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• Which design decision made the process easier?
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2. Gather Indirect with Path Guiding  
[Silvennoinen and Sloan 2019]
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• We are orders of magnitude off!
• We have to support old consoles.
• Players are moving to mobile devices.
• VR requires even higher frame rates.



The Design and Evolution of the UberBake Light Baking System

Acknowledgements

66



The Design and Evolution of the UberBake Light Baking System

Acknowledgements
• My co-authors!

66



The Design and Evolution of the UberBake Light Baking System

Acknowledgements
• My co-authors!
• The Activision Central Tech team

66



The Design and Evolution of the UberBake Light Baking System

Acknowledgements
• My co-authors!
• The Activision Central Tech team
• Many Ko, Michael Stark and Adrien Dubouchet 

66



The Design and Evolution of the UberBake Light Baking System

Acknowledgements
• My co-authors!
• The Activision Central Tech team
• Many Ko, Michael Stark and Adrien Dubouchet 
• Lighting artists Luka Romel, Vivian Ding, Dave 

Blizard, Omar Gatica, Velinda Reys, Krzystof Wojcik 
and Marko Vukovic

66



Thank you!
Please visit  
dartgo.org/uberbake 
for the full paper and 
supplemental material

dario.r.seyb.gr@dartmouth.edu                 ppsloan@activision.com
   Dario Seyb                                      Peter-Pike Sloan

Scan Me!

ari.silvennoinen@activision.com   michal.iwanicki@activision.com   wjarosz@dartmouth.edu
     Ari Silvennoinen                         Michał Iwanicki                     Wojciech Jarosz

http://dartgo.org/uberbake

