Preparation for Lesson 5

Lesson 5 is focused on the screen-space ambient occlusion and the depth of field,
which are two techniques that usilize the data from the G-buffer. For smooth
lesson, review:

e Review the Gaussian filter for bluring images. Go through shaders blur_ssao_texture_fragment.glsl
and dof_fragment.glsl, which include an implementation of the filter. (Yes,
you won’t implement it :-), but at least see how to implement it.)

e Think about how a coordinate of a vertex in the view space (= camera
space) relates to the distance of this vertex from the camera.

Go through project 5 in the study materials. Focus on:

e The code is derived from the 4. project, again we have a random scene
and the deferred shading. You should understand everything except the
code for 5. lesson. It usually contains ‘SSAQO’ or ‘DoF"’.

Project 5 also includes the following stuff, which has not been tought yet and
which will be discussed at the lecture:

e Function textureLod for sampling a texture (some of you may remember
this function).

e Function textureSize.

e Variable gl_FragCoord.

Priprava na 5. cviceni

Na patem cvi¢eni budeme probirat screen-space ambient occlusion a depth of
field, coz jsou dvé techniky, které vyuzivaji G-bufferu z deferred shadingu. Pro
hladky prubéh cviceni si zopakujte a piipravte:

e Zopakujte si gaussuv filtr pro rozmazani obrazku. Projdéte si shadery
blur_ssao_texture_fragment.glsl a dof.fragment.glsl, které obsahuji imple-
mentaci gaussova filtru. (Ano, psdt ho nakonec nebudete :-), ale alesporl
se podivejte na to, jak ho lze napsat.)

e Popiemyslejte, jak souvisi souradnice vrcholu vyjadfena v souradnicovém
systému kamery (view space) se vzddlenosti tohoto vrcholu od kamery.

Projdéte si projekt Cv5 ve studijnich materidlech. Zaméite se zejména na:

e Kdéd vychéazi ze 4. cviceni, opét mame ndhodnou scénu, opét mame de-
ferred shading. Vétsinu byste méli pochopit, vyjma kédu pfipraveného
pro 5. cviceni. Ten pozndte tak, ze ma v sobé zkratku SSAO nebo DoF.



Ve Cvb jsou navic tyto véci, které jesté nebyly probrany a které budou probrany
na prednésce:

e Funkce textureLod pro vzorkovani textur (nékteii z vés si ale na ni moznd
VZpomenou).

e Funkce textureSize.

e Proménnd gl_FragCoord.



