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aAH7| 2 DXT &= 12|57
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+ BERY EAK By
— Ak : Allegorithmic "Substance Air”

« a new genetation of texture

e http://www.allegorithmic.com
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DXT1 D12 20215 (1)

o2
HFO| E

2 HIO|E + 2HIO|E + 4H}O|E

— 16H|E + 16H|E + 32H|E

— 16H|E + 16H|E + (2H|E + 2H|E + .. + 2H|E)

— RGB1(565:16) + RGB2(565:16) + TOO(2) + TO1(2) + TO2(2) + TO3(2) + T10(2) + T12(2) + ..

o 4x4

o ot
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DXT1 J|= 2 D2|5(2)

. 16740 MEZ = Jjo| YT
- PCAES S
- 2} Zats 3%9 HE (RGB)

. QBE £ 2 E0fE ME w7

—_—

Jth Zetgt 7

o —

PR Uer 9l

- JEHO| mef E2|E[X}O] E
— RangeFit
— ClusterFit

==
SN

— &1 : http://code.google.com/p/libs
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DXT1 J|= 2 D2I5(3)

Pseudo Code

unsigned short RGEO
unsigned short RGEI
unsigned long tahble
float weight[4] = A
far(y=0, i=0; w<4;

for(x=0; x<d; »

+«(unsigned short+)&tr[0];
+{unsigned short+)&ptr[2]:
+{unsiagned long+)&ptr([4];

0/3.0f, 3/3.0f, 1/3.0f, 2/3.0f I:

Y+t ]

i+=2)

++,

int id¢ = (table>=i) & 3;
clyl[x] = lerp(FGBO, RGE1, weight[idx]);
t
ST 40| B2 EMZ 2ESY| o 7K &ME A0 52 X777
(0, 10] RGBO.RGB1 O] =& 1A
0 - o o C
oot 32 0eios EME He 2 C|A Y
_ 0| ZS 2%|XMOo = RGBO >= RGBI1
— DXT10| €ItE AtESt= 4% BLACKO| ofL|2t &m0 7F Z e
float weight[3] = 1 O0/2.0f, 2/2.0f, 1/2.0f, };
Inr(y=D, i=0; w<d; y++)
for{x=0; w<d; w+e, j+2)
int idx = (table>>i) & 3;
, clyllx] = ide == 3 7 BLACK - lerp(RGBO, BGB1, weight[idx]):
h Spirit of Flame
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DXT3/DX5 2 12| Z(1)

=
EM M¥Xo2 (8HI0|E)

DXT5

Qa2 M2 4= (RGBLF FAH
8HIO| E
« 1HIO|E + 1H}O|E + 6H}O|E
« 8Bit + 8Bit + 3Bit + 3bit ... + 3Bit
« ALPHAO(8) + ALPHAI1(8) + TOO(3) + TO1(3) + .. + T32(3) + T33(3)
« RGB C|Z Y1t H|= Bf|H=E Lis)
Pseudo Code

float weight([8] = 1 0O/7.0f, 7/7.0f, 1/7.0f, 2/7.0f, 3/7.0f, 4/7.0f, &5/7.0f, B/7.0f };
fori{y=0, i=0; y<d; y++)

IDF(H:D; wd; wet, (+2)
int idx
aly] [#]

lerp(ALPHAD, ALPHAT, weight[idx]);:
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DXT3/DX5 & 12| Z(2)

— RGBOj| Al BLACK Zi2tH & 0, 255 0| 2| 'hAal =X

o DOpEXEZEX|2 ALPHALO| ALPHAO ECt 2L 2 B2 87l 2t2 6+2E ZE2|5A] 02

it

— Pseudo Code
float weight[EB] = { 0/5.0f, &/5.0f, 1/5.0f, 2/5.0f, 3/5.0f, 4/5.0f I;
forfy=0, i=0; y<d; y++)
{ forf{x=0; x<d: x++, 1+2)

int ide = ...;
if [ide == B)
alvllx] = ide == 67 0 : 255;
else
alvl[x] = lerp(ALPHLO, ALPHAT, weight[idx]);
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. HIX| AZE HALO #[0|A
— W DXTS % ALg, RGBS o A2 AFSSIX &3, ¢Tfol 1 2ol 2H2 M2
- Qms HDX A4 &8

2R HAK 4G A| DX

T 2 AlX MM
- B O0|X]: 1671 W= 2

Lo = %
S0 2IEE '%‘ 22510 DXT JEf= BHESHA 43

AN 32N (Official)

http://oss.sgi.com/projects/ogl-sample/registry/EXT/texture compression s3tc.txt
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