








































































































































https://gpuopen.com/gpu-reshape/

















































































https://gpuopen.com/learn/mesh_shaders/mesh_shaders-index/


















https://github.com/microsoft/DirectXShaderCompiler/blob/main/docs/DXIL.rst













































https://twitter.com/GPUOpen
https://mastodon.gamedev.place/@gpuopen
https://gpuopen.com/
https://www.zhihu.com/org/gpuopen-7
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