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Screen-space technigues
Deferred rendering
Screen-space ambient occlusion

— Depth of Field

Translucent Shadows
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DX9-based

Scalability

GPU families from Radeon 9800/geForce FX to latest
families supported, with maximal usage of each family

Pixel load vs. vertex load

'S.tress pixel vs. vertex/batch processing due to fluctuating, -
high unit counts

Translates into focus on stressing GPU over CPU to
ensure consistent framerate

Dual mode
Game mode: overhead view, many units, lot of action
Story mode: close-up view, few models, contemplative
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2. Story mode
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