¥

FEFRIAE/ G THE (=g )

Tel: 151 8163 4927 Email: 2714623789@qq.com
HBEEH
>2023.9 -2027.6 BFRHIAY EREMEIEFR REIE (8=FmEg) Tl
KSR

> HAEBER(Y : 3D Ef/iBRARLIE

> AL 0 6 MNALLE

>SCYHREE ( BEATIRINB S , SRAFS Unity/UE 5|25 Vulkan/CUDA ETIRBEASSHEETTE | 177+
THESCEEESD |, FHRRU S 3DGS EHnE RN | BRUEMEILINERELL .

>z - BERFLSINERZEM | £ PBRIER. BEFREE. 2B ¢BRERREMFLIELR | XJ 3DGS F/A
RABIREE,

IRBZH

Marschner Hair Model Implementation (BEFE4iE34¢28 Mitsuba 0.6)
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Graphics & GPU Fundamentals Study
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