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BasicsBasics

•• 64K Intro, compressed using UPX64K Intro, compressed using UPX
•• Party:Party: Mekka Mekka & Symposium 2000& Symposium 2000

• Won 1st place

•• Entirely software renderedEntirely software rendered
•• All done in assemblyAll done in assembly

The BeginningThe Beginning

Texture GenerationTexture Generation Adaptive Ray TracingAdaptive Ray Tracing
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Adaptive Ray Tracing (cont.)Adaptive Ray Tracing (cont.)

•• 18.4% of pixels are actually ray traced18.4% of pixels are actually ray traced

Development ToolsDevelopment Tools

Parts: LogoParts: Logo Parts: HallParts: Hall

Parts: ParticlesParts: Particles Parts: SearchlightParts: Searchlight
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Parts: Mirror BoxParts: Mirror Box Parts: SphereflakeParts: Sphereflake

Parts: TempleParts: Temple Parts: OceanParts: Ocean

More InfoMore Info

http://scene.org/dog/downloads.htmlhttp://scene.org/dog/downloads.html

Many thanks to:Many thanks to:
‘‘Picard’Picard’/Kovács/Kovács

of of exceedexceed


