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1 Reviews on GPU-—based ray tracing pipeline
2 | Acceleration structure construction and traversal on GPU
3 | Shader binding table construction
4 | Real—time PBR(physically based rendering) shader implementation
5 Comparisons between Vulkan and NVIDIA OptiX ray tracing systems
6 | GLSL—based and CUDA—based ray tracing shader implemenations
7 Efficient implementation of Whitted—style ray tracer on Vulkan and OptiX
8 | Term Project Presentation I
9 Reviews on Vulkan/OpenGL rendering pipelines
10 | Advanced rendering on Vulkan/OpenGL systems
11 | Deferred rendering with Vulkan
12 | Optimization of deferred rendering for mobile applications
13 | Hybrid ray tracing on Vulkan for mobile applications
14 | Hybrid ray tracing on NVIDIA OptiX for PC applications
15 | Foveated ray tracing on NVIDIA OptiX for VR headset display
16 | Term Project Presentation II
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