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Crysis 3 Focus 

Improved graphics quality 

Push the visual quality even further 

Set a new benchmark for next generation games 

Improved gameplay 

Bigger levels 

More variety 

Environments 

Weapons 

Enemies 
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Initial constaints 

Smaller core team 

~150 people on Crysis 2 

~100 people on Crysis 3 

Frankfurt team 
Handful of graphics programmers 

Dozen of environment artists 

Couple of level artists 

Couple of FX artists 

1 lighting artist 
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Initial constaints 

Shorter production time 

38 months for Crysis 2 

23 months for Crysis 3 

Create a better game 

ăDo better with lessò 

Art bottleneck 
Very little place for mistakes 
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Concept art 

Manhattan + Rain forest + Dome 
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Art Direction 

Crysis 1 meets Crysis 2 

Natural settings 
Overgrown urban environment 

Exremely dense vegetation 

Grass fields, rivers, jungles, etc. 

Lighting 
Dappled lighting 

Wet materials 
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Full production 

Overview 
All levels in the production pipeline at the same time 

Sequential focus phases of 1 to 2 weeks for every level 

Design pit (Level design director) 

Art pit (Art director) 

Optimization pit (RND) 

No post-production 

Lighting and FX ăon timeò 

Post mortem 
Tight production time 

Smooth and straightforward production 

Game delivered on time with a great art quality 

 

 

Level 1 Design Pit Art Pit Optimization 

Level 2 Design Pit Art Pit Optimization 

Level 3 Design Pit Art Pit Optimization 

Level 4 Design Pit Art Pit Optimization 

Level N Design Pit Art Pit 



Lighting Basics 
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Lighting Basics 

What makes lighting interesting? 

Intention 

Contrast 

Directionality 

Depth 
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Intention 

Story telling and emotions 

Color temperature 

Warm tones: happiness, hope, security, etc. 

Cold tones: sadness, danger, darkness, etc. 

Fog 

Low density: exploration, security, etc. 

High density: unknown, danger, etc. 
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Contrast & Range 

Definitions 
Contrast: Difference of luminance or color in a picture 

Range: Absolute difference between the darkest and brightest tones in a picture 

Usual objective 
Obtain a wide range and high contrasted picture 

Narrow range Wide range 

Shadows Mediums Highlights 
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Color Contrast 

High contrast from complementary colors 

Commonly emphasized tones 

Cold tones 
Sky 

Shadows 

Warm tones 
Skin 

Fires & explosions 



Pierre-Yves Donzallaz GDC Europe 2013 28 

Color Contrast\ Movie Posters 

Images credit: Universal, Warner Bros, Disney & Sony 
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Lighting Ratio 

 

 

Relationship between light and darkness 

Studio: key light and fill light 

Outdoor: sun light and shadows 

Very low lighting ratio Very high lighting ratio 



1.5:1 (Overcast) 



4:1 (Sunny day) 



10:1 (Overdone) 
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Directionality 

Position of the key light sources 

Ensure proper lighting ratio 

Improvement of the player leading 

Front left (optimal lighting ratio) Back (too high lighting ratio) 

Side (too high lighting ratio) 



Directionality and player leading 
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Depth 

Layers with different values or òstepsó 

Increased dimension factor 

Separation 

Readability  

Very low depth High depth 



Fog Ramp 4000m 



Fog Ramp 2000m 



Fog Ramp 1000m 


