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Introduction
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1 Engine based on Volition’s FreeSpace 2 (1999)
2 Open sourced in 2002
3 Mostly incremental changes to the renderer since
4 Deferred shading since 2015
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No resolve of g-buffer
Shading per-sample instead of per fragment
⇒ Shading is computationally expensive
Shading per-sample only if necessary
⇒ Introduces complexity into existing shaders
⇒ Still potentially expensive depending on the scene
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Core idea

Only blend samples depicting adjacent geometry
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