
5 years is a longtime

Particularly for one game

But finally I can talk about the renderer
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Think Different

How we tried to take Conviction in a new direction

Iƻǿ ǘƘƛǎ ƳƻǘƛǾŀǘŜŘ ǘǿƻ ƴŜǿ όŘƛŦŦŜǊŜƴǘύ ŀǇǇǊƻŀŎƘŜǎΧ

A completely dynamic visibility system

A unique, semi-dynamic Ambient Occlusion approach

2



Inspiration: Bourne series, 24

Initial design: άbƻǿƘŜǊŜ ǘƻ ƘƛŘŜέ όƻǳǘ ƛƴ ǘƘŜ ƻǇŜƴύΣ ƛƳǇǊƻǾƛǎŀǘƛƻƴΣ ƭŜǎǎ ǊŜƭƛŀƴŎŜ ƻƴ 
gadgets. MacGyver-esque. Blending into the crowd. Destruction. Stuff blowing up. 
Hollywood action.

In terms of rendering:

Outdoor environments

HQ ambient lighting

Lots ofdynamic objects

wŀŘƛŎŀƭ ŘŜǇŀǊǘǳǊŜΧ
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No threading

Interiors

High-contrast lighting

High cost to rendering objects

Bolted down

tƭǳǎΣ ŀƭǎƻ ŎŀǊǊȅƛƴƎ ŀ ƭƛǘǘƭŜ ΨŜȄǘǊŀ ǿŜƛƎƘǘΩ - code bloat

¢ƘŜ ƎǊŜŀǘ ǘŜƳǇǘŀǘƛƻƴΚ ¢ƻ ǎǘŀǊǘ ŦǊƻƳ ǎŎǊŀǘŎƘΧ
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A prime example:BSP

An integral part of Unreal Engine

Showing its age

Messy implementationόǿŜΩŘ ƘŀŎƪŜŘ ƻƴ ƛǘύ

²ƻƴΩǘ ƳŜŜǘ ƻǳǊ Ǝƻŀƭǎ ςdynamic and/or localised occlusion (particularly outside)

.ǳǘ ǿŜ ƘŀŘ ŀ ǎƻƭǳǘƛƻƴΧ

[By the way, this is me back then getting messy with the code.

As I said, 5 years is a long time. J]
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Fairly new to the scene

We had naïve expectations

Just render lots of queries ςyay!
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Whilst we were busy rewriting the rendererΣ ōŀŎƪ ƻƴ ǘƘŜ ŦŀǊƳΧ

Removing the BSP:

Caused major disruptionfor LDs. Theywere used to blocking out maps with BSP 
brushes, not making meshes in 3ds Max!

Robbed engine of an acceleration structure

Should have distilled what we had!

The BSP geometry could have been converted to static mesh chunks and also used for 
collision, occlusion.
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