15-869 Raster Renderer Structure (tiled version of renderer)
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(holds indices of vertices in vertexOutputBuffer)
TiledRendererAlgorithm: :RenderProjectedBatch()
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while (!done)

/ free core grabs next tile \

TiledRendererAlgorithm: :RenderTile()

: Core © : : Core 1 : : Core N-1 :
. for each bin tri: : . for each bin tri: : . for each bin tri: :
: rasterize ' : rasterize ' : rasterize :
: shade : : shade : : shade :
: depth-test : : depth-test : : depth-test :
' : ' : ' :

frame-buffer frame-buffer frame-buffer

TiledRendererAlgorithm: :Finish()



