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Figure 1: Scene from Mad Max, properly lit despite unfavorable conditions. 

Introduction 
 

Avalanche Studios released Just Cause 2 in 2010. This 

massive open world supported no shadow casting lights 

(other than the sun) and used a forward renderer. With Mad 

Max, Avalanche Studios have moved to a deferred renderer, 

using HDR, tone maps and a physically based lighting 

model. This engine supports multiple shadow casting lights 

as well as our primary sunlight. 

 

This session will examine production techniques that assist 

the lighting artist in populating the vast wasteland of Mad 

Max, with the unique set of demands it has. I will discuss 

how the day cycle evokes mood and atmosphere but also 

brings with it, its own set of problems. How do we 

communicate threat and gameplay opportunities within a 

dynamic day cycle? What techniques we are using to add 

movement into the world and bring this desolate 

environment, devoid of living flora, to life? 
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1  Overview 
 

The visual bar for open world games has never been higher. 

Open world games will increasingly be compared to linear 

titles that can direct the player experience, focusing on 

 

lighting and visual fidelity in key areas (baking GI and 

other non-real-time solutions). 

 

This presentation will show how for Mad Max we have 

developed production techniques that allow the lighting 

artist to control light entities en-masse through a template 

system. It will also discuss techniques to improve the visual 

fidelity of lights such as pre-rendered cube map projection 

for point lights. 

 

It will examine problems we have encountered along the 

way and how we have overcome these through the 

implementation of more streamlined production methods. 

 

2  Intended audience 
 

This lecture is intended for artists, technical artists, 

designers and production.  The presentation will be a blend 

of creative techniques, pipeline and asset creation along 

with an examination of how we use light to work with 

gameplay within a dynamic day cycle.  Knowledge of 

lighting terminology would be beneficial but is not 

essential. 

 

3  Takeaway 
 

Attendees will gain an insight into the light asset creation 

pipeline and systems that make the population of the vast 

open world of Mad Max possible. They will gain insight 

how to utilize the day cycle to best benefit the narrative 

content of the open world. It will show practical methods to 

cheat and improve the lighting fidelity within key location 

of the open world. 


