


Galaxy GameDev

Game Developer Support Program
by Samsung

LFaunched at SDC 2016
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“ Samsung Electronics has
been a great partner for
developing a fully mobile-
optimized game rendering
based on Unity engine.
There was a performance
Improvement of 20% over
the legacy renderer. ”

Kihoon Shim
Director, Nexon
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On site
Collaboration

+* DS-5 Capture for static scene (13.4ms)

07-19 WED site Setup / Project Integration

TEAM TASK DISTRIBUTION
Anton Checking branch access / Image pipeline barrier verification with sample project
Lyudmyla | Image pipeline barrier verification with sample project ( Mac )
Fred Checking branch access / Performance analysis on existing build ( both STS & JW )
” &

+* Got perforce account from SquareEnix { check the above camp information )
+* DS-5 Capture for intro scene (15.3ms)
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. Noct! Hang in there, buddy!

16 Resolves:FB1> 3> 5> 4> 2>1> 6>3 (Scene) > 7 (PPE-Distort) >3 > 5>4 > 9> 5 (Motion Blur - Radial) > 2 (Ul} > 1
MGD Capture : https://drive. le.com/drive/folders/0B96YYdtWpRKmaFZNL WIRUXIrUEQ?usp=sharii
227 Draw calls

Final res (FB 0) 1776x864
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Session time:

Performance Battery
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Resources usage
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+* Occlusion Culling

Most of scenes are doesn’t have baked occlusion trees.

Culled geometries after the occlusion culling enabled for objects
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High Fidelity Gaming Experience
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SAMSUNG High Quality Graphics

Gq'qxv v Immersive GamePlay
v'Ultra High Performance
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