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Overview

ÅAbout

ÅReal-time demo

ÅTechnical Part:

ï Tessellation (NVIDIA)

ï Hair

ï Deferred + MSAA

ï Subsurface Scattering

ï Reflections

ï Depth of Field



Demo Goals

ÅReady for GDC 2011

ÅReal-time on High-end PC (off the shelf hardware)

ÅEngine improvements:
ïAdd Direct3D 11 support in Unreal Engine 3

ïImplement features needed for next-gen quality

ÅResearch:
ïNew hardware features like Tessellation

ïAdvanced render techniques

ïContent creation / workflow
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Storyboard to define the scope
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=> Near shots, faces, hair, harsh lighting, rain


