L
 run on the Switch. The highlights
were tool dev and the optimization
pipeline that I put in place to get
environments runnings at 60fps.

’
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.~ = Low level GP
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= ptimization Toolkit made with Python
and C++ for Unreal Engine

N ) 4
-

Material optimization
Character and'Asset optimization
Memory optimization

Direct and support Art and Techart
Develop and implement standard
Detailed documentation

Some cases fps from 9 to 60 B
Optimize engine tech (Shado'wM o
lighting, visual effect). ‘ -

-
-

-
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Northstar - Quest VR Experience

Northstar was a Meta project that I was brought onto late into
development to Lead the Art and Techart teams. My role was to guide,
create and better shape some of the lacking areas before the deadline.
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Northstar - Expertise

- Lead Technical Arjzii .

- Art production: Tickets, Support and management.
- Underwater environment Vision holder

- Content shader implementation and optimization

- Asset and Character geometry optimizations

- ShaderGUI system to manage multi shader workflow.
- Developed and implement pipeline standards

Alexander Clark Portfolio - Alexanderclark3d@gmail.com

M_PlatformCoral (Material) [> R
Shader Waves/SG_WavesPBR FoliageUnderwater v Edit.. = v
Selected Shader: PBR Underwater Foliage v
Waves PBR Shader for underwater foliage
Material Settings
Rendering Mode Opaque v
Textures
©Albedo Texture
Channels: RGB: Color, A: EmissiveMask/OpacityMask
- © Normal Texture
Channels: RG: NormalMap, B: Smoothness A: Metallic/AmbientOcclusion
Using Standard Normal Texture v/
Texture Tiling X 1 Y1
Subsurface Scattering - It's fake
Use Subsurface Scattering v
©Thickness Map
SSS Color I
Color Variation 0.3
Hotspot 1
Strength 1
R channel vertex colors impact wind intensity
Wind
Enable Wind
Vertex Color R Channel
Offset Individual Leaf 0
Vertex Color b Channel
Double Sided Global llluminatic v
Render Queue Geometry ¥ 2000

Info

This multi shader approach helps reduce instruction and variant counts. Connected

parameters in ShaderGraph compile as local and global variables preventing the

shader compiler from optimizing and folding generated shader code into cheaper

instructions.

Custom Ul is set Shader Graph's CustomEditorGUI field

Custom Shader GUI solution
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Chronof

FT MMO

1

b

Optimizing CPU renderthread
bottlenecks. Took 35ms~ to 16.6
through culling tuning and in engine
asset merging tools.

- RenderThread profiling

- Python and C++ tools to batch
optimize engine assets

- Implement new a visual interaction
system.

o
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Broken Ridge - Unreleased

- Trees made with SpeedTree

- Performant global wind
solution for foliage and trees

-  Full Photoscan PBR workflow

- Landscape materials with RVTs

Serenities Spa - Unreleased

- Mobile lookdev and production
shaders
- Visual Effects
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