FRANCESCO GIORDANA
Realtime Architect
MARCO GIORDANO
Senior Developer
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Technicolor has the industry’s most prominent
portfolio of VFX brands, including MPC, MILL
FILM and MR. X, Our VFX studios add VISUAL
WONDER and CREATIVE EXPERTISE to film and
episodic.

WE ARE A FAMILY OF
CREATIVE VEX-BRANDS

Each studio brings their own unique approach
to the market while leveraging Technicolor’s
R&D teams to harness the new technological

demands of compelling
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VISUAL EFFECTS
GLOBAL FOOTPRINT

LONDON

LOS ANGELES

MPC FILM

MR X

MILL FILM

TECHNICOLOR
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What iIs
Virtual Production®
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'VIRTUAL CAMERA
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LAYERING
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Phases of Virtual Prec

Scout the enwronment flnd shol;s dress your‘i

'Shoot VIrtuaI cameras 3

1)
..2) Capture performan(}e add anlmatlons
3) ; .
4)

Iterate and Iayer




LED WALLS







| 1) Advanced hghtlng for DP on set
] Good apprOX|mat|on o flnal rerrder

- 3) FlnaI plxelsm realtlme .
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Need raytracmg

a8 L|ve llnk Wlth a path tracer

o Ray‘tracmg in englne E




Live-Link with Prism - S e N
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Victor Yudin, I_'e,f! ftwar . \

b Wednesday, Mar20 90 AM - 09:50
U -Slae Room 23OB (Concourse Level)
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L|ve I|nk W|th R

‘Same fram vork as.Prism (N ||Ieﬂn)

Prism is a delegate for* ﬁra ;can re 0
~ with Renderl\/lan delegate "

-USD enables Ioadmg the scene both in .,
engine and | in I\/I|I|ef|or| ' Ry

USD Shade for transferrlng materals but still
" needs lots of work (MaterialX, MDL)
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Raytracing in Unity HDRP
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N Rosiaweant
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" INTEG RATION
| D ETAl LS




RAYT"R‘:A',C'I NG iN G ENESIS

| The goa| o
g Leverage DXR t0|mprov {g
renders
- Different FPS ta etsiba

- . The challenges ;
- - Newto DX12 and DXR :
~ '{-., Small team .
- Unlty low level mtegratlon
- New tech, W|th possible bugs to deal W|th
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'AMBIENT OCCLUSION

First effectlmpl T
- Plugin: boils down to aC| 1te rface dll-' o
Faced the flrst |ssues Wlth Unlty mtegrat-l; .
-« Data marshallmg
Synchronlzatlon
"+ Delayed reaction of editor events
» Issue with resources lifetime
* Integration of gameworks denoisers




< Unity 2018.3.0b3 - SampleScene.unity - UnityDxr - PC, Mac & Linux Standalone® <DX12>

File Edit Assets GameObject Component Window Help
G Rl o ol i a Account ~ Layers
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AO: TIMINGS @

s 3
raytracing
denoise L
g - o
AO- .
16 spp
' P -
(0] 5 10 15 20 25

raytracing M denoise







'HDRP INTEGRATION

o Unlty use an AO renderer manager: -
~+ Harder to mtegrate w;th 5‘d.r;ill-iri'g"_
~ the call stack e e .
o Opted for SImpler bllt over Unlty texture e ot
+ Render movesonasusual - .-
e No trlcks fori mcreaslng contrast
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'SOFT SHADOWS

| f Prewously usmg vm hou
raymarched depth map '
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'HDRP INTEGRATION

- Did not find an easy way
« Modified HDRPShad
« Multiply final Ilghtln a €
»- Crude apprOX|mat|on . O .
- Needed to extract texture from deﬂ0|ser te C e ctul

it'in Unlty ' - :
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Soft Shadows -
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Experimenting with
~multiple are alights
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Timings

1spp 4 spp
raytracing 3.29 E .
denoise 4.08
. .' . ~ . . : ' -
1spp
0] 5 10 15 20 25 30 35 40 45

raytracing M denoise



il







” Reflé’_ct,io'n's;* '.

Most trlcky effect to deal
 No way to- evaluat' F
. Marshalhng te
. nghtlng '
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‘Reflections

Only tracklng

. Extra shadow ray

One bounce only
No texture marsha l
Investlgatmg b

Phong model




Timings

16 SPP

4 SPP

1SPP

Reflections

10

12

14

16

18

20
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'RECAP

. I _R(_a_nd_er qu-p-..,s,yng{" ;

DXR. aIIowed us to step q
quite a bit. - o
Steep Iearnmg C
Tricky Unity integration =
. Resourcellfe time. -
" Editor events =~




» Investigate new Unity DXR
- Focus-more on effects
plumbing

+ Performance,




" Peter Mortey‘--@BibId_Sh‘.Wé,g' o
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: -Spe_c'ial"thah,ks}.t;o the twitter communi.ty for RTX and gz

Matt Pe’ttiriéo-_”;,.@M?N‘arhelsMJP s - e
Alex Tardif-- @longbool o D

Sebastian Altonen - @SebAltonen |
Sebastien Lagarde - @Se_bLagard'.e L
CHED Anagnostou - @KostasAAA . - i i Tl
Jesper Flicks - @catlikecoding =+ -
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LOEIRGENRTE to Nvidia and the outstandihg_-M,icrdsOft'Pix‘ Team .







THE ADVENTURE IS ABOUT TO BEGIN... MPC
WE’RE HIRING!

APPLY AT

www.moving-picture.com
www.mpc-rnd.com

OR EMAIL
recruitment@moving-picture.com




