PRACTICAL OCCLUSION CULLING FOR PS3
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WHO IS THIS GUY?

A Freelancer with graphics tech bias
A Working with Guerrilla since 2005
A Talking about occlusion culling in KILLZONE 3
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TAKEAWAY

A Background: Why do occlusion culling?

A The SPU runtime (rendering and testing)
A Creating workable occluders

A Useful debugging tools

A Problems and performance

A Results, and thoughts on where to go next
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WHY DO OCCLUSION CULLING?



Q| i

A

A

KILLZONE 2: STARTING POINT

Scene geometry in a Kd-Tree
Culled using zones, portals and blockers

Problems:
A Lots of artist time to place and tweak
A Entirely static

A Geometric complexity
A Lots of tests, fiddly code

A Too much time - around 10-30% of one SPU (serial)
Can't feed RSX until it's done
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KILLZONE 2: RENDERING PIPELINE
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KILLZONE 2: RENDERING PIPELINE
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