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realdifTuse ~ (difluse * nl) (3.14)

s nodeO ((ambicnt * nl) * vin)

*vecd nodel = FSchlick * Bl

node = ambicnt * (| selfomissive + ).
finalret -~ [0 ¢+ (nodeO J 5
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Y 1 float Fe = pow(1.0 - {5l 5.0);

node2 node2 2 vee FSchlick=vec3(clamp(50*specular.y ) 8 ) +(specular®(1.0-Fc));
- s e of b % RS 1 e 3 Ny
s P 3 vec3 emissive = pow(texture(emissivetex|, coord).xyz, vec3(2.2));
— — 4 vecd selfemissive = (emissive * (1.0 - roughness)) * (.5;
| m— A s vec realdiffuse = (diffuse * nl) / vec3(3.14);
. 6 vecd node © veci((ambient * nl) * vis);
selfmissive ‘oo 7 vecd nodel = Fchlick * R
+ realdiffuse

8 vec3 node2 = ambient * (

realdiffuse e s O —
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float Q rsqrt( float number )

long 1i;
float x2, y;
const float threehalfs = 1.5F;

x2 = number * 0.5F;

y = number;
i =% ( long * ) &y; evil floating point bit level hacking (FEAEHTIE 5 ET(/im B EFIHE)
i = 0xbf3759df - (i >> 1); what the fuck? (IXAZ(IA4H? )
y =% ( float * ) &i;
y =1y % ( threehalfs - (x2 *xy *xy ) ); "/ Ist iteration (FE—/Z/C)

v =y ¥ ( threehalfs — (x2 *y *y ) ); Znd iteration, this can be removed (H__Ki/(C, A LIMIEE)
return y
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1 float Fc = pow(1.0 -l 5.0); >

2 vec3 FSchlick = vec3(clamp(50*specular.y) * @) + (specular * (1- Fc)); (¢) e \

3 vec3 emissive = pow(texture(emissivetex1, coord).xyz, vec3(2.2)); o) ;(:‘

4 vec3 selfemissive = (emissive * (1.0 - roughness)) * 0.5; ? 5
{

5 vec3 realdiffuse = (diffuse * nl) / vec3(3.14); 11 )
6 vec3 node0 = vec3((ambient * nl) * vis);
7 vee3 nodel = FSchlick *-;

8 vec3 node2 = ambient * ({ selfemissive +{Fealdifiuse))); (a) :
i e 9 ve3 finalret - (node0 “QNBHARD); x
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