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Both shader cores read from memory 
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*data cost is similar, so Ashikhmin/Shirley looks attractive, and also Blinn-Phong. 
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Power is an example of micro variation 
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Bump mapping is a meso level variation 
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Twist mapping can be used for both meso and micro variation 
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Pixel shader will be evaluated at each one of these points 
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Shifting the triangle causes the sample points to change 
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Swimming is priority #1, show demo here 
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Don’t point sample from our resources, we run through a texture filter to even out 

the samples 
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Not only is this pixel swimming, but color doesn’t bleed to adjacent pixels in any 

meaningful way. Average color for a neighborhood shouldn’t be changing much. 
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Roughly half as many pixels get executed  



34 



35 



36 



37 

A pixel on the screen is the sum of all the texels which contribute to it. The right 

represents the region of the normal map that the pixels on the rendered image 

might map to.  
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Looking at just the specular component of Blinn-Phong with a normal that varies 

(the tex2D(r) part), we can see that we cannot use a linear filter. We can think of 

this as shading on the texels rather then the pixels. 
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Ideally, we don’t want to draw polygons which are not visible. In the near future, 

we can cull away polygons which are facing the backside with a handy Geometry 

Shader. 
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