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Depth Sorting

Depth Peeling

Weighted Average

OIT with Layered Fragment Buffer



Depth Sorting [Newell 1972
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Depth Peeling [Everitt 2001]
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Depth Peeling

o depthzRETLHTIVRFvE-1THIHAME
o GL_R32FTL WY

o XM LH7ifragment shader

uniform sampler2D depthMap;

uniform sampler2D prevColorMap;

layout (location = 0, index = 0) out vec4 fragColor;
layout (location = 1, index = 0) out vec4 fragDepth;
void main()

{

float depth = texture(depthMap, gl_FragCoord.st).r;

if (gl_fragCoord.z <= depth) discard;

fragDepth.r = depth;

vec4 prevColor = texture(prevColorMap, gl_FragCoord.st);

fragColor.rgb = prevColor.rgb + (source color) * (source alpha) + prevColor.a;
fragColor.a = (1.0 - (source alpha)) * prevColor.a;
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Depth Peeling

B FELALA:
e Dual Depth Peeling [Bavoil 2008]
e Depth Peeling via Bucket Sort [Liu 2009]




Weighted Average [meshkin 2007]
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OIT with
Layered Fragment Buffer knowles 2012]
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e cf. A-buffer [Carpenter
1984]

e cf. DirectX11 version
[Gruen 2010]




OIT with Layered Fragment Buffer

e Linked-list LFB
e Linear LFB
e OpenGLANWHE
o GL_ARB shader image load store
m VI AP TIVRFYICHRAESTTED
o GL_ARB_ shader atomic counter
m atomic counter
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