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CRYENGINE LIGHTING HISTORY
10 years of evolution

3 generations of engines

4 games and visual benchmarks
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CRYENGINE 1 ςFAR CRY

Far Cry, PC, 2003
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FAR CRY ςLIGHTING
Baked lighting for terrain and static meshes

+ Higher performance for outdoor environments

- Low resolution

- Limited to static objects

- Fixed sun position
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FAR CRY ςSHADOWS

Outdoor baked shadows


