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AMES

Iberians Romans

Macedonians Ptolemies Spartans

Carthaginians Kushites Persians Seleucids
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Game Scene
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Rendering 3D Model Fospem= Y/ wildfire

3D Model }[ Preprocessing (CPU) }

[ Rasterization (GPU) }
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Rendering 3D Model FospeEm= M/ wildfire

3D Model Preprocessing (CPU) H Vertex Shader (GPU) }
[ Rasterization (GPU) H Fragment Shader (GPU)
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Rendering equation FospeEm= M/ wildfire

Lo(X, wo, A, 1) = La(X, wo, A, 1) +/ £ (X, i wou A, DYL(%, wi A, £) (i - n) d
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Rendering equation FosDEM= ¢ wildfi

I-igh’[reflected toward a camera — Ambient IIghtof surrounding space +

Lightom a sun - (Normalyt the position in space DirectioNioward the sun)
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Rendering equation FospEmz ¢ wild

H _ *
I—'ghtreflected toward a camera — 0

*Special case when you're looking into a black hole in its Galactic Center
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Vertex Shader
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Vertex Shader
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FospEm= M wildfire

Enumerate all objects on a map

Cull invisible objects

Render shadow map

Render reflection map

Render refraction map

Render main game scene using previous textures
Apply post-processing
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Graphics API Fospem M wildfire

CoerGL.
QCrenGLES




OpenGL Versions FOSDEM=« ) wildfire

penGL.

T
Past 2021 Future

Vladislav Belov 0 A.D: Graphics Development
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penGL.
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OpenGL Versions FosDEM= Y wildfire

penGL.

GL3 GL
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OpenGL Versions FosDEM= Y wildfire

penGL.

GL2 GL3 GL4
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OpenGL Versions FosDEM= Y wildfire

penGL.

2
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Past Dinosaurs were 2004 2008 2010 2021 Future
killed by an
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OpenGL Versions FosDEM= Y wildfire

penGL.
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Future Graphics API FospEm= ¢ wildfire
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FospEm= M wildfire

If you enjoy creating games,
you will always be welcome!

playOad.com
trac.wildfiregames.com/wiki/WikiStart
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