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1. Overview of Virtual Texture Techniques  

2. Far Cry 4 Terrain  

3. Adaptive Virtual Textures -  AVT 

4. Virtual Texture Rendering Challenges  

5. Results, Performance, Summary  

 



GDC 2015  



GDC 2015  

Extremely Large 
Virtual Texture  

Indirection 
Texture  Physical Texture Cache  

· Virtual texturing in games  

· Mega -Textures  

· Procedural Virtual Textures  

 

Virtual address -> Physical address  
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· Developed by id Software for Rage ( Waveren  2013 )  

· Texture data is stored on disk and streamed to memory as 
required  

· Runtime determines the required tiles (pages) and requests them 
from disk  

· Tiles are loaded to a tile cache ( physical texture cache) and the 
page table (indirection texture) is updated  

Image from Rage (id Software)  
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· Used by DICE in Frostbite Engine for Battle Field3 
(Widmark  2012)  

· Splats terrain rendering into virtual textures at runtime  
· No highly compressed virtual textures from disk  

· Direct render into virtual texture for missing pages  

· Leverages frame - to - frame coherency to reduce terrain 
rendering cost  

· Powerful GPU optimization for terrain rendering  

 

 


