Chapter 01: Introducing the Raptor Engine and Hydra
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7 vkCmdBeginRenderPass(C=Clear, D=Clear)
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53-62 > ImGUI

65 vkCmdEndRenderPass(C=5tore, D=Don't Care)
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[ETexture Viewer X]ﬂﬁpelineSlate X@Mesh Viewer X@Launch Application X@Resource Inspector x]
Channels|RGBA JRIE]E] » © ’ | subresource|Mip 0 15551072 lice/Face acions B8 © © 8 # & |
Zoom 1:1 E3Fit [43% | & || Overlay|None v||l Range[0.00 [ (1.00 Q 7 @ |

Cur Output 0 - Swapchain I... Inputs IOutpufs ]




Chapter 02: Improving Resources Management
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Chapter 03: Unlocking Multi-Threading
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Chapter 04: Implementing a Frame Graph
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Chapter 05: Unlocking Async Compute
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Chapter 06: GPU-Driven Rendering
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Chapter 07: Rendering Many Lights with Clustered Deferred
Rendering







Albedo R8 G8 B8

Normals Rl16 Gle

PBR R8 G8 B8
Slice Index MIN | MAX

0
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4|9
Tile Index 0 1 2 3
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3 1111 0101 1100 1010




Chapter 08: Adding Shadows Using Mesh Shaders
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» GPU Profiler

> Textlres Debug

» Raptor ImGui

TEXEL SIZE (bits) Block Shape (2D) Block Shape (3D)
8-bit 256 x 256 x 1 64 x 32 x 32
16-bit 256 x 128 x 1 32x32x%x32
32-bit 128 x 128 x 1 32x32x16
64-bit 128 x 64 x 1 32x16x%x 16
128-bit 64 x 64 x1 16 x 16 x 16




Chapter 09: Implementing Variable Rate Shading
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Chapter 10: Adding Volumetric Fog
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Chapter 11: Temporal Anti-Aliasing
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Chapter 12: Getting Started with Ray Tracing
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Chapter 13: Revisiting Shadows with Ray Tracing







Chapter 14: Adding Dynamic Diffuse Global lllumination

with Ray Tracing
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Chapter 15: Adding Reflections with Ray Tracing







