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Lighting Overview
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Analytical Occluders

Environment Probe

Height Map Based Ambient Occlusion
Light Entity

Lighting Levels Using PBS

Per Object Shadows

Procedural Volumetric Clouds

Screen Space Shadows

Volumetric Fog

Voxel-Based Global lllumination (SVOGI)
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https://docs.cryengine.com/display/CEMANUAL/Analytical+Occluders
https://docs.cryengine.com/display/CEMANUAL/Environment+Probe
https://docs.cryengine.com/display/CEMANUAL/Height+Map+Based+Ambient+Occlusion
https://docs.cryengine.com/display/CEMANUAL/Light+Entity
https://docs.cryengine.com/display/CEMANUAL/Lighting+Levels+Using+PBS
https://docs.cryengine.com/display/CEMANUAL/Per+Object+Shadows
https://docs.cryengine.com/display/CEMANUAL/Procedural+Volumetric+Clouds
https://docs.cryengine.com/display/CEMANUAL/Screen+Space+Shadows
https://docs.cryengine.com/display/CEMANUAL/Volumetric+Fog
https://docs.cryengine.com/pages/viewpage.action?pageId=25535599
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