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Chapter 1: Physically Based Rendering

























































Chapter 2: Post-Processing Effects































































Chapter 3: Opaque Materials and Texture
Mapping

























































Chapter 4: Translucent Materials and More













































































Chapter 5: Beyond Traditional Material Uses























































Chapter 6: Advanced Material Techniques



































Chapter 7: Using Material Instances





































































Chapter 8: Mobile Shaders and Material
Optimization























































Chapter 9: Some Extra Useful Nodes

































Graphics Bundle Ends Here
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