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=Motivations

="The Techniques
sSeparable Bokeh Depth-of-Field
®Hi-Z / Z-Cull Reverse Reload Tricks
"Chroma Sub-Sampled Image Processing
= Tiled-Based Deferred Shading on Xbox 360
sTemporally-Stable Screen-Space Ambient Occlusion

"Q&A
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"Frostbite 2 is DICE’s
Next-Generation Engine for Current
Generation Platforms

=5 Pillars:
= Animation
= Audio
=Scale
= Destruction
=Rendering <

="Powers Battlefield 3 and Need For Speed: The Run
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So, FB2 i s -gbrler@tibBrbesgina ferxurrent generation platforms. Its
design is based on 5 pillars, such as animation, audio, scale, destruction, and
rendering.

As we said earlier, this engine is versatile and flexible enough to power both
Battlefield 3 (a first person shooter) and Need for Speed: The Run (a racing
game).







