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—. BISE (1970—1989) : KZBLTHAMNI, FHAIERAF

1. EHFREEFRR

1977 4 i Atari VCS/2600 2 128 #7945 RAM, EHIA K 5 HHLRIN 7 B BAHIE ; IXALES
EREOR, AR IR RO — Ak R i, [S001] 1981 4 (Donkey Kong) HY
TR EIZFAREEER T sprite R, BREA. B ROM SiCGREF IR ERIRMIL; KITH
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3. SCUMM: M—RiEZiBEIMAz—BRE—TAMGR
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=, 1990 F£: S|ERARIGR. RN, AERRNEAR™m
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3. 4wiE28. mod SEIBHABAAFRER

1998 4 (Unreal) FM &R, YEMEH beta Unreal Level Editor, Ft%n] DARKIVE# >+,
[S027] 5t[F}, PlayStation, Nintendo 64 FEH TEIYRFAEFAE. B 5 FEHIAHE,
[S032-S035] IX#E7R TIELLE A ESL:  “BFER” AURERME, tR2vir. SRMEmIGH
fin) il
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AR 2002 F1 DirectX 9 Beta A2 vertex/pixel shader 2.0 f1 HLSL FI A#211, [S036] AJ
HIEE MIEMEADE A B 2EE, HENEBNMELS T DIERRR . 512NN
shader B, MidwiE. HWIFRLAMAFRBEFRRZ, 2004 4 (Doom 3) HIERSCHY 57 5L
IR WG — BB EHEIR, IR /B IR pass. VBO Fl stencil shadow 8 HHL, [S042,
S044-S046] XL RIER T RAMNEE, SRS E A HEAME,

2, “—RMBAE, ZWHRHN RAERSR, BFEEE
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Crytek 2002 fF/A & N A CryENGINE iR N ETase, BA/HE, Mg, YElS S el v
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Steam & Source SDK Tools, @4 Hammer, #BREFEIRMGIFE T HE, 12 HHEHXMA
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Faceposer %, [S039-S041] Source HE X H AR FEEB RN, maElpkils. He T,
mod iS5 Steam 3 BRI A

546 (Unreal) #| UE2/UE3 W7 sEAAEE “TE/R, FFRE AR, fERRH. EXRRA” FHEE
%A H . UE3 Al 22 A2 2004 R, 2005 4ERf PlayStation 3 SDK 2t
PEAEVFRT N, 2007 4R BUEALCE &, A RS — M EE A R — “ZfmHE” o [S037;
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EA 7£ 2004 “EE AU Criterion/RenderWare i, BHHaAIEAkSL G HANIT & Z VAT RIS
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IR RGR T, TN R JE SR PO KA, SRR £ 1 4
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Heshtd Nk AR, (HARERIX — IR T — A
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NVIDIA Omniverse Enterprise F 2021 4 11 A#t A GA, EAM 7= 3D FAFMER T/
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Ko Source 2 7E 2015 ¢ Valve E Al content developers #. 2% 3 & 1 Vulkan-
compatible WA, (HIXARET—BATF FEL FFIEBEBIC AR R], [S107-S114]
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Unity #J Runtime Fee F/HERER: S5 EAFR™. W, KAMKL4ES, ENHAER
MeE, BRI, TN AL : 2023 FRHHFAE 9 A 22 HEEIT TR, 2024 4£ 9 H 12
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W3C T 2024 %1 WebGPU 5 WGSL 1 Candidate Recommendation Snapshots;
XA Recommendation, tAFRRATANEARAIL S CE—BEF:, [S094] PlayCanvas
W5 E R WebGPU B2 HRE WebGL2 fallback, {ERHSEHEHE AR RIS ICHIE,
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M7 AR ;
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computermuseum.de/2600.htm
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625945.html
- [S004] Hirohisa Komanome. Donkey Kong: A Record of Struggle.
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- [S005] Bill Budge / GDC Vault. Classic Game Postmortem: Pinball Construction Set.
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- [S010] Lucasfilm. Lucasfilm Originals: SCUMM.
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- [S012] Game Developer. The SCUMM Diary.
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- [S013] Ian Andrew. Driller. https://ianandrew.com/copy-of-splat
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