Special Thanks!

Original roadmap was made by Chris Ohk.

You can find him using the links below:

GitHub Profile + Twitter Profile

Game Developer

Find the detailed version of this roadmap

Along with resources and more roadmaps

https://roadmap.sh
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DirectX Ray Tracing

Real-Time Ray Tracing
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Physically-Based Rendering

Translucency and Transparency

Conservation of Energy

Metallicity

Microsurface Scattering
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