i

£ Silicon Studio

I

O 4

re-yasuda@siliconstudio.co.jp

1

nk-tamura@siliconstudio.co.jp

= 2

U

masa@siliconstudio.co.jp

B S.'I.'con Studio epeC2014

er Entartainment Develop:



ANYYAd MnMV A

AQ. GY¥YnM Y AU B '
i LV.1 7 53 0
i LV.2 a¥nM~™ 7 In4kIdMdT T 5 xo0
i LV.3a - 97 9  orGDCHiggrapha ~ "~ 4 O XV
i LM4da ~  ori A0 1T A4 79
A LV2~LV.3D . “ AT d7 A
T I R W I - A0 ANA 3 A O
XV > "1 - q
i _ s b s ANTDP " 4n1° P

7=
£ Silicon Studio CepeC2014



("

B

www.youtube.com/watch?v=sY X9I30ONHc4

5

AT
q N
e o
Ll B -

Il

£E Silicon Studio

Computer Entertainment Developars Conference


https://www.youtube.com/watch?v=sYX9I3ONHc4

NMAIin\AdWVM

AM 11d1 PC:60fps
i GPU: NVIDIA GeForce GTX 780i

AANMNT 1 PC:20fps
I GPU:NVIDIA GeForce GTX 860M

A " M1 HD

7=
£ Silicon Studio CepeC2014



ANA : Museum

A GDC 0 °~ -
MAVY Y17\

AMAY Y1 YV MAA
l NNY1 T Mpw
i NMY¥nVUdM©TT a

Computer Entertainment Developars Conference

P
E Silicon Studio



> > >
J N \J
) ~
: P
g =
AN
A

o
Conference

ers (o

2
IR eSO CeBeC20



> > >
J N \J
N ~
: -
g =
AN
AN

o
Conference

ers (o

2
IR eSO CeBeC20



7=
£ Silicon Studio CepeC2014



.THE THIRD & THE SEVENTH.

A film by Alex Roman.
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Localized cubemaps, cubemap blending, parallax correction
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