Rendering Techniques

Zaawansowane Techniki Grafiki Komputerowe;



R Hl d e rl 1 g e Forward Rendering

e Deferred Rendering

Te C h 1 | q les e Clustered Rendering

e Visibility Buffer Rendering




R e n d e r Pa S S e Input Resources

e QOutput Resources

e Execution Algorithm
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Visibility Buffer Rendering



