Splinter Cell Conviction
Ubisoft Montréal

5 years is a longme
Particularly for one game
But finally | can talkabout the renderer



The Theme?

Photo: Albert Watson

Think Different

How we tried to take Conviction inreew direction
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A completely dynamic visibility system
A unique, semidynamic Ambient Occlusion approach
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Post Mortem: Rebirth

l Started 2005
“Active Stealth”
Rewrite the_ a5

Inspiration: Bourne series, 24

Initial design:d b 2 6 KSNBE (2 KARSE¢ 62dzi Ay GKS 2LISy.
gadgets. MacGyversque Blending into the crowd. Destruction. Stuff blowing up.

Hollywood action.

In terms of rendering
Outdoor environments
HQ ambient lighting

Lots ofdynamic objects
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Post Mortem: Baggage \
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No threading

Interiors

High-contrast lighting

High cost to rendering objects
Bolted down
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Post Mortem: Cleanup

BSP/Portals
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A prime exampleBSP

An integral part of Unreal Engine

Showing its age

Messy implementationd 4 SQR KIF O1 SR 2y A0

22y Qi YSS g dyfaaidhnd/@r localised occlusion (particularly outside)
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[By the way, this is me back then getting messy with the code.
As | said, 5 years is a long tindd.



Fairly new to the scene
We had naive expectations
Just render lots of querieg yay!



Whilst we were busyewriting therenderez o6 O1 2y GKS FI N¥X
Removing the BSP:

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

Robbed enginef an acceleration structure
Should havalistilled what we had!

TheBSP geometry coulthve been converted to static mesh chunks and also used for
collision, occlusion.




