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Shader?
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What can they do?
What can’t they do?
Vs, ps, gs etc
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Streaming, extremely parallel
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One shader per material
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Too much
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Crysis uses max 4 lights per pass
What to do with more lights => do the whole thing again
Geometry overhead (visibility) => early z-pass
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Solution: split in 2 passes
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Render lights per pixel, only visible pixels are lit



Scene Depth R32

Normal X Normal Y Normal Z R10G10B10A2

Diffuse Color Self Illum R8G8B8A8

Velocity R8G8B8A8Specularity Glossiness
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Packing, memory performance tradeoff
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Who is using it?
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Disadvantage?
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Other than phong, Mat-id, branching => not enough data etc.
=> Light prepass
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Add another pass
How does it work?
Smaller gbuffer
Light accum (same opt as deferred)
Diff + spec (4 vs. 6 channel)
Forward shading using light accum
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Complexity (N+L+M) => predictable performance
Most flexible
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a bit overhead geometry vs. light complexity
inferred lighting
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