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EYXAPIZTIES

Oa Nbera va evyopLotiow Tov x.PodvTo YLa TNY LTTOROVY] TOL %O TLG YVWOELS TTOV
TPOCEWPEPE TIAVEL OTO OVTILXELUEVO, YLOL VO XAUTOANEOLUE O €var atELOAOYO OTTOTEAE-
opa. Télog, éva evyopLote otoug xvptovg I'onydpn Toomovpidn xor Avdpéa Baot-

Aéxn ouv Bonbnoay péypt To TEA0G Yo TNY TLALOY TTEOPBANUATWY TTOL TTEOEXLYP V.
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IIEPIAHWYH

Kowvotavtivog [lamoxwotag, A.M.XE. ot Mnyovixn Aedouévwy xot YTOAOYLOTLXWY
Yvotnuatwy, Tunuo Mnyovixawdy H/Y xoar [TAnpopoptxg, [loAvteyvixn XyoAy, [love-
ToTULo Twavvivey, 2022.

ANATITYEH MEOOAQN T'TA ATIOAOTIKH IMOAYOPAYXMATIKH AITOAOXH.
EmiBAénwv: lwdvvng ®odvtog, Kabmymtis.

2TOY0G TNG OLYXEXPLUEVNG EQYOOLOG ELVOL 1] XAUTAOXEVY] ATTOSOTLXWY LebHS WY Yo TTO-
Avbpovopotinn amtddoor. To aviixelpevo g epyooiog eival  ardédoon 3D oxnvig
UE TTOAAXTIAG aVTIXELUEVOL TOL OTTOLOL LTTOPOVY VOL €XOVY UEQPLXN N TTANON OLOPAVELQ.
To teAxd amotéAcopo elvor pLor ELXOVOr TOL ATTOJLIEL TN OXNVY AT UL CLYXEXPL-
weévn omtixn ywvio. Ovopdletar ToAvbpavopatinn yrati To ypoua xébe eixovootol-
YELOL TNG TEAUNG ELXOVAG TTPOEPYETOL O)L LOVO ATTO TO XOVILVOTEPO TLROGS TNV XAUEQN
Boovopa (Bpadopo eivor To TUALK EVOS AVTLXELUEVOD TTOL TTPORBAAAETOL VONTE GTO
aAVTLOTOLYO ELXOVOOTOLYEID) OANG artd OAa Tor Bpadopatar TOL AUPOPOVY TO ELXOVO-
otolyelo awtd. Me ypnNon Tov GOYYEOYOL LALXOU YLa YOOPLXA UTTOPEL Yo GUAAEY DL
N TTANpoopia Yo 6Aa Tar Hpadopota, vo TaElvounody cdupwva pe to Babog ot
oxnvN xo LETE vor LTTOAOYLoTEl TO L3owxd amotéAcopo. H pébodog avty ovoud-
Cetow OIT (Order Independent Transparency) eivot oY1, €XeL UEYGAES OTALTHOELS
O PYNUN %ol 3V EVOELXVLTAL YLOL YOOPLXE TTOOYROTLIXOD YpOvou. Mo tpooéyyion
g nebodov awtvg eivar Weighted Blended Transparency dmouv to xébe Opadopo
OULVYELOPEPEL OTO YPWLO TOV ELXOVOTGTOLXELOV UE EVa BAPOG TTOL ELVOL GLYAPTNOY TOV
Bébouvg xal Tov CLYVTEAEGTN SLAPAVELOG YWPELS var Yivel TaELvounon twv Hpavoudtwy.
XNy gpyooion auTy EXOVUE UEAETNOEL TNV TTPOaHNKN €vOG VELPWYLXOD dLxTVOL OVTi
™G oLYAPTNOYG Bpouvg Tov €xetl exmordeviel Wote va TpooeyYilel Tov cuYTEAETTY

©e Tov omoio to Bpadopa covppetéyel oty Bértiotn pébodo (OIT).
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H vAomoinon twv aiyopibuwy éyive pe ypnon WebGL xow Javascript xot to vev-

pwvLxd vAomoinxe oc python pe xpnon touv tensorflow.
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EXTENDED ABSTRACT

Konstantinos Papakostas, M.Sc. in Data and Computer Systems Engineering, Depart-
ment of Computer Science and Engineering, School of Engineering, University of
Ioannina, Greece, 2022.

DEVELOPMENT OF METHODS FOR EFFICIENT MULTI-FRAGMENT RENDER-
ING.

Adpyvisor: Ioannis Fudos, Professor.

The goal of this work is to construct efficient methods for multi-fragment rendering.
The scope of the work is to render a 3D scene with multiple objects which can be
partially or fully transparent. The final result is an image that renders the scene
from a specific viewpoint. It is called multi-fragment because the color of each pixel
of the final image is derived not only from the closest fragment to the camera (a
fragment is the part of an object that is mentally projected onto the corresponding
pixel) but from all the fragments that relate to that pixel. Using modern graphics
hardware, information about all fragments can be collected, sorted according to depth
in the scene, and then the ideal result can be calculated. This method called OIT
(Order Independent Transparency) is slow, has large memory requirements and is not
suitable for real-time graphics. An approximation of this method is Weighted Blended
Transparency where each fragment contributes to the pixel color with a weight that
is a function of depth and transparency factor without sorting the fragments. In this
work we have studied the addition of a neural network instead of the weight function
trained to approximate the factor at which the fragment participates in the optimal
method (OIT).

The implementation of the algorithms was done using WebGL and Javascript and the

neural was implemented in python using the tensorflow libraries.

viil



KeEoaaalo 1

Eizaroru

1.1 Optop6g Tov TEORALOTOG
1.2 Ztoyor
1.3 Xyetixéc Epyooieg

1.4 Aopf g Arotptfie

1.1 Optopdg Tov TEOPANUATOS

To mp6PBAnua oL TpaypoTedeETHL M| EpYaTia TNV avaTopaoTaoy 3D oxnvig pe emt-
XOAVTITOULEVO TTOAOYWVO OTTOGL{O0VTOG PEAAMTTLXY] OLOUPAVELD XAL CGUYYPOVWS XTTOS0-
TN Ue Béon 1o Babog Twv avtixelpévwy otny oxnyn. Ot pébodol awtol apopodv
xVPlwg exdboelg Twv shader oe emimedo web émov ov duvatdtnteg Tov hardware
elvor TteptopLopéves. [lio ovyxexpluéva 1 epyooior LOYETICEL XL OVTLXELUEVO. TOV
TOUED TWY VELPWYLXWY OXTOWY YL TNY EVPECY, CUVPTNOEWY YLO TNV TEOCEYYLOT

™G TEAELOG OLOLPAVELOG.

1.2 Xzo6y0t

2TOY0G TNG OLYXEXPLUEVNG EQYOOLOG ELVOL 1] XAUTAOXEVY] ATTOSOTLXWY LebHS WY Yo TTO-
AvBpovopotinn amtddoon. To aviixelpevo g epyooiog eival  ardédoon 3D oxnvig

WE TTOAAATIAG OV TLXELUEVOL TOL OTTOLOL LTTOPOVY VO EXOLY LEPLXT] 1 TTANPY Stapaveta. To



TEALXO ALTTOTEAEOLOL ELVOIL [LLOL ELXOVOL TTOU TTOGLOEL TY] OXNVY] OTTO ULOL GUYXEXOLUEVY]
OTTTLXY] YWVioL.

Ewdwdtepa  mpooéyyion aryoplbuwy 0w to Depth Peeling pe aAyoptBuovg
ToXVOTEPOLS Paot{OpevoL oe GLYOPTNOELS BAPoLG TTPOTEYYILOVTOGS TNY SLUPAVELX TWY
Bpowopdtwy (fragments).H Stadixaocion Baoileton oty eEoywy? Twy Bpavoudtny
¢ Depth Peeling pebédov.

EmimAéov, n pébodog mov Baototixoape yior Ty BEATIWON TOV ATOTEAECLOTOS OVO-
ualetor Weighted Blended Transparency, n omola eivot piow mpooeyytotixn pébodog
VTTOAOYLOUOV TNG SLaPAVELAG TwY BPOLOUATKWY CLYLTTOAOYILOVTOG TNV SLAPAVELD TWV

YELTOVLX WY TOLS HpavopdTwy.

1.3 ZXyetwrég Epyoaoieg

AMeg oxetxég epyaoieg elvar o A-Buffer [2] wov elvor pLa teyvixy] YooupLxwy DTTOAO-
Loty 7oL eLotybn to 1984,  omola amobnxedel ava pixel Aloteg dedopévwy Bpov-
opdtwy (GLUTEPLAAUBOVOUEVKLY TTANPOPOPLHY ULXPOTIOALYWVWY) OE Vol AOYLOULXO
pooteporoinong, To REYES (Render Everything You Ever Saw), apyix& oyedroopévo
yio anti-aliasing cAAG vrooTnEilovtog emtiong T Stapdveia. To 2001 TopovoldoTnxe
uta teyvixy OIT emitoyuvduevy amd 1o LAO, N omola Ypnotpomoletl tov buffer Ba-
Boug v vou atoxOAAG éva oTPWUO ELxovooToLXEiwy o xabe mépaopo. Me Ttoug
TIEPLOPLOUOVG GTO VALXO YOOQLXWY 1 YEWUETOL TNG OXMYNG ETPETE Vo amodobel
TOAAEG POpES, 6Ttov To 2008 TTarpovotdotnxe To dual depth deeling [1] BeAtidvovtog
v amddoon Tou depth peeling, eEaxorovbwvtog vo €yl TOY TTEPLOPLOUO TNG ATTOD0-
oMG TOAM®Y Ttepaoudtwy. TéAog To 2013 dnpooiebbnxe 1 texvxn Weighted-Blended
OIT [7] xow yonorpomotel ptow avvéptnom Bapovg xar dvo buffers yio To ypdua TwY
ELXOVOOTOLYELWY XL TO XATWPAL ATTOXAAVPYNE TWY ELXOVOTTOLYELWY YLO TO TEALXO TTé-
poopo g ovvbeone. ‘Exel g amoTtéAeopor Ylor TTPOOEYYLOTLXY ELXOVOL UE ELOTTPETY

TOLOTNTA OE TTOAOTTAOXES OXMVEG.



1.4 Aop1 T Avatotpg

H SratpLpy) meptéyel ta eEng xepdioto:

o Y10 Kepdharo 2 avagépovpe TLg évvoles, Tig pebddovg ot TLg opoAoyieg Tov

OVTLXELULEVOL.
e 210 Kegpdhoro 3 mapovotdlovpe tig nebddoug yio toAvbpavop.otinn amddoon.

e Y10 Keparoto 4 mapovotdlovial Tor amoTEAETUOTO Lol XAL UE TNY TTELOOUO-

T aELOAGYNOoT.

e Téhog oto Kepdraro 5 mapovotdlovpe To CUUTEQAOUOTO XOL WEANOVTIXES

xatevbdvoelg g epyaoiog.



KE®AAATO 2

Y1IOBAGPO

2.1 Ewaynyn otovg ‘Opovg tng Metamtuytoxig Epyoaotiog

2.2 Mé0odot wov peletninroyv

21 Ewooywnyn otovg ‘Opovg tng Metamtuytoxng Epyaociog

Xty evotnro oty Ba Topovotdioovpe TG PaoLxéS €VVOLEG TTOL YEELALOVTAL YLO
™V XoTAVONOY TOL TPOBANUATOS TTOV TTAPOVLOLALETOL GTNY TOPOVOO UETAUTTTUYLOXY
epyaotia. Ilto ovyxexpipéva o aoyoinbovue pe peboddovg oe shaders yra mTopo-
YWY PEAAMGTIXOD ATTOTEAECULUTOS XOL GUYYEOVWS ATTOOOTIXOVG. 2TY CUVEYELX T~
povaotdlovtot oL 6pot Twy Ypowooxtaotwy (shaders), Twv Hpowopdtwy (fragments)
%o TEAOG TNV EVvoLa TNG aveEAPTNTNG amtd TNy oeLpd StapaveLo order-independent
transparency.

2T YOOPLUE DTTOAOYLOTWY, O YOOPOOLAGTNG ELVOL VO TTPOYPOUULO. TTOV VTTOAO-
Yilel Ta XUTAAANAL ETUTTEI A PWTAG, OUATOVG KL YPWUATOS XATE TNV ATTOS00Y] ULOG
TELOOLAGTATNG OXNVYG - ULor SLodtxaoior YVWo T g oxioon. Ol YpopooxiaoTég Exouy
eEehybel yia vou exTEAODY pLor TTOLXLALO EEELOLYEVUEVMY AELTOLPYLWOY OTOL ELOLXAL EQE
YOOPLXWY LTTOAOYLOTWY X0l 0Ty emeEepyooio Blvteo, xabwg xoL o€ LTOAOYLOULOVG
YEVLXNG XENOTG O ovadeg emeEepyaaiog Yoopixwy. Ot Topadootoxol YoopooxLo-
0T€G LTTOAOYLLOVY TaL EQPE ATTHB00MG GTO LALXS YPOPLXWY UE LPNAS Bobud eveAtEioc.
Ov TEPLOTOTEPOL YPOPOOKLATTES ELVAL TTOOYPOUUOATLOUEVOL YLOL UL LOVEDO ETTEEEQ-

yvootog Yoopuxey (GPU), av xot ot dev amoteAe! avotney amaitnon. Or YAdooeg



oxiaorng (shader language) yoNoOLLOTTOLOOYTOL YLOL TOV TOOYQOUUATLOUO TNG SLadLxo-
otag am6doorg (rendering pipeline) tng GPU. H 0éom xow to ypdpa 6Awy Twv eLxo-
VOO TOLYELWY, TWY XOPLEWY 1] TWY LEWY TTOL YPNOLULOTTOLOVYTOL YLO TNV XX TOOXELY
ULOG TEALXNG ATTELXOVLEOUEYYS ELXOVAG UTTOPOVY Yo peTaBAnHody ypnolpomolsvtog
oAyopifu.ovg Tov opilovTal og Evay YPOUPOOXLAGTY] X0l LTTOPOVY Yo TPOTTOTTOLNH0VY
oo EEWTEPLUES LETOAPANTES 1] LYES TTOL ELGAYOVTOL ATTH TO TPOYQOULULO DTTOAOYLOTY
TIOL XOAEL TOY YOOUPOOHLUTTY].

Y oLy aPXETA ELON YOOUPOORLAOTWY UE Tor TiLo dtadedopéva vo elvar ot Pixel
Shader (Fragment Shader), Vertex Shader xow Tessellation Shader. tnyv mopoboo
epyooio O ypetootodue Toug Vertex ko Fragment Shaders.

Ov Fragment Shader, vmoAoyifovy TO YPWUO %Ol GAAO YXEOXTNELOTIXA %AbOe
Boadouotoc. Ta amrodotepa (3 fragment shader sEdyovy éva exovoototyeio tng
006vng wg TN YpwuaTog, sivor emtiong o oOVHETOL YOOPOOHLOGTEG UE TTOANXTIAEG
gLo6doug %o e£6dovg. Mmopody vo petafdAiovy to Bédbog tov Bpadopatog (yLo
Z-buffering), 7 vo. eE&yovy TEPLOGGTEPO OO VOl XPWUATO EAY LTTEOYOLY TTOAACL-
TIAEG ETULPAVELEG ATTOB00YG. ZTO TOLOOLAGTOTH YoopLxd, évag fragment shader amd
wovog Touv dev UTOPEl Vo TopdyeL opLtopeéva £idy obvbetwy e@E, emeldy] AsLToLE-
vel o éva L6vo Bpadopa, ywpic vo Yvwpiler ™) yewpetpion g oxnvig (3nAad”n ta
dedopéva xopLEWY). Qotdoo, ot fragment shader €yovy YVHOYN TV CLYTETOYUEVWY
g 006y Tov oyedialeTol ol PTOPOVY Vo TTAPoLY Jelyuo TNg 006vyng xal Twv
XOVTLYVWY ELXOVOCGTOLYELWY, EAY Tl TTEPLEYOUEVO OAOXANPENG TN 000VYg TTEPAGOLY WG
VP OTOV OXLAOTY. ALTY M TEYVLXY] UTTOPEL Vo ETLTEEPEL ULt UEYGAY TTOLXtALoL auTtd
oLodLdoTato EQE PeTa-emEEEPYUTLOG, OTTWG OOAWOY N avixVeELON/EVIOYLON ARUWDY YLOL
oXLOOTES %0 PTOVY. Ol OXLOOTES ELXOVOTTOLYELWY UTTOPOVY ETTLONG VO EQOEPUOTTOVY OF
EVOLAUEDO OTAOLOL OE OTTOLEGONTIOTE OLOOLAGTATEG ELXOVES 1 LYPEG 0To pipeline, v
Ol OXLOOTEG XOPLPWY ATTOLTOVY TIAVTO ULO TOLOOLAOTOTY oxnvy]. [ topddetypa,
évog shader swxovoototyeiwy eivar to pévo eidog shader mwov pmopel vor Asttovpymoet
WG HETO-ETEEEPYOOTNG M PIATEO YL plo oY) BivTeD ool avty €Yl paoTepomolnOeL.

Ov vertex shader eival 10 mo xabiepwpévo xor xowd eidog oxtaotdyv 3D xou
exteAOVYTOL Ulor oG YLor x&be xopuEN TTOL JlvETOL OTOV ETEEEPYAOTY YOXPLUWY.
O oxomdg eival vo petooynpotioovy Ty toLodtdotaty 0o xabe xopveng atov et-
%OV YWPO 0TN ovvteTayévn 2D oty omoia eppavileton oty 006vn (xabog xou
uta Ty Béboug yra tov Z-buffer. Ou vertex shader pmwopody va xetptotody LoLoTNTEg

OTtwg M B€om, TO YPWUO X0 OL CUVTETAYUEVES LPNG, OAAG EV UTTOPOVY VO SMLLOVO-



YNoovy véeg xopv@éc. H €Eodog tou vertex shader mnyaivel ato emdpevo otadto Tov

pipeline, To omoto eival eite €vag geometry shader av vmtapyeL, lte 0 rasterizer.

Application I J Vertex .| Geometry | .| Clipping | | Fegment | IEESERrEiES
Program Program Rasterization Program Operations

e Py i - :
> — 2 — (i) — () — (W

vertices Transformed emitted fragments shaded pixels
vertices primitives fragments

Zynpo 2.1: Avadixaoion amdd0omg TPLOOLAOTATNG ELXOVOG.

XTor YooLxd LTTOAOYLOTWY, éva Bpavopo elvor tor dedopévar Tov elval amopal-
T Yo ™) Onutovpyior EVOS ELxovooToLeElov evog apytxol oxediov atov buffer tov
frame.

To dedopévar avtd Pmopel vor TeptAaufdvouy, LETAHED dAAwY, Tor eENg:

* OEom Tov pdoTep.

e Bdboc.

o TlopepParAdpeva xopoxTELoTixd (YOOUO, CLYTETOYUEVESG DOTS XA TT.).
o YTéVOLA.

* Alopa.

e ID mopabidpov.

Koabwe oyxedialetor ptoe oxnyy, too primitives oyediaong paotepomolodvtal o
Dpadopato Ta omola vEioTavTal LEN xol cuvydvalovtol e Tov LTGEYovTa buffer
xop€. O tpéTOog e Tov omoio éva Bpavdopo cuvdvaletol pe tor dedopéva Tov Bpi-
oxovtol MON otov frame buffer eEaptétor amd Stbpopeg pvbuioetg. Xe pLow TuTTLNy
TeplTTwoN, éva Bpadopo pumopsl va amoppLpbel dv eivar o poxpld amd to pixel
mov Pploxetor NON o avtn ™ O€on. Edy elvor mo xovtd amd 1o vmépyov pixel,
UTTOPEL VO OVTIXOTAGTNOEL AVTO TOL 107 VTAPYEL, N, EAY YENOLUOTOLEITOL N UELEN
GAPa, TO YpwUa ToL pixel pumopel vor avtixatootabel pe Evor pelypor TOL XPWUOTOS
T00 HPAVOUATOS KoL TOL LTTAPYOVTOS YPWUOTOG TOL pixel, OTwg otV TEPITTWON
oxedloong evog NULOLAPOVOVS OYTLXELUEVOL.

To order-independent transparency eivoil €var GOVOAO OTTO TEYVLXES YLOL TNV OLTTO-

3007 dLapAveLag o€ Ulor TOLOOLAOTOTY GXNVY], TTOL OEY ATTOLTEL ATTOS00Y YEWUETOLOG
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oe TaELVouUnUEYN oeLpd Yiow Ty obvbeon tov dApo. Zvvnbwe, N TELOSLACTATY YEW-
petplon pe StopaveLor amodideTal LE avaPeLEN OAwY Twy emLpavelwy oe évay buffer.
Kébe emipdvero amoxplmtel 10 LTEEYOV YPWKo xot TPoohéTel Alyo amtd To dtxd NG
XODOUO OVAAOYOL UE TNV TLUN GAQOL, Lo AVOAOYLOL TNG SLATIEPATOTNTOG TOL PWTOS. H
OELPA UE TNV OTTOLOL OVOLULELYVDOVTOL OL ETTLPAVELEG ETTNPEALEL TY] GUVOALXT ATTOXPLYN
N opatoTNTa %&b eTLPAvELoG. [l EVr GWOTO ATTOTEASGUA, OL ETTLPAVELES TTPETTEL VO
OVOULELYYDOVTOL OTTO TYY TTLO OLTTOULOXPUOMUEYY] TTOG TNV TILO XOYTLYN 1| OO TNV TLO
XOVTLYY] TTPOG TNV TTLO ATTOULOXPUVOUEVY], OVAAOYO LE TN AsLTovpyioe ovvbeong aipo. H
ToELvounon pumopet vo emitevybel pe Ty amddoon g YewpeTplag o ToElvounuévn
OELPE, VLo TTHPADELYLOL UE TOELYOUNOT TWY TELYWVWY xatd Babog, aAAd pwmopel vo
TIAPEL ONULOVTIXO YPOVO, VO UMV TTOEAYEL TTEVTO AODGY] oL v LAOTTOLNOY elval TTOAY-
TTAOXY. AvT’ aLTOV, 1 VeEAPTNTN OTtH TN OELPA SLOPAVELD. TAELVOUEL T YEWUETOLO
ava pixel, petd 1t paotepomoinom. o axplfB) amoteAdéopoato awtd amartel Ty

amobnxevoy GAWY Twy BpavoudTwy TELY amd TNy TaELvounon xal T odvbeon.

2.2 Meé0OoodoL mov peletnOnxay

[N Tovg oxomoig TNg epyooiog avTNg LEAETNONXaY apxeTég LéEBodoL Yo Ty omtod-
doon SrapdveLog, omtd Tig oroieg LAoTo oy ot dvo oe WebGL (OpenGL ES 3.0)
%o javascript.

Apywé  mpwn nébodog ivor v dual depth peeling [1], n Boowxn L8a elvar 4Tt
Yt xabe mEpaopa EgAovdilovue Vol OTPWUO AT LTTPOCTA XAL €V OTPWUA OTTO
Tiow.

Aratnpodpe yerpoxivnta éva buffer Babovg yio v Tiwn Babovg pmpootd xon
Tiow, Wwote Yo xabe Tépaopa v yvwptllovue méoo BabLa elpaote yior TNV ATTOXOA-
Anom. Amoppimttovpe 6Aa Ta Bpabopota oL PploxovTol EXTOS TOL TEEYOVTOS EHPOVE
Béboug. Zyedrdlovpue 6Aa to Bpadopoto evtdg owTod ToL edpovg otov depth buffer
X0l OPNVOLULE TO TTANGLECTEPO ETOUEVO, OOTE Yo EEpovpe ToLo Bpadopo va oxedLé-
OOLE YLOL TO ETOUEVO TtEPaapa. TéNog ayxedidlovpe Hpodopato oL EXoLy TNV (Lo
Ty Bébovg pe to TP€Yov pumpooTvd N Tiow Pébog oTo pumpooTvd xar miow buffer
XOWLOTOC.

XMy ovvéyeta peletnoope ™y nébodo tov A-Buffer [2], dmov 1 pébodog emextei-

ver tov aiyoptbupo depth-buffer (v} Z Buffer). Kabwg n nébodog depth buffer propet



vou xonoLpomolniel Lévo yior aSLaQOVES OVTLXELLEVO OAAG OYL YLO. OLOUPOLYES OV TL-
xelpevo, N pébodog A-Buffer mopéyel mAcovéxtnuo oe avtd To oevapLo. Av xol 1
uwébodog A-Buffer amortel meptoodtep ULy, AL TOL SLOPOPETIXA YOWUXTO ETTL-
QaveLag Lmopovy vo cuvtibevtol cwotd pe ™ xonon tge. H Poaoixn doun dedopévwy
otov A-Buffer eivar o buffer cvoowpevong. Kabe 0éon otov A-Buffer €yt 2 media,
éva tedio yio to Babog xot éva Tedio Yo Sedopévar oxeTLXE UE TNV ETTLPAvELR. 'Eva
niedlo Babovg amobnuedel évay Oetind N opynTind mpoypotind optbud. ‘Eva medio
OEO0UEVWY ETILPAVELOG UTOPEL var aTtofnxedel TTANPOPOPIES EVTOONG ETILPAVELOS M|
gvay Oeintn o€ YL GUYOEDEUEYY ALOTOL ETTLPAVELWY TTOV GUULBAAAOLY GTN CLYXEXEL-
uwévn 0éom ewxovoatoryeiov. Eav 1 tipun tov Babovg eivor un apyntinn téte o apLbuog
Tov aobnuedetar os avt TN B€om ivor to Babog g piog povadixng EmLOAVELOG
IOV ETUXOAVTITEL TNV OVTLOTOLYY] TTEPLOYY ELXOVOOTOLYELWY, oVTLOETWS 1] GLYELGPOPE
TOAXTTAWY ETLPAVELLDY GTNY EVTOOY] TOU ELXOVOOTOLYELOD DTTOOELXVOETAL [LE AEVNTLYN
T Tov Ttediov Tov PBéboug.

Téhog 1 pébodog mov peAetnoape xot vAomowoape civor 1 Weighted Blended
Order-Independent Transparency. Avti v uébodog amodidel un dtabAaotixy, Lovo-
XOWUN HETADOGY] UEGL ETLPAVELWY TTOL EXOLY OL LOLES YPWUOL, XWPELG Vor oTtaLTelTOL
SLOAOYT M VEO YOEOXTNELOTIXA DALXOV. ZTYY TTOOYUOTLXOTNTO, UTTOPEL var bAoTTOLY Ol
ue éva amAd shader yio omotadnmote GPU mov vrootpilet blending.

H Boowxn tdéa g nebddov Weighted Blended eivor o axptf3vic vmoAroytopog g
x0AVPNG TOL POVTOL ATl TLg dtopavels emipdvetes. O adydptbuog emiBaiier Evoy
EVPETIXO CGLYTEAECTY] LETOED TWY SLOPAVWOY ETILHAVELWY TTOL AVEAVETAL UE TNV OTTO-

OTOON ATTO TNV XOUEQO.



KE®aaao 3

ME®O0AOI TIA TIOAYOPAYSMATIKH AIIOAOZH

3.1 Dual Depth Peeling
3.2 Weighted Blended OIT

3.3 Deep Weighted Blended

%10 xe@aioto avto Ho epPabivovpe mepLtoadtepo oTig TEXVLXEG TTOALDPOLOUATIXNG

aTtOO007G IOV UEAETNOOUE KO YOYOLLOTTOLOOUE.

3.1 Dual Depth Peeling

3.1.1 Ewoaywym

H oxptpng amddoon Nuidta@ovedy DALXKOY e U] opotdpoppa yowuatoe RGBA amot-
tel obvbeom Bpavoudtwy oe oelpd Babove. To Depth Peeling eivar pio toxvpn Adon
ue Baon Ty exdvar o o Td TO TEOPANULY, M OTTolor GLAABAVEL évar oTpWUo Bpow-
opéTwy %xé0e Popd Tov N yewpetpion amodidetar (geometry pass). Extég amd tny
aveEdPTNTN amtd TN osLpd Stapdvela, To Depth Peeling eivo ypnotun yra ™ dnutovp-
Yioe TOAVETITTES WY EdVwY Baboug xal Ty aviyvevon deouldwy axtivwy. To onuo-
VTIXOTEPO UELOVEXTNUA TOL 0 pYtx0oV oAyoptbuov Depth Peeling eivor 6Tt amrontel €vor
TEPAOUO YEWUETPLOG avd oTtpwpe. ‘Etot, yio va amotumtwbody dAa tor Bpadopoto

uLog oxnyng ue moAvmAoxdtnta Bdbouvg N, to Depth Peeling amortel N mepdopoto
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YewUETPLOG. AUTO Elvol OTTOYOPELTIXO YLOL EQPOPUOYES TToL TPEYoLveE oty GPU. To
Dual Depth Peeling petwver tov optBud 1wy mepoopdtwy yewpetplog amd N os
N/2+1 eoappdlovtag ™ nébodo touv Depth Peeling amd pmpootd ko amd miow tow-
Toypova. To éva emimmAEoY TEPOOUO TTPOXVTITEL ATt TO YEYOVOS OTL 0 XAYOELOUOS pog
TPETEL VO EPYAOTEL 0E 3V0 SLadOYLXA OTPOUATH O Utor Popd. Extég amd to Dual
Depth Peeling, meptypdpovpe emiong mwg tow amo@Aotwuévo Hpodopoto nmopody
voo avopetyfoby on the fly pe Baorn v eElowon avapelEng arpo [3].

To Depth Peeling Eexivdier pe v xovovixy] amddoon tng oxnvig UE Vo TECT
Baboug, To omoio emLoTEEPEL Tor TANOLEGTEPX DpobopaTor 6TO PLATL. XE €var BEVTEPO
mépaopa, o depth buffer amd To Tponyoduevo mépaopa deopedetan o €vay fragment
shader. I'ta voo arto@evyfovy oL xlvduvol avayvwong-TeoToToiNoNG-EYYOXPNS, N YN
xot o depth buffer mpooptopod avtarrdocovton oe xébe mépaopo (ping ponging)
[4][6]. Edv to Babog Bpadopatog eivar utxpdtepo 1 too pe to oxetxd PBabog amd to
TIPONYOVLEVO TLEQOOULOL, TOTE oV TO TO Bpadoua aTopELTTETOL RO ETLOTPEPETOL ATTO
Tov €AeYyo Babovg To EMOUEVO OTPWUO AT KATW.

Evvotodoyixd, to Dual Depth Peeling exteAel to Depth Peeling téco and micw
TPOG TO EUTTPOG OGO KO ATTO LTTPOGTA TTPOG TO TG, ATTOXOAAWVTAG VO GTOWULOL ATTO
UTTPOOTA XAl €V OTPWUA 0TtO TTLow o€ x&be mépaopa. Avtd HBo Ttay edxoAo vor bAo-
mownbet av  GPU dtébete moAlamAolg depth buffers xat av xé&be buffer cuoyeti{oToy
KE éva ouYxeXPLUEVO texture. Oo vTTNEYE pLor LEY RGB Yo avépelEn ard Tiow TEog
T epTpog xo ploe RGBA ven yioo avépetEn amd pmpootd mpog to mtiow. QoTtdoo,
07O TEPIMTWOY TOL LYNUATOS 3.2, TO oTPWUa 0T Uéon Bor amoxoAAOnxe xaw Oo
OVOUELYYDOVTOY TOCO OTLG VYEG OVAUELENG OTtd EUTTPOS TTPOG TOL TTLOW 000 XL OTLG
VQPESC aVAUELENGS aTtd TTLow TTPOG Tor eUTtPOS. ETtAbovpe awtd To {ntnuor SovAedovTog
ue éva mTopabvpo dVo SLadoyixwy oTPWUATWY. ETimAéoy, autd xabiotd Suvatn v
vAomoinoy pLog doxtpng Babovg minmax pe cvvdvaoUd aVAUELENG GTOY (OLO OoXLo-
ot (Pon the fly blending”). Epeig vhomolobpe évo min-max depth buffer pe éva
texture RG32F, yonotponoiwvrtag min blending yia v ™ abyxpton Bdbovg. Ovoro-
otxd amevepyonotovue tov depth buffer Tov VA0V xau ypnotpomorodue blending
YL VOU EXTEAEGOVUE TO TUNUOL OVAYYWOYNG-TPOTIOTTOINONG-EYYQOPNG TNG TEOOAPU.O-
ouévoy 1ot Bdbouvg. Ta EgpAovdiopéva Bpadopoata amd To epmpdohio oTpWpoTo
TEETEL YO TEPATOLY amtd TNy eElowon under-blending, ot ta Hpadopato and To
Tlow oTEPWUOTA UESW TNG eElowaong over-blending. TéAog, ot 300 avopepelyYUEVES

ELXOVEG YL TLG UTTPOOTLVEG O TLG Tiow xatevbvvoelg avopetyydovton LeToED Toug
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ue ™ xpnomn under-blending. [1]

Zynuo 3.1: Epoppoyn tov Dual Depth Peeling oto Bdfoc.

3.1.2 Asttovpyio Tov aAiyopiOpov

O arydépLbupog Asttovpyel oe cUvoAo SLOBOYLKWY OTPWUATWY, dVO CTPWUOTO KT
UTPOo T *oL SVO OTPWUXTO OO TO THOW UEPOG. 2TO TEWTO TEPUOUN, TO EEWTE-
OL%6 GOVOAO OPYLXOTIOLELTOL OTO EAGYLOTO XoL LEYLOTO Babn xol xavéva ypwu.o dev
OTTOXOAAGTOL axOWY. LTo deVTEPO TtEPaopa, O shader emteEepyaletal tor Bpadopato
TToL ToLELalovy Pe to BEON Tov TEONYOLEEVOL cEWTEPLXOD cuvOAoL (Zyfuo 3.1) %o
exteAel to Depth Peeling ota otpwpato evidg tov eEwteptxod ouvdrov. Otav to
UTTPOOTLVE oL TO oW UETWTO oLYVAVTOYTOL, To. Dpodopato Umopody vor LTTOPAN-
Bovv oe emeEepyooia cite wg umpooTva N Tlow Bpadopoata. To emeEepyaldpoote
WG UTpooTva Bpadoupata 0Ttwg otov axdiovbo Ppevdoxwdixo:

if (fragDepth == nearestDepth) {

// process front fragment

} else {

// process back fragment

H tpn Bébouvg mov eyypdpetor otov depth buffer sivar queoa diabéoiun otov
fragment shader wg gl_FragCoord.z. Emouévwg, 6éhovpue va cuyxpivovpue to gl_FragCoord.z
ue to Babog mov etvan amobnxevpévo otov depth buffer oto gl FragCoord.xy. Emetdn
600 70 gl_FragCoord.z 6co xat o depth buffer pog eivow 32-bit float, pumopodue va
T OLYXPLVOLUE.

Ytépyovy 300 TEOTTOL YLoL VO EXTEAEOTEL M avApeLEy dApa. O Lo cvvnbiouévog

TpoTOCg elvor M ovvbeom Bpovoudtwy amd Tow TEOG To ELTTPOS YOENOLULOTIOLOYTOG

11



Zynua 3.2: Mmpootd xow miow peels tng oxnvrg.

™y eElowon avapelEng

C’dst = Asrc X Csrc + (1 - Asrc) X Cdst (31)

Avtn 1 eElowon dev ypnorlpomolel To xaval dApo tou color buffer TpoopLop.ov.
‘Otay amoxolape oTpwpoto Hpavoudtwy amd UTEooTd xot xavovpue obvbeon amd
UTTPOOTA TTPOG To. oW, N eElowar avduelEng arpo mpénel va tporomotniel. ‘Eva
yowpa Bpadopatog (Cr, Ar) TOL avapelyvydeToL TTavw ot éva xpopo (Co, As) Tévw

oe éva Ypwpo eovtov Cy, Topayel To axdérovbo ypouo Ch:

C’=A; xC1+(1—-A4A;) xCy
Cy = Ay x Cy+ (1 — Ay) x O’
Cy =Ayx Cy+ (1 — Ag) x (A x C1+ (1 — Ay) x Cp)
Cy’ =AyxCo+(1—A)) x Ay xCr+ (1 —Ay) x (1 —A4;) xC
H mopamdvew eEiowon deiyver 6Tt T Bpadopoto pmopody vor avopetyfody pe
OELPA OTTO UTPOCTE TTPOG T TTLOW UE TLG aexOAOLOES EgywLloTég eELlowoelg avaueLEng:

Cdst = Adst X (Asrc X Csrc) + Cdst (32)

Adst - (]- - Asrc) X Adst (33)

glEnable (GL_BLEND) ;
glBlendEquation (GL_FUNC_ADD) ;
glBlendFuncSeparate (GL_DST_ALPHA, GL_ONE, GL_ZERO, GL_ONE_MINUS SRC_ALPHA) ;

12



TéNog, ta Bpadopata Tov avaperyvdovtal cvvtibevtor pe to ypwpo eovtov Cy,

yonotpormorwvtog évay fragment shader mov e@opp.dlet 0 Cysyy = Ager X Chg + Cygr

3.2 Weighted Blended OIT

3.2.1 Ewoayowym

Avt 1 teyvLnn] ortodidet uy StaebA oo TNy, LOVOYPWUT LETADOOT LECW ETTLPRAVELWY UE
XOOU, YWl vou amonteitol TaEtvounon M véa yopoxtnoLotixd oto hardware. Ztny
TEOYULOTLXOTN T, UTtoPEL vor AoToLnOel pe évan amAd shader yia omotadnyote GPU
Tov vrooTNEilet blending Yyl v amddoom ue TePLoodTEPR Omtd 8 bits avd xovEAL
[71[8].

Acttovpyel xoAdTepa o GPU pe moAAamAolg render targets xow texture xXLvntnig
LDTTOSLOLGTOAYG, OTOL Elvort TayBTEEY o TN ToELVouNUéVY dtapdveta (sorted trans-
parency) xo omo@elyet Ta artifacts xai To popping ytow To. GLOTALOTO. CWULOTLILWY.
Emniong, amontel puixpotepo bandwidth axdun ko and évav 4-deep RGBAS K-buffer
XOL ETULTPETEL TNV AVAUELEN OOUATIIIWY XAUUNANG AVAAVOTG LE ETILPAVELES TTAPOVG
OVAALOYG, OTIWG TO YUOAL.

[No v TEPITTWOoN ULXTNG AVAAVGOYS, TO LEYLOTO XOGTOG UVNUNG TTAQOUUEVEL OVTO
Tov render target VYNAGTEPNS VAALOYG, OAA& TO *G0TOG ToL bandwidth petveton
KE Baon ™y avoAoYLol TWY ETILQOAVELDY YOUNANG OVAAVOYG.

H Boown t8éa g nebddov Weighted Blended eivor o axptf3vic vmoroytopds g
xOAVPNG TOL POVTOL OTTO TLG SLUPAVELS ETLPAVELES, OAAE LOVO 1| TTPOCEYYLOY TOL
QPWTOG TTOLV OXEDALETAL TTPOG TNV HAUEPX 0T TG (DLeg TLg Stapaveis emipavetes. O
oAY6pLOpog eTBANAEL Evay EVPETIXO CLVTEAETTY] LETAED TWY SLAPAVLY ETLYAVELDY

TIOL OWEAVETOL PE TNY ATTOOTAGY] ATTO TNV XAUEQO.

3.2.2 Asttovpyio Tov aAyoplOpov

To YOO TV CUYSVAGCUEVLY ETILPAVELDY LEPLXNG XAAVYNG XLELOEYELTAL TTEVTO ATTO
TLG ETTLPAVELES UE TN LPYNAGTEET XEALYT, AVEEAPTNTA OTtH TO TTOV EPavVilovTOL GTNY
TaElvounoy Babove. Emiong, TOAMATAEG ETLOAVELEG LE OLOPOPETIXG YOWUOTO KO
TopopoLa xéAvdn Hor amodwoovy To HEGO PV TOVGE, AVEEAQTNTO OTTO T OLATOED.

2xeQTE(TE TNV TEPLTTWON EVOG ASUXOV GOYYEQPOL TTOL SLEPYETOL UTTPOOTA OTO EVa
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Zynua 3.3: Anédoon oyediov CAD pe v TeVLX oVUTY.

oxoVpo oVvvepo. Embvpodue éva amotéAeopo oL vou Elvol TTLO XOVTE 0TO ASLXO
OVYYEQO OE oTN TNV TEPITTWOY, ot To avtibeto av ta Babn Tovg avraArdocovtoy
[9].

[No Ty emtitevEn avtod Tov oTodYOL, EYovE TNV UEDOSO avapelEng pe Bapn yio
TOL YOWUATOL TTOV PELWOVOYTOL PE TNY ATTOOTACY OTTO TNV XOUEQOL:

n

Cf _ Z?:l Cz X w(Zi,Cli) (1 . H(l . az)> + CO X ﬁ(l — ai) (34)

S ap X w(z,a;) P P

YobOétovpe 6Tl TO |2| Elvort pLow TLUY GTO YWPEO TNG XAREPAS TTOV Elvor UNdEV GTOo

XEVTPO TNG TPOPBOANG KO UELDVETOL LOXOLE ATTO TNY XAUEQPO TTPOG TO -co. OTTOLOON-
Tote povotova @Oivovoo, wy UNSEVLXY] GLYAPTNON TOL |z| GTO AVOULEVOUEVD EVPOG
Bdboug, 6mtwg w(z,o) = |z|-k A w(z,a) = Z - z4,, + €, iveL TG TANOLETTEPEG ETULPAVELES
vPNAGTEPL Béon. Anurovpyeitol €Tot Evar aToLXELD ATTOXPLYPNG LETOED dLAPaV®Y ETTL-
Qoveldy. MTopel emtiong va eTLAEEEL XOVELG (Lot CLVEPTNON TNG OLOLOYEVOVGS TLILT TOV
clip-space z ol yLor pLor YOOLXY TOL XWEOL TNG XEAUEPOS |z|. AveEdptnTtor oo T
ovvaPTNoN Bapovg, N xabop x&ALYPN TOL EEVTOL TTAPOUEVEL OXPLBWG OWOTN XOL TO
yoouo Oo elvar TavTa pLor ToPeBOAN TWY YOWUATWY ATO TLG JLOPAVELS ETILOAVELESG
- TTOTE OEV TTPOEXTELVETOL TIEPO ATTO AVTEG, OTLOTE TO KTTOTEAEGULO ELVOL TTAVTOL OAY-
Bogpavéc. H ouvdptnom Bapouvg Asttovpyel oay €vag exXTLUNTNG TNG amtoxpLudng xdabe
ETILPAVELOG, ETILTPETIOVTIOG O L0 ETILPAVELX VoL UETPLATEL T OLXY] TNG CLVELGPOPA
LVTTOOETOVTOG LDl OULOLOLOPPT] XOTAVOWUY] TWY AAAWY ETILPOVELWY UETOED OUTNG %O
ToU feotn, YWEIG ENTN TANPOPOPLoL GYETIXA UE AUTEG TS eTLpdveLes. Otay ovTn

7N extiynon sivor eo@oipévn (). eneldf ey LTAEPYOLY GANES ETULPAVELES), O OPOC
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xowvovxomoinorng dtopbwvet Ty xabapn ocvvetopopd. Me avtdy Tov TPOHTO, Elvort pLo
OTOTLXY] EVPETLXY TTPOTEYYLOY TNG TTEXYULOTLXNG CLVEPTNOYG OPATOTNTAG, CLYXELOLUY
UE TOV OTOXAOTIXO EXTLUNTY 0patdtnTag Tov Enderton.[5] Zdppwva pe v mopo-
S0y TNG OUOLOLOPPNG TTUXVOTNTOS TOV UECOV, 1M CWOTY EVPETLXY TNG 0PATOTNTOS Ot
Arow 1 exBetind] TTon obuEwva pe To vou.o Beer-Lambert (4mtwe oty ot.oo@otpLxn
TEOOTTTLRN). THNVEG PE ULXPO 0pLOUO SLoxPLTY ETLOAVELWY 1 GLOTASES XATTYOV, eV
EYOLY OULOLOLOPYPT TTLXVOTNTO. ETULTAE0Y, N TLUY ULaG TTEOYUOTLXG EXOETIXTG oLVEE-
morg Oa vrepyeiile ™) dtabéoiun axpifeia o évav buffer xtvntig vTOSLOGTOANG
16 bit xovtd otV ®ApEPX, Xl Vo LTOAELTOVTAL O axplfBeta LoxpLd amd TNy xé-
uepa. ‘Etot, cuvietodpe opboroyixd moAvwvuuLxd By Tov Topovotdlovy Lo opYN
QOLUTTTWTLXY OVETTTLEN. Edv 1 ouvdptnom Bépoug eEaptatol amoxAstotixd omd To
Z, [ALOL ETILPAVELO. TTOAD XOVTOL GTNY XAWUEQO UE TOOO YOUNAN XOALYPY DOTE Vo elvor
oveTaiodnTn xatéd ™) dLdpxeELa TNG SLATETOYLEYTG CVVDEDYG UTTOPEL OTN CLVEYELNL VO
XOWUOTLOEL oVETILOVUNTO. ATTOULOXPVOUEVES KoL TILO OOLUPOVELS ETILQPAVELEG. LUVE-
TG, CLUVLOTOVUE 7N OLVAPTNOT BAPOVE Vo PLeLVETL ETTioNg e TNV xaALvY. TTapdro
IOV Y PY|OLLOTTOLOOUE TTPOTIOAAATIAAGLAOUEYY, XAALYY, COUPOYA LE TNV OTOLOL TOL
CWUOTIOLO XOUNANG XAALPNG EXOLY 10T TTOAD ULXPY] CUVELGYOPA GTO YOPWUO, TTOAAES
oLV PTNoELS BAPovg dlvovy TOAD UEYAAES TLUES XOVTA oTny xdpepa. To yvopevo
TOU [APovg ot NG XEAALYPNG UTTOPEL OXOUO Vor ELVo TTOAD LEYAAO, EXTOS ay TO B~
P0G TEEQPTEL PNTA KE TOAD YOUNAEG TLUES TOL o. ['o Tor EMLUEPOLG ATTOTEAECLATOL
oY TAPOVoO EQYOTLor 3{VOLUE GLVOPTNOELS BEEOVLG TTOL GYESLAGOUE YLOL UTEG TLG
OXMNVEG. LUVLOTOVUE ETLOMG TECOEPLS YEVLXES OLVOPTNOELS PAOOVS XATAAANAES YLow
ovbalpeteg oxnvég pe peydho evpog Babovs. Tig oxedidoope WOTE vor AELTOLEYOVY

xoA& YL 16-bit ovoowpevTixovg buffers xvnTvg LOSLaaToArg pe 0,1 < Izl < 500:

o , 10
w(z,a) = a X mazx [10 2, min [3 x 107, Q05 (257 + (|z|/200)6)H (3.5)

_ . 10
w(z,a) = a X max [10 2, min [3 x 103, 105 1 (2/10)° 1 (|z|/200)6)H (3.6)

- L , 0.03
w(z,a) = a X max [10 2, min {3 x 107, 105+ (‘Z|/200)4)H (3.7

w(z,a) = a x maz[1072,3 x 10° x (1 — d(2))"] (3.8)
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‘OAot ou exbéteg pmopody vor akrtohoynbody pe emavoropfPaviopeva yvopevo -
dev amonteiton mpoypnotix exfetixomoinon. Lty eElowon 5, d(z) sivor N TR oo
gl_FragCoord.z xatd tnv extéAcon tov OpenGL fragment shader, 4tov dAeg oL TLuég

Z €lVoll PVNTLXEG GTO YWPEO TNG HAULEQOG.

d(Z) _ (Znear X Zfar)/z - Zfa’r‘ (39)

Znear — Zfar

3.2.3 Tpomomotoslg Tov aAyoplOpov

"Enterto amtd oyxetinég doxtpég BeAtiwong Tov aiyoplpov xatoaAnEope 4Tl oe cvvdva-
OUO UE TNY TTAPOXATW CLYAPTNOY PEEOVLE, TH{PYOVUE TO ATTOTEAEGUO TTOL POLVETOL

oto oyfua 3.4(y)

1,14
w(z,a) = a X max [10_2,min [8,0.3 x 10° + [ 2002} ” (3.10)
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(o) At6doom pe Dual Depth Peeling

g

() Armédoom Weighted Blended pe ypYion tng ovvdptmong 3.1

(v) Art6doom Weighted Blended pe ypYion tng ovvdptmong 3.7

Zynuoe 3.4: oyxpron netoEd peboédwy

17



3.3 Deep Weighted Blended

3.3.1 Etocoyowyn

H Teyvixn awt elvor pio Lo eEEALYUEYT TEYVLXY] OE OYEDN UE TNV TEYVLXY] PAOLOUEYY
oty oto Weighted Blended. Xtny mpoypotixdtnto exmoldedovpe €var VELPWYLXO
dixtvo pe Baon Ty TAnpopopio twv fragments tov Dual Depth Peeling pe oxomd
Vo SNULOLPYNOOVLUE L BLYAPTNOT Bpovg Tov Bo ypnorpomotnbel Yo obvbeon Tng
TeAxng ewxovog tov Weighted Blended.

H Baown 3o tng pneboddov Deep Weighted Blended esivaw 7 dnutovpyio piog
XOADTEPNS oLVEPTNONS Bapovg Tov B vTToAoYilel Tov ouvvteAeoty) Tov Dual Depth
Peeling, xot 1 ypnon tng ovvaptnorng awtrg otoug fragment shaders tov Weighted
Blended.

3.3.2 Ileptypoen tng pnebodov

H pébodog avtn Baoiletar oty exmtaideuon evig vELPWYLXOD YLOL TNV TEOCEYYLOY
Tov ouvteleoty] Tov Dual Depth Peeling (EElowon 3.1). o aipyh mopdryovpe topd-
youpe pio oxnyn pe v nébodo Dual Depth Peeling amd tnv omola o eEdyovpue tar
aToPoLTNTA OESOUEVO YLl TNY EXTTOLGEVLGY] TOL OLXTVOL UG, TO OTTOLOL OVOADOLUE
O7TO ETOUEVO XEQAAOLO. TNV CLVEYELX eEdyoLpe TO Bdbog Tng oxNv”g, TO GBVOAO TWY
fragment yio xéfe pixel ko to dfporopo Twy GAo yLoe vor xévovpe Ty TEOBAEYN
Tov ovyteAeot] Tov Deep Weighted Blended. TéAog, v oxnyn mov €xovue mopdEet
amd To Weighted Blended tnv mTOAAXTARGLALOLUE UE TOUG GUYTEAEGTEG TTOL €YOVLUE
10N TEOPAEPEL UE TO YELPWYLXO.

[No T0 vevpwvixd ypnoLpomooope éva amAd MLP mouv amoteAeitor and 4 emi-
neda, o eninedo £Lo630v Tov €xet 3 croddovc(features) xow 2 axOUOL XELUUEVOL
emimeda pe 10 xow 8 etoddovg avtioToLya xatL To TeAevTaio emtinedo Tov eival m €Eo-
dog. H ouvéptnom evepyomoinong eivoe 1 ReLU (Rectified Linear Unit), yto optimizer
yonorponowoope adam xat yra loss function ™y mse. o Ty exmaidevon ypnot-
pnormotnfnxay 150 emoyég xow batch size 128. 't v exmaidevor yonotpomorinxe
évor obvodo 1.544.955 otoryeiwy ard ta omoio to 33% (509.835) yonotpomorifnxe
i to te0T. Kdbe yooppy amd to otouyeian avtd mepteiye to (1-Ai), T0o ypouut-
xomownuévo PBébog, to dbpotoua Twy AAQa xoi Tov oOYOAO Twy fragment yiow x&be

pixel.
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model loss

— frain

test
0.00875 -

0.00870 A

0.00865 A

(V=T

0.00860 A

0.00855 A

0.00850 4

T T T T T T T T T
20 40 60 80 100 120 140 160 180
epoch

Zynua 3.5: Zparpo exmaidevorng yio 200 emoyég

Ta dedopéva eEnybnoay amd toug shader oe apyeior xetpévon o Tor auvHEO oY
oc évo csv Tou TepLelye i oTNAN Lo To %ébe feature xaw 1 TEOPBAePY €yive pe YL
Tov 6po (1-Ai).

Me learning rate 0.0001 BAémovpe oto Zynuo 3.5 ot To train xow to test loss
VO (OTAVOLVE OE TLUEG TTOAD XOVTA GTO UNOEY, eved @aivetal amd tnv 100mM emoym
%o UETA OV OAAALEL TO OPAALA. AUTO To amotéleopa Oor pmopodoe vo aAAGEEL
oV Tor OESOUEVOL TTOL AGBOLUE TEPLEYOVY OXNVY] OTTO SLOPOPETIXES OTTTLXES XOL OXY-
VEG UE OLOUPOPETIXA LOVTEAX OTO XWEO WUE TuYoieg TLUES dtapdvelas. To dedopéva

eENyOnooay amd ™y (dta oxnyn dAA& amd 3 dtopopeTixéc Ywvieg AMPne.
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KE®AAAIO 4

ATIOTEAESMATA

4.1 Tletpopotixn AELOAOYNOY

4.2 Tlototixd xot Iloocotixd Amotedéopoto

4.1 Tlepopoatixy AELoAdYnoT

Mo to Tetpopotind amoteAéopoto xPNoLhoTotnoaue wioe oxnvy Le 16 povtéia, ue
11102 moAdywva to xébe Eva.

H exmaidcvon éyive oc éva MLP pe éva hidden layer. T dedopéva Touv ypnotp.o-
TOLOOPE YLoL TNV exTtaidevom ftow o 6pog Agst (Evvapton 3.3) tou xébe fragment,
T0 obYOAO TwV fragment yio xé&be pixel, To dbpolopa Twv a koL TEAOG TO YOOXULULKO-
TotnéVo Pabog g oxnvng. Asdopévor palebdTnoy amd SLOPOPES OTTTLXES TNG OXNVIG
%ot yioo toyolon arpo. Téhog Taopoatnendnxe 6Tt pe ToOAD LYNAES TLULES TOL GAPO GTOY
aAyoptbuo tov Weighted Blended, petéd tv avaxataoxeun g elxOvog TopoTnem-
Onxov podpa artifacts ota ypwpota. Onwg o dodue 01N cLVEYELO JOXLUES EYLvoy

YLt TUYOULESG TLLEG TOU AP XOL TUYOLES TULES YOWUATWY.
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(o) Amt630om pe Dual Depth Peeling xat Stapéveta 0.75

() Am6d0oom Weighted Blended xo Stopdveto 0.75

Zynua 4.1: Mopoadeiypoato pebddwy

4.2 Tlotottxd »at llocotixd AmoteAéopoTo

Apyxd oty voevotTa ow Ty Bor TapovoLdoovpe Tar atoteAéopata Yo otoflepd
Yowuo xol GA@o xor Bo tor ovyxplvoope pe T oxnvég tov Depth Peeling xow
Weighted Blended. Ta ypouato yio to weighted blended @aivovtar Atydtepo -
TEWA YLOTL TNV EELOWOT TOL YPWUATOG TTOAATAAGLALETAL XAL 1] CLYAPTNOT BAEOVC

IOV ELVOL AVEAOYT TNG TLUNG TOL AAQa xo Tov Baboug.

float w = weight(depthF, vColor.a);

accumAlpha color .a*w;

accumColor = vec4(color.rgbxaccumAlpha*w, w);
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‘Ontwg Ho Sovpe otor emdueva Tapodelypoto To MSE petvvetal yra v pnébodo
Deep Weighted Blended os oUyxpion pe tv apyixn etxdva tov Weighted Blended
oAyopibuov. I'a ta Topadeiypato pe Toxaio YpWUo xol dtoPavelo BAETOLUE OTL
TO OTTTLXO ATIOTEAEOUO ELVOLL HPXETA TTLO XOVTA 0TO amtoTtéAsopa TTov Oa lxe v Dual

Depth Peeling péb6odoc.

(o) Amté30om pe Dual Depth Peeling xow Stopéveto 0.25

() A6d0om Weighted Blended xow Stopdvetoly) Amotéheopo Deep Weighted Blended pe
0.25 pe MSE 15.95 MSE 11.79

Zyquo 4.2: AmtoteAéopota yioe drapdveta 0.25
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(o) A6300m pe Dual Depth Peeling xot Stopéveto 0.50

() A6d0om Weighted Blended xow Stapdvetoly) Amotéheopo Deep Weighted Blended pe
0.50 pe MSE 16.95 MSE 10.56

Yyuo 4.3: AmoteAéopota oo drapaveta 0.50
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(o) ATt6300m pe Dual Depth Peeling xo Stapdveta 0.75

() A6300m Weighted Blended xow Stapdvetoly) Amotéheopo Deep Weighted Blended pe
0.75 pe MSE 13.61 MSE 11.26

Yyua .4 Amtotedéopota yioo drapdveta 0.75
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(o) A6300m pe Dual Depth Peeling xot Stopdveto 0.85

() Am6d00m Weighted Blended xow Stopdvero

. (y) Amotéleopo Deep Weighted Blended

Yyuo 4.5 AmoteAéopota yioe drapdveta 0.85
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(o) Até30om pe Weighted Blended xou Stopd-  ($) Amédoom Deep Weighted Blende

veto 0.75 pe toyxalo xpwpo avé LovtéAo

Yo 4.6: AmoteAéopoata yio dtopaveto. 0.75 xot Tuyoo YEWRo

(o) Amté30om pe Weighted Blended xon Stapd-  (B) Amddoon Deep Weighted Blended
vetor 0.75 pe Tuyolo YeWpo xot SLoQAVELD OVaL

LOVTEAO

Zynuee 4.7: ATOTEAEOROTO YLOL TUXOLO YOEWUO KO FLOPAVELOL

‘Omtwg BAETOLYE OTA TTOPATIAVL CYNULOTO TO ATOTEAECUO TNG KLeEbBADoL pog Tpo-
oeyYilel to amotéAcopa Tov Dual Depth Peeling pe to péoo opdipa va stvor youn-
AOTEPO Yo ®&bE évar amtd T ATTOTEAEOUOTA OE GUYXPLOY UE TOL OTTOTEAECUATO TNG
Weighted Blended Transparency, yto to Zynuoto 4.2, 4.3, 4.4. 210 Zyquo 4.5 mo-
PATNEOVUE OTL Yot TTOAD LYNAY TLUY ToL GAYa, 0.85 TNy TEPITTWOY KOG, LTTEEYOVY
popo artifacts otor xOxxLvar LOVTEAD PE TOL LTTAE LOVTEAC VO LMV TTPOOEYYL{OLY OF
Stapaveto Ty opyLxn ewxéve tov Dual Depth Peeling. Xto Zynuoa 4.6 yia otabepd

ovvtereot| drapbvetog (0.75 dApa) xor Tuoyaio xPWRo avd Lovtélo BAémovpe Ot

26



OTTTLXA 7] OLoPAveELa TTPOoEYYILeToL xovovixd PLe Ty pébodd pog, oe avtibetn me-
pimTwon oto Zynuo 4.7 BAEToOLPE OTL UE TUXOLO CUVTEAEGTY] SLodveLlag yLor xabe
LOVTEAO XL TUYOLO YPWUO TO ATTOTEAETUO TNG HeBBSOL pag TpooeYYLlel Ty StoQa-
VELOL LE XATTOL OUWG LW Ypwpatog artifacts oto Tpdotvo povtéro. Mo Ty eEdrerdn
Twy artifacts ocvvioTtaton v exmaidevon evOg o oVVOETOL VELPWYLXOD LOVTEAOD LLE
OcO0opUEVa OTtO TIEPLOGOTEPEG OXMNVECS, TUYOLES TLUES TOU BAPO %Ol EVOEYOUEVWG OLO-

(POPETLXA LOVTEAXL.

[Mivaxoag 4.1: Tlivaxag AdBovg oe obyxpnon pe Dual Depth Peeling pe yonon tng
ovvaptnorng Adbouvg MSE.

Weighted Blending Deep Weighted Blending

0.25 Transparency  15.95647 11.79113
0.50 Transparency  16.35498 10.50012
0.75 Transparency  13.61550 11.26541

TéAog, otov Tmivaxo PAEmovpe 4T xow yioe Tor Tplar amoTeAéopota Ue otoepd
yowpo xor otobepd dAPa To UECO TEAARO EYEL LELWOEL xOlL OTLS TPELS TEPLTTTW-
oclg ov onuaiver 6t N péHoddg mpooeyyilel tov Dual Depth Peeling oAydptbuo.
[No to amoteAéopoto Tov Tepteiyay artifacts dev €ytvoy HETPNOELS YLOTL QoivovToL

Eexdbopec omTinég aANOLOOELG.
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KE®aaao 5

YD YMIOEPAYSMATA KAI MEAAONTIKEY

KATEYOYNSEIZ

5.1 Xvpwepdopota

5.1 Xvymepdopoto

A6 to Topadelypota copTEQOVOLUE GTL e TNY LEDOBO LOC LTTOPETOUE VO TTPOCEY -
Yioovue €éval ATTOTEAECUOL TILO XOYTA OTO OTOTEASOUO TNG TEAELG Otapdvelas. Me
™V SLYATOTNTO. CUANOYNG TTEPLOGATEPWY JEBOUEVWY, YPNOoN TLo obvbeTou dtxTOOL
%0l XOAOTEPNG EXTIOLGEVGYG TOV YELPWYLXOD UTTOPOVIE VO TTPOOEYYLOOVUE %O UE-
YOAOTEQPEG TLUES OLAPAVELHG YWPELS OTTTLXEG AAOLWOELS X DWG xoL TTLO TTOAVTTAOKEG
oxnvéc. Télog, pla amod Tig peArovtixég eEeAiEetg tng nebddov avtng Ba rav 1 dv-
VOTOTNTO VO TPEYEL TaLTOYpOove o€ emtimedo shader yio Tapoywy g PEATLWUEVNS

OXNVYG OE TPAYULOTLXO XOOVO.
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[TaPaPrTHMA A

KOAIKAY T'IA THN ME®0OAO TOY DuAL DEPTH

PEELING

A1 Kodwrog AdyopiOp.ov

A.2 Shaders aAyopiOp.ov

A1 Kodwoag AAyopiOpov

2to onueio awtd BAETOLUE TOV XWILXK YL TV artddoon Tov Dual Depth Peeling.

Apyxomorodpe toug buffer yio tor fébn TwY TOUWY.

function draw() {

HETTTETEEEE e i ri i ry

// 1. Initialize min—max depth buffer

HELTETEEEEEET il ri il

gl.bindFramebuffer ( gl .DRAW_FRAMEBUFFER, blendBackBuffer );
gl.clearColor( 0, 0, 0, 0 );
gl.clear ( gl.COLOR_BUFFER BIT );

gl.bindFramebuffer ( gl .FRAMEBUFFER, depthPeelBuffers[ 0 ] );
gl.drawBuffers( [ gl.COLOR ATTACHMENTO ] );

gl.clearColor ( DEPTH_CLEAR VALUE, DEPTH_CLEAR VALUE, 0, 0 );
gl.clear ( gl.COLOR_BUFFER BIT );
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gl

gl.
.clearColor( 0, 0, 0, 0 );

gl.

.bindFramebuffer ( gl .DRAW FRAMEBUFFER, depthPeelBuffers[ 1 ] );
.clearColor ( — MIN_ DEPTH, MAX DEPTH, 0, 0 );
.clear ( gl.COLOR_BUFFER BIT );

.bindFramebuffer ( gl .DRAW FRAMEBUFFER, colorBuffers[ 0 ] );

drawBuffers( [ gl .COLOR_ATTACHMENTO, gl.COLOR ATTACHMENT1 ] );

clear ( gl.COLOR BUFFER BIT );

.bindFramebuffer ( gl .DRAW_FRAMEBUFFER, colorBuffers[ 1 ] );
.clearColor( 0, 0, 0, 0 );
.clear (gl .COLOR_BUFFER BIT );

draw depth for first pass to peel

.bindFramebuffer ( gl .DRAW_FRAMEBUFFER, depthPeelBuffers[ 0 ] );
.drawBuffers( [ gl.COLOR ATTACHMENTO ] );
.blendEquation( gl .MAX );

.useProgram ( depthPeelProgram );
.uniform1i( depthPeelDepthLocation, 3 );

.uniform1i( depthPeelFrontColorLocation, 4 );
.bindVertexArray ( objectArray );
.bindBuffer( gl.ARRAY BUFFER, matrixBuffer );

.bufferSubData( gl.ARRAY BUFFER, 0, modelMatrixData );
.drawElementsInstanced ( gl.TRIANGLES, indicesArray.length, gl.

UNSIGNED_INT, 0, objects.length );//using this for object loaded

2ty ovvéyeta €xovpe v Ping-Pong Acsttovpyio tov Dual Depth Peeling. Xtny

OLé pog TEPITTWOY E€XOVIE 0PLOUO TEQUOUATWY 4.

HETEEETEEEEL i riri i rlry

/1

2. Dual Depth Peeling Ping—Pong

HELETEEEEEE e ri i rlry

var readld, writeld;

var offsetRead, offsetBack;
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// 1 NEED A [X][WIDTH+HEIGHT=*4] SIZE ARRAY OF NUMBERS TO KEEP PIXELS
for ( var pass = 0; pass < NUM_PASS; pass ++ ) {

readld = pass % 2;
writeld = 1 — readld; // ping—pong: 0 or 1

gl.bindFramebuffer ( gl .DRAW FRAMEBUFFER, depthPeelBuffers|[ writeld
1)

gl.drawBuffers( [ gl.COLOR ATTACHMENTO ] ); //C_A0 = RG and FLOAT

//READ BUFFERS AND THEN THE PIXELS THEY GIVE

// EXTRACTING DEPTH BUFFER INFORMATION

gl.clearColor ( DEPTH CLEAR VALUE, DEPTH CLEAR VALUE, 0, 0 );
gl.clear ( gl.COLOR _BUFFER BIT );

gl.bindFramebuffer( gl .DRAW FRAMEBUFFER, colorBuffers[ writeld ] );
gl.drawBuf fers( [ gl .COLOR_ATTACHMENTO, gl.COLOR ATTACHMENT1 | );
//C_A1 = RGBA and HALF FLOAT

// EXTRACTING COLOR BUFFER INFORMATION

gl.clearColor( 0, 0, 0, 0 );
gl.clear ( gl.COLOR _BUFFER BIT );

gl.bindFramebuffer ( gl .DRAW FRAMEBUFFER, depthPeelBuffers|[ writeld
1)

gl.drawBuffers( [ gl.COLOR_ ATTACHMENTO, gl.COLOR ATTACHMENT1, gl.
COLOR_ATTACHMENT2 ] ); //C_A2 = RGBA and HALF_FLOAT

gl.blendEquation( gl .MAX );

// update texture uniform

offsetRead = readld * 3;

gl.useProgram( depthPeelProgram );

gl.uniform1i( depthPeelDepthLocation, offsetRead );
gl.uniform1i( depthPeelFrontColorLocation, offsetRead + 1 );

// draw geometry

gl.bindVertexArray ( objectArray );

gl.drawElementsInstanced ( gl.TRIANGLES, indicesArray.length, gl.
UNSIGNED_INT, 0, objects.length ); //using this for object
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loaded

// blend back color separately

offsetBack = writeld % 3;

gl.bindFramebuffer( gl .DRAW FRAMEBUFFER, blendBackBuffer );

gl.drawBuffers( [ gl.COLOR ATTACHMENTO ] );

gl .blendEquation( gl .FUNC_ADD ) ;

gl.blendFuncSeparate ( gl .SRC_ALPHA, gl.ONE_MINUS SRC_ALPHA, gl.ONE,
gl .ONE_MINUS _SRC_ALPHA );

gl.useProgram ( blendBackProgram );

gl.uniform1i( blendBackColorLocation, offsetBack + 2 );

gl.bindVertexArray ( quadArray );

gl.drawArrays( gl.TRIANGLES, 0, 6 );

[ELETEETEEE T rrl g

// 3. Background color
[ELTETETETET i iy

gl.bindFramebuffer ( gl .FRAMEBUFFER, null );
gl.clearColor( 1,1,1,1);

gl.clear ( gl.COLOR _BUFFER BIT );

gl.blendFunc( gl.ONE, gl.ONE_MINUS_SRC_ALPHA );
gl.useProgram( finalProgram );

gl.uniform1i( finalFrontColorLocation, offsetBack + 1 );
gl.bindVertexArray ( quadArray );

gl.drawArrays( gl.TRIANGLES, 0, 6 );

A.2 Shaders aAyopiOp.ov

O mapondtw xS YENoLwoToteltaL Yo Ty dnuiovpyia xébe peel tov aiyopid-
©wov. OTtweg QaiveTal xoL 6To TEAOG YEOLLOTIOLOOUE QWTLOUO YLow TNV dNuLovpYia TG
OXMYNG.

#version 300 es

precision highp float;
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precision highp sampler2D;

layout(location=0) out vec2 depth; // RG32F, R — negative front
G — back depth
layout(location=1) out vec4 frontColor;

layout(location=2) out vec4 backColor;

void main() {

/1
// dual depth peeling

/1l

float fragDepth = gl FragCoord.z; /0 —1

ivec2 fragCoord ivec2 (gl_FragCoord.xy);
vec2 lastDepth = texelFetch(uDepth, fragCoord, 0).rg;

vec4t lastFrontColor = texelFetch(uFrontColor, fragCoord, 0);

// depth value always increases
// so we can use MAX blend equation
depth.rg = vec2(—-MAX DEPTH) ;

// front color always increases
// so we can use MAX blend equation

frontColor = lastFrontColor;

// back color is separately blend afterwards each pass
backColor = vec4(0.0);

float nearestDepth = — lastDepth.x;
float furthestDepth = lastDepth.y;
float alphaMultiplier = 1.0 — lastFrontColor.a;

if (fragDepth < nearestDepth |l fragDepth > furthestDepth) {
// Skip this depth since it’s been peeled.

return;
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if (fragDepth > nearestDepth && fragDepth < furthestDepth) {
// This needs to be peeled.
// The ones remaining after MAX blended for
// all need—to—peel will be peeled next pass.
depth.rg = vec2(—fragDepth, fragDepth);

return;

/1

// If it reaches here, it is the layer we need to render for this

pass

!/

vecd position = vPosition.xyz;

vec3 normal = normalize (vNormal.xyz) ;

vec2 uv = vUV;

vect baseColor = vColor * texture(uTexture, uv);

vec3 eyeDirection = normalize (uEyePosition.xyz — position);

vecd lightVec = uLightPosition.xyz — position;

vecd lightDirection = normalize(lightVec);

vec3 reflectionDirection = reflect(—lightDirection , normal);

float nDotL = max(dot(lightDirection , normal), 0.0);

float diffuse = nDotL;

float ambient = 1.0;

float specular = pow(max(dot(reflectionDirection, eyeDirection),
0.0), 20.0);

vecht color = vec4((ambient + diffuse + specular) % baseColor.rgb,

vColor.a);

// dual depth peeling
// write to back and front color buffer
if (fragDepth == nearestDepth) {

frontColor.rgb += color.rgb % color.a % alphaMultiplier;
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frontColor.a = 1.0 — alphaMultiplier % (1.0 — color.a);
//frontColor.a += (color.a); //used for extracting sum of
alpha
} else {

backColor += color;

O emdpevog shader yponotpomoteital yio v o¥vbeon Twy peels.

#version 300 es

void main() {
ivec2 fragCoord = ivec2(gl_FragCoord.xy);
vec4t frontColor = texelFetch(uFrontColor, fragCoord, 0);
vecs backColor = texelFetch (uBackColor, fragCoord, 0);
float alphaMultiplier = 1.0 — frontColor.a;

fragColor = vec4( frontColor.rgb + alphaMultiplier * backColor.rgb,
frontColor.a + backColor.a );
// fragColor = frontColor; //used for extracting (1—a), sum of

alphas and linearized
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IIarAPrTHMA B

Koaikar THE MEROAOY WEIGHTED BLENDED

B.1 Kwdwxog alyopibpov

B.2 Shaders pe0édov

B.1 Kodwxoag aiyopiOpov
function draw() {

LTI
// Draw Objects

HELETEEEEEE i iy
gl.bindFramebuffer (gl .FRAMEBUFFER, accumBuffer);

gl.useProgram (accumProgram) ;
gl.bindVertexArray (objectArray);
gl.drawBuffers (I gl .COLOR_ATTACHMENTO, gl .COLOR ATTACHMENT1] )

gl.readBuffer (gl .COLOR_ ATTACHMENTO) ; // accumTarget

gl.readBuffer (gl .COLOR ATTACHMENT1) ; // accumAlphaTarget

gl.bindBuffer (gl . ARRAY BUFFER, matrixBuffer);
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gl.bufferSubData (gl.ARRAY BUFFER, 0, modelMatrixData) ;

gl.blendFuncSeparate(gl.ONE, gl.ONE, gl.ZERO, gl.ONE_MINUS SRC_ALPHA);

gl.clearColor(0,0,0.1);

gl.clear (gl.COLOR_BUFFER BIT | gl.DEPTH BUFFER BIT);

gl.drawElementsInstanced ( gl.TRIANGLES, indicesArray.length, gl.
UNSIGNED_INT, 0, objects.length );

gl.bindFramebuffer (gl .FRAMEBUFFER, null);

gl .useProgram (drawProgram) ;

gl.bindVertexArray (quadArray) ;
gl.clearColor(1,1,1,1); //background color

gl.clear (gl.COLOR_BUFFER BIT | gl.DEPTH_BUFFER BIT);
gl.blendFunc(gl.ONE, gl.ONE_MINUS_SRC_ALPHA);
gl.drawArrays(gl.TRIANGLES, 0, 6);

requestAnimationFrame ( draw );

B.2 Shaders pe0ddov

#version 300 es

precision highp float;

float weight(float z, float a) {
return pow(a, 1.0)*max(clamp(min(0.3/(1e-5 + pow((1.0—2)/200.0.4.0)
).,8.0),1e—2,1.0) ,pow(10.0,—-2.0));

float LinearizeDepth(float depth)

{
float z = depth * 2.0 — 1.0; // back to NDC

return (2.0 % near * far) / (far + near — z * (far — near));

void main() {

/1
// Getting the depth values

/1l
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float fragDepth = gl _FragCoord.z; /] 0 —1
ivec2 fragCoord = ivec2(gl_FragCoord.xy);
float depthF = LinearizeDepth(fragDepth);

vecd position = vPosition.xyz;
vec3 normal = normalize (vNormal. xyz) ;

vec2 uv = vUV;

vecst baseColor = vColor;

vec3 eyeDirection = normalize (uEyePosition.xyz — position);

vec3 lightVec = uLightPosition.xyz — position;

vec3 lightDirection = normalize(lightVec);

vecd reflectionDirection = reflect(—lightDirection , normal);

float nDotL = max(dot(lightDirection , normal), 0.0);

float diffuse = nDotL;

float ambient = 1.0;

float specular = pow(max(dot(reflectionDirection , eyeDirection),
0.0), 20.0);

veckt color = vec4((ambient + diffuse + specular) % baseColor.rgb,

vColor.a);

float w = weight(depthF, vColor.a);

color.rgb *= color.a;

accumAlpha = color.asw;

accumColor = vec4(color.rgbxaccumAlphaxw, w);

210 téAog moAAaTtAacLéllovpe To rgb pe to accumAlpha oAAa xow To W yLa vou

TapovEe To eTLiuuNTod amoTéAsopo.
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