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Menu

ÅGPU virtual texturing, a couple of interesting issues

ÅHow virtual texturing got us to a parallel job system

ÅWidespread use of the job system throughout the engine

ÅGetting the jobs back onto the (GP) GPU
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Virtual Texturing

ÅUnique, very large virtual textures key to id tech 5 rendering

ÅFull description beyond the scope of this talk
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Virtual Texturing
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Virtual Texturing
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Virtual Texturing

Texture Pyramid with Sparse Page Residency Physical Page Texture

Quad-tree of Sparse Texture Pyramid
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Virtual Texturing
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Virtual Texturing
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Virtual Texturing

Very Large = 128k x 128k texels (1024 pages on a side)
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Virtual Texturing
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Virtual Texturing

A few interesting issues...

- Texture filtering

- Thrashing due to physical memory oversubscription

- LOD transitions under high latency
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Virtual Texturing - Filtering

ÅWe tried no filtering at all

ÅWe tried bilinear filtering without borders

ÅBilinear filtering with border works well

ÅTrilinear filtering reasonably but still expensive

ÅAnisotropic filtering possible via TXD (texgrad)

ï4-texel border necessary (max aniso = 4)

ïTEX with implicit derivs ok too (on some hardware)


