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GPU WARS AND REAL-TIME RENDERING

Mark Turner HPA Tech Retreat
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First Real-Time Ray-Tracing
Pro GPUs—




Why Raytracing?
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Senua’s Saga: Hellblade Il
Gameplay on Xbox Series X
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Virtual Scouts



Compltationalicendering

Color, Luminance
adaptation to
environment, reflectio
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Screen Prech

Rendering at Home

s

,/)) DN

B 1
.....

/ \\\\\\\ "'”--—-—“-“' .""u,‘l‘.;. ,-'f/-){‘fzi’:.:", 22
/ /// I)IJ))\\\\\\\\\\\ ) SRR




Thne fure of entarizingm

« Rendered uniquely for every user

« Deeply immersive

« Social

 Filled with Al driven characters

» Best of a movie (narrative) but with

free roam exploration (from
gaming)




GPU WARS
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The Answeris - Yes' ...

What’s the question?
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