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Screenshots from Metro 2033
© THQ and 4A Games
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Phong Tessellation



18,000 rendered strands on the GPU from a few 100 simulated strands












BATMAN: TM & © DC Comics.

(s10)

From Batman: Arkham Asylum



Full-res particles

Low-res particles

[Cantlay 07]
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Low-res particles

[Cantlay 07]
[Kopf et al. 07]
[Shopf 09]
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BATMAN: TM & © DC Comics.

(s10)
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BATMAN: TM & © DC Comics.

(s10)

Fourier Opacity Mapping
[Jansen and Bavoil 10]
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First layer

Second layer

[Everitt 01]
[Bavoil and Myers 08]
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With 8 MSAA samples per pixel
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Without AO

With AO
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HBAO with normals Normal-Free HBAO



HBAO OFF
From Battlefield: Bad Company 2 © EA/DICE



HBAO ON
From Battlefield: Bad Company 2 © EA/DICE
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Unfiltered SSAO

With blur radius = 15 pixels




Render opaque
geometry

view-space
depths

Render SSAO

colors

l noisy AO Input = view-space depths

Horizontal Blur |«

|

Vertical Blur <

v

—p»!  Modulate Color

Output = SSAO image
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weapon reloading

cut scenes

From Metro2033, © THQ and 4A Games

aiming

From Metro2033, © THQ and 4A Games

From Call of Duty 4, © Activision and Infinity Ward
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[Demers 04]
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Screenshot from Metro 2033 © 4A Games, Inc
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Original

With Bokeh

From Just Cause 2 © Eidos and Avalanche Studios
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