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Abstract

Abstract: The development, relationship and differences between game engine and virtual reality engine
were introduced, a joint name of 3D graphics engine was proposed. The bottlenecks and shortages of
scene management, geometry model creating, physics simulation, lighting, shading, etc. were analyzed by
synthetically considering the advancements in computer hardware, softwares and simulation theories,
etc.. The development demands and trends were researched, the Concept of adaptive multi-thread
shading technology, advanced real-time dynamic deformation technology, integrated collision detection
technology, independent of the collision process technology were proposed for the first time, and a brief
features description of these concepts were give, it can provided reference for developing the next
generation 3D Graphics Engine.
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Abstract: The development, relationship and differences between game engine and virtual reality engine
were introduced, a joint name of 3D graphics engine was proposed. The bottlenecks and shortages of
scene management, geometry model creating, physics simulation, lighting, shading, etc. were analyzed by
synthetically considering the advancements in computer hardware, softwares and simulation theories, etc..
The development demands and trends were researched, the Concept of adaptive multi-thread shading
technology, advanced real-time dynamic deformation technology, integrated collision detection
technology, independent of the collision process technology were proposed for the first time, and a brief
features description of these concepts were give, it can provided reference for developing the next
generation 3D Graphics Engine.
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