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Advanced Materials

> State of material rendering
Severaltechniquesfrom theȬÏÌÄȭ toolbox

>Diffuse+ Specular+ Normal+ Phong

>Parallax

>Fur / Shell rendering

>Alphablending

>Cubemaps

> IBL

> Reflections/ Refractions/ GlossySpecular



Advanced Materials

>Materialrendering stucked
>ThosetechniquesÄÏÅÓÎȭÔwork right with currentdeferredrendering 

architectures

>Deferred shading
>Brings global light-material interaction shaders

> Requiresuniform BRDF across all materialsduringshadingpass

>Reallyfast

> Requiresone geometry pass

> FatG-Buffermight hurt the bandwidth

>Lacks material variety

>Addingdifferent materialsupportseriouslyhurts the speed

>Alphablendingmustbe donein forwardpass


