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ABSTRACT

Various kinds of tile-based ultra-high resolution display devices have been developed
by, for example, constructing display walls using many commodity LCD displays. To
represent 3D applications like computer games on these devices, one has to develop 3D
applications or develop particular APIs only for representing on these devices. If one can
develop a distributed rendering system using legacy 3D APIs such as OpenGL and
Direct3D by extending a remote rendering system, commercial computer games can be
represented on such display devices without modifying their source codes. The purpose
of the paper is to propose a new Dired3D-based distribute rendering system by
extending a Direct3D-based remote rendering system and to show its feasibility
technically by appling it to a sample Direct3D application and performing a few
experimentations.

Keywords : remote rendering(94 #ti®]), distributed rendering(¥4F #E &), cluster
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Received: Jan. 11. 2018. Revised: Feb. 18. 2018. © The Korea Game Society. Al rights reserved. This is an
Accepted: Feb. 20. 2018 open-access article distributed under the terms of the Creative
Corresponding Author: Choong-Gyoo Lim(SungKongHoe University) ~ Commons Attribution Non—-Commercial License
E-mail: cglim@skhu.ac.kr (http://creativecommons.otg/licenses/oy-nc/3.0), which permits
unrestricted non—-commercial use, distribution, and reproduction in
ISSN: 1598-4540 / elSSN: 2287-8211 any medium, provided the original work is properly cited.

Journal of Korea Game Society JKGS | 115



— Direct3D 7]8F 924 23 Ay A8 —

1. M B shdel] Wid ®dol rHsatth Y TA A g

He] ®AE fldte] 7€ 7led PC RUE9 9

AA A AR e M 84e pAse BE de sl wHe  ZEH(Video
210le] FLAS ol dEA 7% the 4  Splitter) ¢t 22 FAE FEate] diifE 27]9]
= A Al d Eob 1Es 1 whob g Hz=Zdo] Aol Fdska AvH4l old g W

738227 (Virtual Reality Environment) 714 S8 o]
ol hEAoRE= CAVE(Cave Automatic oA e gaol oolx FAe FHo]

o] ot

Z

Virtual Environment) Al2=%¥I[1,2]°] At} 1992:d e e webehs Wy o s
SIGGRAPHeI A %< CAVE /o] TS T ZRUHEEE e ot taEgel AAE
om o]F @& A7} XdE o] iR tlo|El ] Zg3te] xR S TIFoRH A
3D 7FAE}, ool B4 2 2D dlo]He] HA ¥ o] #FoAAE e FAL AFE AT A
H 974 ¥g So] Bad vhts Hopdx e olth. thitE Hz=Ede] FXE #8357 915t
H3 gl AR %7]1¢] CAVE 7€ W I &

2AE txFde] BAS o)&ada, olHEd F

B AATE Alz=dle] 43 9 ALE, A FE

o @Az g

dge Angon mAL &
Aol wep diwel LCD vsZeo] 3AE @
g9 WAo® ARRARY 7%l BAsAT

AFE wa ohle, A=

714 YR 3D dHe]

® | 913k 3D ¥ APIZ OpenGL
Adsta ek o] 71F3F ZT3Ad o] Hojuhar o]
GLXS Z2 94 agdy 7ol /sl 9l
wiZoll OpenGL®] A&l AAxgg Adg o]

=2 oo T

N,

[Fig. 1] E—sports venue with large tiled—displays
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[Fig. 7] Partitioned rendering(server #1 & 2)
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