
San Jose Convention Center - Room A1  |  Tuesday, September, 21st, 14:00 - 14:50 

Using Virtual Texturing to Handle Massive 
Texture Data  

J.M.P. Van Waveren ï id Software Evan Hart ï NVIDIA 



How we describe our environment ?  

ÁPolygonal boundary representations 

ñconvenient / compressed description of the material world  

ÁTiling / repeating  / blending textures  

ñprimitive forms of texture compression ?  



Today 

ÁPolygonal boundary representations 

ñconvenient / compressed description of the material world  

ÁTiling / repeating  / blending textures  

ñprimitive forms of texture compression ?  



Tonight ?  

ÁPolygonal boundary representations 

ñconvenient / compressed description of the material world  

ÁTiling / repeating  / blending textures  

ñprimitive forms of texture compression ?  



Unique texture detail  



Very large textures  



Virtual Texture vs. Virtual Memory  

Áfall back to blurrier data without stalling execution  

Álossy compression is perfectly acceptable  



Universally applied virtual textures  



Virtual textures with virtual pages  



Physical texture with physical pages  



Virtual to Physical Translation  



Virtual to Physical Translation  



Virtual to Physical Translation  


