Sajada N9, O1noxkeHHoe 3arenenue, multiple
render targets.
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1 IlocranoBka 3amadn

Hanmcarp npuiozKeHue, BBIUUCJISIONIEE OCBEIEHNE OT OOJIBIIONO YHCIa TOYed-
HBIX HCTOYHUKOB CBeTa. B KadecTBe clieHBI B34Tb cdepy n3 3a1aqun Ne3 m anmMn-
POBaHHBIN TTUJIMHAP U3 3aja49n N4, pacroyioyKeHHbIe Ha TPAMOYTOJIBHON TLIOIIAJIKE.
J1s1 pactéra OCBeIEHUs UCIOIB30BaTh AJITOPUTM OT/I0KeHHoro 3arenenus (deferred
shading). Peasm3oBaTh aHmMAIMO TO3UIUI ¥ BO3SMOXKHOCTH M3MEHEHUsI IHCJIA WC-
TOYHHMKOB OCBEIIEeHNs BO BpeMs PaOOThI NPUIOKeHHs. MakcnmaabHOe UX YHCIO0 He
JIOJIZKHO OBITH MEHBIIIE CTa.
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