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Forward Renderer

A MSAA for VR

A Unified abstraction for
Lightstructures &
ReflectionCaptures

A Based on clustered culling

A Full Z Prepass with deferred
Shadowing and upsampling
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Forward Renderer

A Support for most of the
Features of the Deferred
Renderer

A Configurable Material
features

A 22% Performance increase in
Robo Recall

A Also enhances Translucency
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Planar Reflections

A Selective object rendering &
composition into reflection
captures

A Full scalability controls

A Analytical fog clips the rays
by reflection plane
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Instanced Stereo Rendering

A Renders each Mesh with
twice the InstanceCount

A Viewport scissoring is
Implemented using
SV_Clipdistance or
SV_Viewportindex from VS

A 40% CPU & 12% GPU
performance gain over
regular stereo rendering
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Shadow Improvements

A Indirect Capsule Shadows for
skeletal meshes

A Indirect Distance field
Shadows for rigid meshes

A Tiled culling at lower
resolution

A Cached Shadowmaps for 16x
performance in Fortnite
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Screen Space Contact Shadows

A Originally developed with
hair shading in mind

A Raytraces the depthbuffer
with a fixed number of
samples

A Additional scalability option
where otherwise shadows
would not be available
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GCN Compute Unit Overview

A 4x 16-wide VALU where loads go though the Texture Units and L1
A 1x Scalar Processor where loads go though shared Kcache

A Scalar loads do not support format conversion

A Scalar Processor does computation that is uniform across the wave
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