
0 20 40 490 500

0

300

600

Fp
s

Number of light sources

0 20 40 490 500

0

300

600

Fp
s

Number of light sources

0 60 120

0

200

400

Fp
s

In�uence radii of �ve point light sources

1.0e6 1.5e6 2.0e6

0

300

600

Fp
s

Number of generated fragments

1.0e6 1.5e6 2.0e6

0

300

600

Fp
s

Number of generated fragments

Test scene

Light source in�uences all objects

Light source in�uences few objects
Tradional shading

Traditional shading with z pre-pass

Deferred shading

5 ×

3 ×

15 ×

Scene

Light
sources

Frame
bu�er

Shade

Traditional
shading

Scene Colors Normals Positions

Light
sources

Frame
bu�er

G-bu�er (frame bu�er object)

Determine light
contribution and shade Deferred

shading

Render

Few light sources
 

Relatively low scene complexity
Many light sources with a small in�uence range
 

Relatively high scene complexity
Computionally expensive illumination models

Bart Postma (b.j.j.postma@rug.nl) and Tobias Isenberg (isenberg@cs.rug.nl)

Contact

Important results

Two shading techniques

Where to go?

An Evaluation of Deferred Shading Under
Changing Conditions

Bart Postma and Tobias Isenberg

Deferred

Traditional

Defer.                                

    
    

    
  T

rad
.


