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'REMEDY ENTERTAINMENT PLC.
Founded in 1995 | Espoo | Finland | 165+ employees

BEST KNOWN FOR:
Max Payne 1 Alan Wake | Quantum Break

CURRENTLY WORKING ON:

| l / 7 (own IP) with 505 Games

CrossFire 2 (Story Mode) with Smilegate
Northlight engine and tools
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Agenda

Quick Iintroduction to [S?reCtXRytra
Area shadows
Ambilent occlusion

Reflections _ > N

Indirect Diffuse
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Experiments with DirectX Raytacmg In-Northlight
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https://youtu.be/70W2aFr5-Xk
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Visibility based algorithms
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Bottom Level
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Bottom Level
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Bottom Level
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Top Level




Dynamic Geometry
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-« - i |l ¢y

' L

4

Y T

"

o ——— o 4 .

o’ T

=

3 24 o et WOV ORI
¢ .y : . WS AT S 3

: i A AR Aty L
DN s BIENS 4

REMEDY &

o
A

SR ® o







Material parameters in buffer\*‘fe'?e.

B tures in descrlptor heap-—
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struct DeferredLightfﬁéP&iﬁtData

1
‘ ‘ i | m: :Vector3 vPositionInView;
#n g . float fshadowMapShrink; )
b m: :Vector3 vColor; -
L b3 float fClipRange; o —— —
| N G m: :Vectord vFallofT;
s, & = 1w m: :Vector3 vDirectionInView; | —_—
" e - o e float fInvShadowMapRange; *
;,ﬁ“ m: :Matrix4 mViewToShadowClip; i
. m: :Vectord4 vShadowhAtlasOffsetScale; '
i float fRadius;
{ ' float fBoundsRadius;
J float fScatterIntensityMul; e—— I s

unsigned int uTechniqueProperties;
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~ Reflections
+ 3 rays-on brighk pixels
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and comb
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rect Diffuse
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Indirect Diffuse

Gl stored IR $g

)

volume




Indirect Diffuse

Irradiance ealgul
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Indirect Diffuse

Dynamic geametigy
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Indirect Diffuse




Indirect Diffuse

Trilinear
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Indirect Diffuse
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Indirect Diffuse

Gather lighting b
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Indirect Diffuse

Account missing geometry
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rect Diffuse
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Indirect Diffuse
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Indirect Diffuse
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Direct lighting




Final lighting without reflections
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Final Lighting
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Summary

- Easy access to state of the art GPU raytracing via DXR
: Perfbrma?ce is getting there _

- Easy to protetype-algorithms that don't fit to rasterisation

- Possible to combine with existing low frequency structures
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