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llluminate Labs

Founded in 2002

Since 4 years100% focusedon lighting for games
Based in Gothenburg, Sweden

Opening a San Francisco office

12 employees (10 software engineers)

30+ game studios as clients
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llluminate Labs

e Proprietary LiquidLight® technology

e Used in development of many of the most exciting game
titles

e Mirroros Edge, DI CE
Killzone 2, Guerrilla
WET, A2M
Mass Effect, BioWare
Gran Turismo, Polyphony Digital
e Heavenly Sword, Ninja Theory
e State of the art global illumination
e Efficient workflow

© ILLUMINATE LABS"

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN



Overview

Global lllumination
Lighting pipeline
Lightmap formats and atlases

Dynamic objects in light mapped
environments

® Beast
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Global lllumination (Gl)

e Physically based light
simulation

e Realism

e \Workflow like real life
lighting
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Global lllumination (Gl)

e Manyways of doing it

e A set of features
e |ndirect Diffuse light bounces
e Color bleeding
e Ambient Occlusion/ Skylights
e Caustics
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Indirect Diffuse
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Diffuse Bounce Light

€ |LLUMINATE LABS"

LIGHTING THE NEXT GENERATION OF GAMES



Diffuse Bounce Light

| mage

from Mirror o0s

Edge,
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Color Bleeding
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Color Bleeding

e <examples/demo strong color bleeds, boss
room?>

| mage from Mirrorés Edge, OIIILIIUMENA‘IELABB
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