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Wireframe UV layout
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Wireframe Scene

Content courtesy of A2M
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lefuse Reflectance in UV space

Content courtesy of A2M
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Lighting only Scene

Content courtesy of A2M
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Lighting only in UV space
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Image from Mirror’s Edge, by EA DICE
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Global lllumination (Gl)
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No diffuse Light Simulation Diffuse Light Simulation
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Image from Mirror’s Edge, by EA DICE Autodesk
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Content courtesy of A2M Autodesk



Physical Soft Shadows, note how the penumbra changes

‘He distance from occluder

Content courtesy of A2M Autodesk
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Image from Mirror’s Edge, by EA DICE Autodesk
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and simple light sources
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= Good looking light maps runs with the same performance as bad looking ones
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Beast &

Autodesk Beast

LiquidLight®

Global Illumination Engine

DistriBeast
Distribution Engine

eRnsT

Real-Time Visualizer

Autodesk



Liquid Light

Autodesk Beast

LiquidLight®

Global Illumination Engine
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Beast API
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Beast API

LiquidLight

Game Renderfarm
Editor
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Beast API
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DistriBeast

Autodesk Beast

[ DistriBeast

Distribution Engine

Autodesk



DistriBeast
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DistriBeast
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Autodesk Beast

eRnsT

Real-Time Visualizer
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= Gamebryo Lightspeed

= Unity

= Digital Extremes Evolution Engine

= Unreal Engine 3
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