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Background

Global Illumination (GI) 
GI makes games look real and creates a feeling that objects and characters 
belong in the environment

GI deals with things like color bleeding, transparency, soft shadows, emissive 
materials, caustics etc.

GI creates a natural workflow where the artists work with the actual light sources 
instead of simulating GI by placing literally thousands of virtual light sources

Benefits of a precomputed GI solution
The only way to get high quality GI in a game

Requires less hardware resources and works on both high- and low-end platforms

Predictable performance

Issues to deal with when implementing a precomputed GI solution
Integration in the existing lighting pipeline

Iteration times for the lighting artist

Memory usage for the lighting solution



The new Beast

Easy integration:
The new Beast API makes integration in any lighting pipeline much easier

Short iteration times:
Iteration times for artists are now brought down to near real -time

Efficient memory usage:
Reduced memory usage with the new integrated texture atlasing

Beast enables you to treat direct and indirect light contributions independently 
based on frequency characteristics


