = > =M gregory HITHIEX

Qusiadolsaag swes eulyd



https://developer.nvidia.com/gameworks

J
AN

Ve
sere
0O
ta
QE —A> patch B | HEELHTS | SN | BT R B KGR E
3 mEPB'JJﬁ)—R %%JA‘B’J%I B E
mq: Bk
QE Phong i B E R EREFE5 D
< Or Or (AP N EY (4
5% [X 15
}3 ' PN 3 1046 A B Bt F T ekl 22
| M Or 4 Or 16+9 an b B X 15
JO Gregory 16 to 32 15 AN ZBALT cC 45 A4 Al i

ACC Or 20 [if]
o ARIMEE S E AKX BT
Patch [&7T AV T 5 &Y

HH E EZ 22 il M B9 11 &L (in Hull Shader)
B _E B s 89712 (in Domain Shade)


https://developer.nvidia.com/gameworks

Y
3

DirectX 11

R 1 | I E B- [ 3

China Game Developer ’5)



https://developer.nvidia.com/gameworks

NS
(Rl 52 f& B % > patch &)
R AES
ELNEE (TR RIE)
Skinning
struct VERTEX
{
float3 vPosition : POSITION:
float2 vUV : TEXCOORDO;
float3 vTangent : TANGENT;
uint4 vBones : BONES:
float4 vWeights - WEIGHTS;
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