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Topic

ÅPresent techniques 
and tools used in 
games such as:

ÅHeavenly Sword

ÅKillzone 2

ÅMass Effect

ÅMirrors Edge



Overview

ÅIntroduction to Turtle

ÅSurface Transfer
ïNormal Maps

ïOcclusion Maps

ÅDirectional Light Maps
ïRNMôs, SSRNMôs

ïPTMôs

ÅDynamic Relighting
ïSpherical Harmonics

ïPoint Cloud Baking



Introduction to Turtle

ÅPlugin renderer for Maya

ÅDesigned for Game Developers

ÅToolbox for game content creation 

ÅBased on Ray Tracing

ÅFull Global Illumination system

ÅVisualization of baked results in Maya

ÅScriptable using LUA and MEL
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Surface Transfer

ÅExtract properties from high res models and 

apply to low res models using texture mapping



Normal Maps

ÅNormal maps gives 

us high frequency 

features of the 

surface without 

introducing new 

polygons



Occlusion Maps

ÅIntegrate geometry 

visibility function

ÅGives a ñfakeò Global 

Illumination look. 

ÅGives a much better 

perception of the 

model

Ambient Occlusion 

Model courtsey of Karl Löfberg



Surface Transfer in Turtle

ÅDemo



Surface Transfer Example



Surface Transfer Example


