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CryENGINE is one of the most powerful real-time 3D engines available
today. Used in blockbuster games like FarCry, Crysis, and Ryse, its
rendering and real-time capabilities are unmatched. The CryENGINE
SDK toolkit can be used to build any type of game, from first-person
shooters to strategy games and simulations. This book will take your
CryENGINE skills to the next level, allowing you to unleash the full
power of the engine. Whether you are working on a small mod or a
large-scale production, the user-friendly steps and illustrations in this
book will help you master the wide range of feature



