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A Present technigues
and tools used In
games such as:

A Heavenly Sword
A Killzone 2

A Mass Effect

A Mirrors Edge
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Overview

A Introduction to Turtle

A Surface Transfer

I Normal Maps
I Occlusion Maps

A Directional Light Maps
i RNM6s, SSRNMOs
i PTMO s
A Dynamic Relighting
I Spherical Harmonics
i Point Cloud Baking




Introduction to Turtle

A Plugin renderer for Maya

A Designed for Game Developers

A Toolbox for game content creation

A Based on Ray Tracing

A Full Global Illumination system

A Visualization of baked results in Maya
A Scriptable using LUA and MEL
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Surface Transfer

A Extract properties from high res models and
apply to low res models using texture mapping
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Normal Maps

A Normal maps gives
us high frequency
features of the
surface without
Introducing new
polygons
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Occlusion

A Integrate geometry
visibility function

AGi ves a #f
lllumination look.

A Gives a much better
perception of the
model

Ambient Occlusion
Model courtsey of Karl Lofberg
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Surface Transfer in Turtle

A Demo
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Surface Transfer Example

Haze
Courtesy of Free Radical
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Surface Transfer Example
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