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geometry pass.frag

out (location

2 Metal | icRoughness;
4) out v gEmissive;

) uAlbedoTexture;
uNormal Texture;
uMetal | icRoughnessTexture;
2D uEmissivelexture,
> uMetal | icRoughnessFactors;

form LIGHT uLight[NUMBER_OF_L IGHTS_SUPPORTED];
’D uPositionTexture;
uAlbedoTexture;
uNormalTexture;
uMetal | icRoughnessTexture:
’D uEmissiveTexture;

- Lighting pass/ 'AlE — color attachmentsn & 371 PBRQfuil o 0.
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Model.cpp

if (1i
I
d

constant
linear =
quadratic

.intensity <= 300)

1.0f;
0.7f;
= 1.8f;

| inear 221,
quadratic = 0.20f;

}
light.
light.
light.
light.

light.

lightAttenuationFactors[0
lightAttenuationFactors[1
lightAttenuationFactors[?
lightAttenuationFactors[3

lightOn = 1:

| ightM

light.radi

(256.0 / 5.0)

Attenuation+ 5/256 + M i€ w! Qe ul o

— 0N LJ 4

= constant;

= linear;

= quadratic;
1.0f;

std:: fmaxf(light.color[0], light.color[1]), light.color[2]);

artf(linear = linear — 4 * quadratic * (constant —

/ (2 = quadratic):

uniform n T 1" 4 0.

w I ¥

deferred_1.frag

LIGHT {
position;
3 color;
lightOn;
lightAttenuationFactors:
radius;

if (uLight[i].position.w != zerof) {
lightDirectionEC = uLight[i].position.xyz — fragPos;
f distance = length(lightDirectionEC) :

if (distance > uLight[i].radius)
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